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Dear Gamer...
There is a good chance you have heard of Dungeons & DragonsTM by 
Wizards of the Coast. You may also know PathfinDer rPg by Paizo 
Publishing or some other table-top role-playing games, be they fan-
tasy, modern or sci-fi. People define what is fun for themselves, and 
this book strives to bring together time-tested elements of different 
editions of these games and their variants. Here are some principles 
that guided the design process for this game.
 Familiar: “The wizard casts magic missile.” This is a perennial 
trope that rarely needs introduction and helps players relate quickly 
to a fantasy world. Besides dungeons and dragons, fantasy includes 
chainmail, dryads, owlbears, necromancers, rings of invisibility, 
witches, and many other elements. raDiance rPg includes most of 
these tropes, including newer ones such as artificers, steamgear, and 
electrotech, which evokes the excitement of the 19th century.
 Streamlined: Everything you need to play is here, with 
minimal fiddly bits and a low learning curve. Streamlined does not 
mean simplistic. Rather, it involves minimizing rule-subsystems, 
unexpected rule interactions (“brokenness”), and rule look-up and 
analysis during play. A goal was reducing GM prep time. raDiance 
rPg is a game that is easy on the GM and almost everything players 
need can be found on a few pages in front of them.
 Flexible: This means options. A pallet of archetypes (in the 
form of classes, deities, races, skills, and themes) allows players to 
quickly begin an adventure. Players may dip into another class, swap 
out an ability, gain a deity’s boons, hire a townie, or try something 
that the GM has crafted for his or her own campaign. 
 raDiance rPg is modular. For example, if you prefer a purely 

medieval setting, the GM simply says, “You cannot use chapter 9 or 
take the Electrotech ability.” That instantly hides the modern bits. 
Conversely, the GM might say, “You can use chapter 9 but not chap-
ter 10, except for potions.”  Instantly, your setting focuses on Victo-
rian technology and offers very few magic items.
 Balanced: “My wizard can beat your fighter in 1 round.” No 
doubt. In most editions of the game, magic using classes tend to shine 
in ways that other characters only dream about. Taking a cue from 
recent trends, the classes here are balanced. That said, classic options 
remain. A wizard can still turn invisible, fly, charm a monster, evoke 
a fireball, and cast a magic missile. But when and how he can cast 
these spells are a little more constrained, and those who don’t cast 
spells enjoy a bevy of potent options.
 Appealing: In 2000, statistical research identified types of 
role-players. Some players liked tactical challenges using miniatures 
and a battle mat, and were highly interested in combat. Other players 
preferred narrative, immersion, and storytelling. For these folks, 
even the presence of dice acted as a distraction. A third group pre-
ferred verisimilitude, detailing an extensive fantasy world. For these 
folks, magic was a system akin to science. Finally, there were strate-
gists who focused on complex campaigns involving castle building, 
troop movement, resource management, and so forth. 
 I hope you find this “edition” of a classic game to your liking. I have 
been a player and game master for 30 years. I endeavored to not let 
that fact get in the way of designing a version that happily expels 
some “sacred cows” while maintaining an essential, hard-to-name 
essence, as is the job of a good steward. A great way to understand 
and enjoy a game is to play it. Please have fun! 
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“After dispatching the illithrix clutch, we studied 
their rude idol: a derelict nucleonic device. Jas-
per dislodged the psychic crystal in its bowels.”

Chapter 1 
Imagine

This book is a complete pencil-and-paper fantasy role-playing game. 
It is based on the popular Open Game License, which covers the 
world’s most popular fantasy role-playing games. You and your 
friends can adventure as burly dwarf barbarians, romantic elf wiz-
ards, grizzled slith gunslingers and any other characters in a magical 
and terrible world of your own creation. Unlike a video game or 
board game, a table-top role-playing game allows you to do anything 
you can imagine!
 

 Getting Started
Here are some must-know items before you dive in. 

What You Need
In addition to this book, you need a set of polyhedral dice, paper, pen-
cils or pens, at least 3 hours of free time, and a spacious table. Some 
people use miniatures and a battle mat—the rules offer enough detail 
to use these accessories but they are not needed. Most importantly, 
everyone at the table will benefit from a strong dose of imagination. 

Key Terms
Here are some essential terms you should know.
 Character: Your imaginary persona in the game world. A 
character has a set of attributes, a race and class (profession), a deity, 
equipment, and a theme (a compelling story).
 Players, PCs: You and your friends! Typically, each player 
has a character, called a player character (PC for short). Players are 
encouraged to bring energy, a proactive approach, and a creative 
mindset to the game. 
 Party: All of the PCs adventuring together, plus maybe NPCs.
 NPC: A non-player character or creature you meet during your 
adventures.
 GM: The game master is a player who crafts the world, devises 
adventures, and adjudicates the actions of PCs and NPCs.
 d20: Indicates a roll of a 20-sided die. Many interactions are 
resolved with a d20 roll, modified by various factors such as a char-
acter’s attributes and training. There are other dice. A 6-sided die is 
d6, a ten-sided die is d10, and so forth.
 Character Creation: You conjure a fantasy persona. 
Characters typically start at 1st level (novice). During adventures, 
your character grows with new abilities, equipment, and affiliations. 
 This book uses the male gender as a matter of convenience. Read 
the usage as referring to both male and female characters.
 Level: A measure from 0 to 20 of a character’s progress and capa-
bilities. Most characters start at level 1 and increase their level by gaining 
experience points (abbreviated XP).  The shorthand “lvl” means level.
 Rounds: Also called turns, a round is 6 seconds of activity. 
During a round, a character can move a short distance, do a few 
minor actions, and attempt something significant such as stab at a 
monster, try to deactivate a trap, or cast a spell. Under normal cir-
cumstances, everyone involved in an encounter gets 1 round worth 
of actions, each character after the next.
 Encounter: One scene in the game, similar in length and 
scope to a film scene. An encounter typically lasts 2 to 5 minutes of 
game time, played out in 20 to 50 minutes of real-world time.
 Adventure: A series of related encounters, typically with a 
beginning, middle, and end. Over numerous encounters, characters 
heed a call to action, overcome obstacles, gain allies and enemies, 
and earn rewards. Rewards might include legendary treasure, a ran-
somed princess, or the pelt of a fiendish red dragon.
 Campaign: A series of adventures that take PCs from 1st-level 
novices to 20th level heroic paragons.

Chapter 1: Imagine
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What’s Inside
Here is a chapter-by-chapter outline of the book.
 Chapter 1: Imagine—Introduces table-top fantasy role-
play, defines key terms, and outlines how to make a character.
 Chapter 2: Attributes—Defines a character’s 6 key attri-
butes: Strength, Constitution, Dexterity, Intelligence, Wisdom, and 
Charisma.
 Chapter 3: Races—Are you a stout and surly dwarf, 
a nimble and effervescent elf, a scheming and infernal tiefling, a 
plain and familiar human, or some other race? This chapter presents 
numerous races from which to choose. Each race offers a standard 
set of traits plus a menu of race-typical abilities that you select to 
customize a character over his career.
 Chapter 4: Classes—Presents 30 professions such as arti-
ficer, barbarian, cleric, gunslinger, inquisitor, mageblade, rogue, and 
wizard. Each class offers a set of core abilities and limitations such as 
a paladin’s code of conduct. As characters progress, they gain access 
to potent class abilities. 
 Chapter 5: Skills—Skills let characters perform various  
everyday actions such as sneaking past guards, overhearing a con-
versation, fixing a broken bow, picking a noble’s pocket, convinc-
ing a queen to grant access to her lands, or romancing a handsome 
shopkeeper. Anyone can attempt to use any skill, but success is not 
assured and is only typical for the well-trained.
 Chapter 6: Themes—Describes how characters gain 
experience and offers dramatic narrative paths such as the Believer, 
Dilettante, Noble, Romancer, Scientist, Specialist, and Traitor. 
Themes encourage role-playing and guide characters to unique 
awards that reflect their history, exploits, and goals.
 Chapter 7: Deities—Covers alignment, deities, and the 
afterlife. Deities vary from Solari, the lawful good Sun King, to 
Voktra, Matron of Crossroads, and the fiery Asmodius, Cambius 
of Secrets and ruler of Hell. Deities offer single-use abilities called 
boons. A character in good standing with his deity can expend faith 
points to use boons.
 Chapter 8: Equipment—Includes armor, weapons, and 
adventure gear from boomerangs and grappling hooks to trail rations, 
sleep poisons, and full plate armor. Characters can hire services and 
travel tickets, buy and sell property and businesses, utilize billowing 
steamgear, and deploy catapults and other machines of war. 
 Chapter 9: Electrotech—Details dazzling, crackling 
items that work by batteries, lightning, and ghostly nucleonic energy, 
from the zippy hovercraft to the mind-bending psychodrome.
 Chapter 10: Magic Items—Offers a trove of arcane 
armaments, colorful potions, useful scrolls, flying spellships, gooey 
symbionts, and wondrous magic items to empower and confound, 
from the hat of disguise to the all-devouring sphere of annihilation.
 Chapter 11: Combat—Outlines how to handle violent 
encounters, from surprising foes to finding cover and recovering 
from near death. Includes rules for the optional use of a battle mat.
 Chapter 12: Exploring—How do you get to where 
you’re going? Whether you are searching for fame, lore, love, mon-
sters or treasure, you must handle issues such as weather, lighting, 
disease, and breaking obstacles. This chapter also presents quick 
rules for travel in alternate realms of existence. Finally, you will find 
a sample creature and must-know information about monsters.
 Chapter 13: People—Presents common cultures, popu-
lar factions, quick tables to design settlements, and 100 pre-made 
townsfolk plus alders and patrons. Townsfolk vary from the archer, 
artisan, and courtesan to the technician, warmage, and woodsman. 
Characters might hire, work for, fight, or... ahem... patronize some 
of these folk. High level characters may even start their own towns!

The Masters Guide
This book works with raDiance Masters guiDe, which details many 
traps, maps, and monsters from the carnivorous golden-furred ahrgvex 
to the insatiable rotting zombie. Every GM greatly benefits from a 
copy. You can also use free PDFs from www.RadianceRPG.com.

Chapter 1: Imagine

Heroic StorieS!
The essence of fantasy is the heroic story. 
 A story often means heeding a call to go out into a strange and 
foreboding world to fulfill one’s destiny. It may also refer to nur-
turing and defending one’s people and inheritance against villainous 
forces that gather to storm innocents and seek ruin. Either way, a 
hero’s story emerges from numerous acts, such as exploring ancient 
ruins, finding true love, and confronting foes.
 No hero is alone. A band of stalwart and true friends can over-
come seemingly impossible odds and share experiences that last a 
lifetime. 
 Before getting into game rules, creating your character, and start-
ing to role-play, consider the kind of stories you might enjoy under-
taking. Here are facets taken from many a heroic story.

 Battle Terrible Monsters: Demons and dragons, 
gargoyles and gnolls, nagas and necromancers, vampires and were-
wolves... Brother Milo Lightbringer faces down frightful creatures 
of nightmares even as his limbs quiver and his eyes disbelieve.
 Build a Kingdom: What is a hero without a sturdy keep or 
a shining castle on a hill overlooking a flourishing kingdom of faithful 
citizens (or groaning serfs)? Characters can reclaim forgotten lands, 
rebuild ruins, or use their wealth to construct wonders anew.
 Delve Ancient Ruins: Amina the Just stands at the Ether 
Wall, reclaiming the remains of a defiled temple of a thousand years. 
A narrow, winding staircase leads down, deep into darkness. What 
treasure, traps, lore, and monsters await her?
 Develop Unique Abilities: Every hero has a vocation, 
whether as a stalwart fighter, dragon-speaking sorcerer or wily rogue. 
Between adventures, heroes can train at monasteries, from musty 
tomes, or by sheer grit and experimentation.
 Fulfill Your Destiny: Farwin Bloodprince is host to the 
black blood of a fiend from his grandfather’s pact with a demon. Ever 
more often, his inhuman heritage shows. Farwin is a selfish man but 
has no wish to become a monster. Can he gain salvation? 
 Gain Magical Treasure: A cursed ring of invisibility, 
an intelligent sword that drinks the souls of one’s foes, a hat that 
transmutes one’s appearance into a simple beggar—magic may be 
rare or common but it is always useful, and occasionally cursed.
 Navigate Court Intrigue: Halprise of Catalon is a 
minor noble new at court, or so everyone thinks. The king knows 
better, for Halprise is his bastard son. Who else may know? And can 
Halprise gain any land or coin before his true identity is revealed?
 Pursue True Love: Romance is the flower of youth, the 
home of age, and a bond that can last beyond the grave. An explorer’s 
life complicates raising a family, though every new town and country 
brings possibilities for love. 
 Win Souls to Your God: Shanedrake is out to win 
souls for his dark god: the four-armed Phane, Lord of Armaments 
and General of Eternal Battles. By collecting souls slain in a state of 
battle rage, Shanedrake earns favor to rise in title in the afterlife.
 Have Fun: Ultimately, a game provides a means for you, your 
friends, and loved ones to have a great time. A table top game is ulti-
mate vehicle to express your imaginations together.

 Anti-heroes can be exciting too! Too bad to be good... and too 
fun to be ignored. PCs may be scoundrels or worse. Races such as 
drow, half-orcs, and tieflings are rooted in decadence, violence, and 
diabiolism. Similarly, a characacter may be a blackguard, necroman-
cer or warlock. An antihero may be a hidden trickster in a party of a 
heroes; or the whole party may seek mayhem and self-agrandizement 
as a mirror image of the usual band of adventurers. Townsfolk, nobles, 
evil monsters and minor deities may quiver, or laugh, at their names. 
There is the hero who falls into disgrace or the weak-willed micreant 
who embraces and rejects good and evil in turns. Finally, an antihero 
may be a vile character prophecied to bring goodness, or the good 
soul destined to deliver misfortune.
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WHo WeiGHS tHe ruleS?
A tradition called "Rule 0" holds the GM as the ultimate arbiter of 
the rules. This is useful in a simulation-style game that seeks to cover 
a wide range of imaginative experiences. A wise GM obeys 3 rules: 

 » Clearly announce house rules before a campaign begins.
 » Clarify or change rules between sessions but not during play.
 » Vote on any rule that impacts most of the players’ characters.

A player’s responsibility is to play his characters in a way that increases 
enjoyment for everyone at the table. This suggests that arguing about 
rules, as well as theft, backstabbing, and charm magic directed at 
other players’ characters is unwise. 

Chapter 1: Imagine

 Campaign Settings
Role-play comes in many genres. A setting is more than a dragon in 
a dungeon. A setting is a whole culture. Here are common genres. 

Classical Myth
This setting is based on Greek, Roman or Sumerian mythology. 
Extraordinary heroes protect civilization and battle monsters and 
meddlesome gods. The monsters were created to punish hubris, 
guard treasures, or test heroes who carry divine blood. In classical 
myth, technology and magic are simple and uncommon. Omens, 
prophecy, and ritual sacrifice are regular events. Do prophecies and 
divine edicts rule the heroes’ lives, or do they make their own des-
tiny amid tragedies and drama? 

Comical Mash-up
A ninja cat woman, an invisible raven spy, and a psychic bug travel 
aboard a flying pirate ship crewed by apes to a forgotten floating 
island of dinosaurs who guard an ancient talking treasure.... This set-
ting blends genres to present a motley crew who face down odd and 
unlikely tribulations. A comical mash-up may be as deadly as it is odd. 
Magic is modestly common and often ostentatious but also unreli-
able. Happily, characters tend to bounce back from near-death with 
convenient regularity—as death is just another prompt to explore 
ideas. This setting allows players to step outside fantasy norms and 
explore the rich possibilities of imagination. 

Gritty Medieval
Magic is rare, the world is dark and dangerous, and heroes must help 
keep alive the pin-lights of civilization. Treasures sit silently amid the 
frequent ruins of a bygone civilization. Frightening monsters lurk in 
the woods or are summoned from hell, fey courts or other realms 
of existence. Technology is minimal and, like magic, is often mis-
trusted. In this world, a person who uses magic is a witch, a prophet 
of the divine, or a pagan. Heroes are those who remain fast, protect 
their loved ones, and perhaps keep a treasure chest or two.

High Fantasy
Magic is everywhere and enjoyed by all. There are genie-powered 
trains, flying carpets for rent, and pixie-lighted street lamps. There 
may even be magical pollution! A high fantasy setting functions like 
the modern world but with technology replaced by magic. Most 
characters use magic and don’t consider it special. Magic has helped 
tame the world for civilization to flourish. Often, powerful guilds, 
world-spanning secret societies, and political intrigues drive events. 
Heroes must avoid assassination, censure, and other pitfalls as they 
seek to complete their missions.

Lovecraftian Horror
A gateway is open, the boundaries between worlds has thinned, and 
bizarre beings from our dreams and nightmares are venturing into the 
dark nooks of normalcy. Watch where you step, the slugs are ready 
to take over the minds and bodies of oblivious mortals. In a world of 
Lovecraftian horror, technology does little to protect against sentient 
slugs, flying tentacled beasts, and laboratory-made insect-human 
hybrids. Magic is, at best, a palliative to overcome these aberrations. 
Heroes must belay the tide before losing their sanity.

Multiplanar Epic
When we die, our souls continue on to a new realm for eternity... 
for what? In a multiplanar campaign, characters are demons, angels, 
nymphs, robots, and far stranger beings that roam that afterlife, 
engaging in endless wars, shepherding the newly deceased to their 
new homes, trading legendary magic items, repairing interplanar 
gateways, launching new philosophies and religions, and generally 
staying out of the way of the gods themselves. In a multiplanar 
campaign, everyone who’s more than a floating soul is a power unto 
themselves. Can the heroes handle the burdens of eternity?

Space Fantasia
The ship’s majestic sails ride high as the bow dips into the world’s 
atmosphere and begins its descent. In this marriage of science fiction 
and fantasy, jungle islands become whole worlds and a rickety pirate 
corsair or noble cruiser becomes a gleaming spellship that plies the 
dark, airless void of space. Rangers of the interstellar empire go 
to war against space orcs. An abandoned mine on a nearby moon 
is haunted by ghouls of lost miners. And a single magic item can 
explode a whole world. Traveling the spaces between worlds is no 
more—or less—dangerous than plying the sea.

Swashbuckling Renaissance
This dramatic blend of art, politics, science, and war sees characters 
as pieces on a great invisible chess board, where one’s place keeps 
shifting, presenting dangerous intrigues and beauteous rewards at 
every turn. Can heroes survive life as expendable pawns to come 
into their own? A rich tapestry spans diverse kingdoms, each a home 
to machiavellian princes, grubby explorers, heretical pactmakers, 
master alchemists, romantic bards, scheming clergy, and many 
others. Astounding artistic wonders, new noble bloodlines, and 
bizarre scientific contraptions are rising from dark ruins.

Tolkien Saga
Dwarves, elves, halflings, humans and other civilized races hold to 
an alliance of all that is right and good against orcs, goblins, demons, 
shadowy undead horsemen, and other foul creatures that are brought 
together as a horde under the banner of tyranny and darkness. Sim-
ple village magic is common but powerful magic is rare, and even the 
wise and pure can be corrupted by its influence. Character’s lives are 
guided by destiny and moral choices. Can the heroes thwart the tide 
of evil before darkness cloaks the world?

Victorian Steampunk
Magic and technology thrive side-by-side in this fanciful vision of the 
19th century. People mundanely ride trains, fly dirigibles, and tele-
graph messages. At the same time, magic haunts society’s dark side, 
from secret druidic lodges and fiendish cabals to ghostly seances, 
werewolves on the loose, and even a zombie plague or two. The world 
thrives on mystery and romance. Characters struggle with conven-
tions of aristocratic life and the streetwise bravado of the poor. Some 
mount expeditions to oriental lands, dark jungles and western fron-
tiers. Can the heroes win the day for queen and country?

Zippy Electrotech
Mortals enjoy a golden age led by science geniuses and powered by 
crackling electricity, with dizzying inventions such as battery-pow-
ered music boxes, enigmatic thinking machines, flesh-melting zap 
guns, lunar flying saucers, mind-bending psychodromes, paradoxi-
cal time machines, slimy symbiotic attachments, and battle suits that 
merge man and machine into tough cybernaughts. While engineers 
build new machines and barons fight over precious resources, demo-
nologists and theosophists dig for power amid lost gnostic arts. Does 
this luminous world invite humility or megalomania? And what hap-
pens when magic and monsters make their debut?
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Create a Character
Here is a step-by-step summary of how to create a character. 
 If you are familiar with d20 games, this introduces you to essential 
rules including “what’s different”. If you are new to such games, then 
you may wish to skip this summary and start with Chapter 2.

1) Imagine your character. You may have a specific 
image in mind from a favorite novel or film, or you may have a gen-
eral feeling. Consider what inner turmoil and external challenges 
will most excite you.

2) Assign six attributes. The attributes are Strength, 
Constitution, Dexterity, Intelligence, Wisdom, and Charisma.
 Attributes vary from 3 to 18. Ask your GM how to generate 
scores. Here is an easy method: Start with 8 in each attribute. Then 
spend 30 points to improve the attributes on a point-for-point basis 
(max 18 for a single score). 
 Each score translates into a modifier. The modifier equals the 
score minus 10, divided by 2. Round down. For example, a score of 
15 results in a +2 modifier ((15–10)*½ =+2). Thus, modifiers tend 
to vary from -5 to +5.

3) Select a race. Options include: human, asimar, atlan, 
drack, dromite, drow, dwarf, elf, gnome, goblin, goliath, grippli, 
half-elf, half-orc, halfling, hobgoblin, kobold, lizardfolk, pygmy, 
rakasha, slith, tengu, tiefling, and warmech.
 Most races adjust attributes. For example, elves are nimble in 
body and mind but lack stamina. They enjoy +2 Dexterity and +2 
Intelligence but suffer –2 Constitution. Thus, an attribute can start 
as low as 1 or as high as 20.
 Each race has base statistics: size, speed, vision, wound points, 
comeliness, base age, languages,typical deity, and multiclass options. 
 Next, select 2 racial abilities for your character from a menu 
of options. You may forfeit a racial ability to take a noble title (to 
become a “sir” or “lady”). A noble title gives a monthly income and 
other perks. Additional racial abilities become available as a character 
gains levels.

4) Note your starting level. Your GM will tell you 
your starting level, from 0th to 20th. Level 1 or 2 is typical. 
 As you gain experience points (XP), your level advances. Progres-
sion follows a smooth upward line. A 10th level character has 10x the 
abilities, hit points, and so on of a 1st level character and ½ as much 
as a 20th-level character.

5) Select a class. There are many classes (professions). The 
classes are fairly specific. For example, clerics are good guys who use 
healing and light against fiends and undead. For a variant priest, play 
a druid, elementalist, invoker, necromancer, shaman or warlock. 
Here are classes grouped by their “prime” attribute.
Attribute Classes keyed to that Attribute

Strength Barbarian, fighter, monk

Constitution Blackguard, shifter, sorcerer, warlock

Dexterity Gunslinger, ranger, rogue

Intelligence Artificer, mageblade, medicant, necromancer, 
pathfinder, sage, shadowcaster, wizard

Wisdom Cleric, druid, elementalist, inquisitor, psion, shaman

Charisma Bard, dhampir, gallant, invoker, paladin, witch

Each class also has armor and weapon proficiencies, defenses, start-
ing gold, training time, and so forth. You can “multiclass”. 

6) Note your class abilities. At 1st level, you learn the 
class’s 3 core abilities. 
 As you advance over 20 levels, you learn many more abilities. 

Abilities are organized in 4 tiers: basic, intermediate, advanced, and 
paragon. Everyone uses the same table (page 39) to advance and 
select abilities. Some classes like the wizard allow a little flexibility 
each day or in emergencies. The classes are designed to be equal, 
power-wise, across all 20 levels.
  Some abilities are marked with a letter. "C" means you need a 
craft kit to use it. "M" means it’s magical. Generally, magic abilities 
consume vitality (see step 8 below). Most abilities last 2 minutes, 5 
minutes, 1 hour or 4 hours + 1 hour per level. 

7) Calculate skills. There are many skills as shown in the 
table below. Each skill is keyed to an attribute.
Attribute Skills keyed to that Attribute

Strength Athletics, Intimidate

Constitution Endurance

Dexterity Acrobatics, Mechanics, Stealth, Pilot, Trick

Intelligence Appraise, Arcana, Craft, Dungeoneering, History, 
Literacy, Nature, Technics, Warcraft

Wisdom Handle Animal, Heal, Insight, Perception, Religion, 
Survival

Charisma Bluff, Diplomacy, Disguise, Music, Nobility, Streetwise

 Everyone can do all skills. A skill check 
 = d20 + relevant attribute modifier + additional modifiers (if 
any) based on class, race, and/or items.
 Various abilities improve skill use. For example, Outdoor Athlete 
boosts Athletics and Nature checks by +5.  

8) Calculate hit points. There are 2 kinds of hit points: 
wounds and vitality. 
 Wounds is based on your race. It represents actual physical 
punishment you can take. Wound damage includes bleeding and heals 
1 point per day. Scars and disability occur without magical healing.
 Vitality is based on your level and represents energy, luck, 
skill, etc. You recover vitality quickly after 1 or 2 nights of rest. Vital-
ity = (level x 5) + Constitution modifier.
 Mostly, damage applies to vitality first, then wounds when vital-
ity falls to 0. Some special attacks like poison deal wound damage 
directly. When wounds fall below 0, you are unconscious. You can 
go to negative wound points equal to your Constitution score before 
dying.

9) Calculate defenses.  You have 3 defenses. The higher 
your defenses, the better. 
Defense Value

Fortitude 10 + ½ level + class bonus + Strength or Constitution 
modifier

Reflex 10 + ½ level + class bonus + Dexterity or Intelligence 
modifier

Will 10 + ½ level + class bonus + Wisdom or Charisma 
modifier

10) Calculate your attack roll. Whenever you tar-
get a foe with a weapon or an ability, the foe can resist your attack. 
Your attack roll
= d20 + ½ your level + prime attribute modifier + other modifiers
 Resolve attacks against specific defenses. For example, Reflex can 
avoid a Fireball spell or a dagger. If the attack roll is greater than the 
defense, the attack succeeds; otherwise, it fails. 
 Some abilities have a partial effect even if they fail. Note: You use 
the same attack roll for all attacks that you make!

11) Determine Starting Gold. When you start at 1st 
level, your class determines your starting gold. Otherwise, Table 8-2: 
Starting Wealth above 1st Level (page 152) sets your starting gold.

Chapter 1: Imagine
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12) Determine maximum encumbrance. Gear 
takes up slots. You can fill a number of slots equal to your Strength 
score. After that, you are weighed down and severely hampered. 

13) Buy armor. There are various armor options such as 
leather, hide, chainmail, scalemail, and full plate.
 Armor gives Damage Reduction (DR). DR indicates how much to 
reduce damage directed at you. If you have DR 5 breastplate and you 
are struck for 9 damage, then you only suffer 4 damage. The excep-
tions include a critical hit, which is when an attacker rolls a natural 
20, or when an ability inflicts direct wound damage such as from 
ingesting poison. Don’t think armor always protects you! 
 Some foes suffer a DR penalty versus special materials like silver 
or they enjoy a DR bonus against certain energies such as acid or fire. 
For example, if a Resist Cold spell gives you +5 DR versus cold, add 
+5 to your DR against cold attacks.

14) Buy weapons. Each class is proficient with 1 or more 
weapon groups such as light blades, hammers, and so forth. Each 
weapon has a grade, damage die, range (when appropriate), and cost. 
Small characters can’t use Heavy weapons. Reflex resists Light weap-
ons, most natural weapons, and ranged weapons. Fortitude resists 
Medium and Heavy weapons. Generally, abilities are more important 
than weapons. What counts is how you use your weapon!

15) Buy other gear. You can quickly buy a basic or expert 
pack that includes essentials for adventuring or you equip yourself 
piece by piece. There are drugs, electrotechnics, firearms, flying 
spellships, poisons, steamgear, symbionts, businesses (run a factory 
or a brothel), and a multitude of magic items. Be sure your gear does 
not exceed your starting gold or encumbrance slots. 
 Magic items are organized by tier: basic, intermediate, advanced, 
and paragon. Each tier has a set market price and craft cost. Thus, 
the use of magic items has a predictable impact. Characters can sell 
mundane items for ½ their market price or magic items for their full 
price. A few characters may craft items.

16) Select a theme. A theme is a narrative path. You are not 
just a wizard, you are an explorer wizard, specialist wizard, believer 
wizard or so forth. The options are: Arcanist, Believer, Commando, 
Dilettante, Explorer, Guildsman, Heretic, Hunter, Martialist, Noble, 
Protector, Rider, Romantic, Scientist, Specialist, and  Traitor.
 When creating your character, consider a background, personal-
ity, hometown, and other details that relate to his theme. 
 At every even level (0th, 2nd, 4th, 6th, etc) you qualify for a 
minor award or a major award from among options listed under your 
theme. Awards often modify how your class abilities work. 
 
17) Select a deity. There are many deities. Your deity deter-
mines where you go after death. More pressingly, each deity offers a 
thematic set of abilities called boons. You can expend faith points that 
you gain each level to enjoy a one-shot use of a deity’s ability. 
 There are many "realms of existence": each home to a deity, plus 
the Mortal Realm where characters mostly live and the Astral Realm 
which links all the other realms.

18) Mind your alignment. There are 9 alignments rang-
ing from lawful good to chaotic evil. The GM tracks alignment, which 
determines standing with one’s deity and the effects of certain spells.

19) Know your culture. An adventuring party may be 
culturally homogeneous or diverse, depending on the setting. 
 There are 4 cultures. People from a primal tribal culture are  hearty 
and comfortable in nature. A medieval feudal culture promotes a pious 
people who are alert to supernatural forces. Enterprising colonial 
culture is scientific, its people skilled with various devices including 
steamgear and electrotech. Finally, the people of a decadent imperial 
culture are wealthy and masterful in the social arts.

 Each culture supposes ideals, governance, and daily activities and 
also offers a useful perk and skill modifiers.
 
20) Join a faction. Factions such as the Holy Templars, 
Travelers Lodge, and Wraith Daggers are powerful, far-flung orga-
nizations. You spend gold and pass an entrance test to join a faction, 
and you are limited to a single faction at a time. 
 Factions offer benefits. You may stay at your faction’s headquarters 
for free, train in a multiclass option or townie profession, inquire 
about rumors and jobs, and hire other members at a 50% discount. 
A faction’s members also sport a unique magical sigil. You can skip 
factions and be unaffiliated. 

21) Ready for combat. Surprise encounters are resolved 
using Perception versus Stealth. Roll initiative (d20 + Dexterity 
modifier). Higher initiative goes first. Combat proceeds in 6-sec-
ond rounds. Each round you may take 1 move action and 1 standard 
action, or 2 move actions. In addition, you may take 1 immediate 
action and up to 3 swift actions.
 Bleeding: When first taking wound damage, a character is 
dazed for the remainder of the round. A character falls unconscious 
below 0 wounds and deteriorates -1 wound point per round until 
cured by magic or given first aid (a successful DC 15 Heal check). A 
character remains alive down to a number of negative wound points 
equal to his Constitution score.
 Disability: When a character takes a fall, he must resist using 
Fortitude (against an attack roll of d20 +1 per 5 ft fallen) or become 
disabled (limited to 5 ft speed and suffer -5 to physical skill checks). 
Magical healing ends disability. Bed rest also ends disability when a 
character fully recovers to his full wound points.
 Healing: A night’s rest is 6 hours. Each night, a character heals 
1 wound point and also vitality = his level x Constitution modifier 
(minimum 1). A character can take a brief 2-hour rest each day to 
regainor a number of vitality points equal to his level.
 Support: On a successful Diplomacy check, a person can trans-
fer a small amount of vitality to an allied person within 15 ft.

22) Know why you adventure. Characters advance 
by earning experience points (XP) and gain XP by overcoming obsta-
cles on a point-for-point basis. There’s a rule for the GM: Offer chal-
lenges based on the party’s average level. For example, a 5th level 
character needs 25 XP to get to 6th level. If there are 4 characters, 
multiply 25 XP x 4 = 100 XP. That’s how many levels of creatures, 
traps, and other challenges the GM places in a play session.

23) Expect encounters. Every trap, creature, and hazard 
has a level. For example, a typical ogre is level 4. Its level is equiva-
lent to a level 4 character because creatures are built using tiered 
abilities just like characters. Creatures can also advance in a class. For 
instance, an ogre with 4 levels of barbarian is 8th level.
 Overcoming a monster grants a number of XP equal to its level. 
Every monster has a Lore check and a Bypass check so you can puzzle 
it out and attempt to bypass it using finesse rather than combat.
 This book presents a sample creature, the sturdy metallic ergo 
along with a couple of potent variants. The raDiance Masters guiDe 
contains many more bizarre and terrible creatures.
 
24) Consider allies & enemies. The world is filled with 
people from archers and alchemists to warmages and woodsmen.  
There are 100 pre-made common folk called townies. Townies are 
specialists with very useful abilities, from mixing potions to raising 
the dead. Don’t assume they are trivial just because they are low 
level! PCs may acquire townies as followers, hirelings or enemies. 
Some townies progress to become alders or high-level patrons.

25) Name your character! With the name, you are 
ready to start. Pick a name that fits with your character’s world and 
demeanor. Better an honest name. It’s the moniker you will live with!

Chapter 1: Imagine
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“In my feverish dream, there descended a flock 
of fearsome heavenly angels, blinding my mortal 
eyes as they visited their wrath upon us all.”

Chapter 2 
Attributes

Is a character strong or weak? Agile or clumsy? Hearty or sickly? 
Clever or slow? Wise or foolish? Captivating or repulsive? Six attri-
butes define these qualities.

 Six Attributes 
Here are the attributes that define all creatures.
 Strength (Str): Includes brawn, lifting ability, force of mus-
cles, and primal energy. Strength governs how much you can carry, 
skills such as Athletics, and damage delivered by many weapons. It is 
a prime attribute for martial characters such as barbarians, fighters, 
and monks.
 Constitution (Con): Includes endurance, health, and 
toughness. A high Constitution grants more vitality to absorb dam-
age and cast spells. It is a prime attribute for shifters (who transform 
into animals), sorcerers (who become dragons), and others.
 Dexterity (Dex): Includes aim, balance, fine motor skills, and 
reaction time. Dexterity governs skills like Stealth and Trick, helps you 
dodge others blows, lets you act quickly, and is a prime attribute for 
stealthy characters such as gunslingers, rangers, and rogues.
 Intelligence (Int): Includes reasoning and strategic use of 
facts. Intelligence governs skills such as Arcana and History, and is a 
prime attribute for studious and magic-oriented characters such as 
artificers, mageblades, sages, and wizards.
 Wisdom (Wis): Includes insight, perceptiveness, and will 
power. Wisdom governs skills such as Insight and Perception, and is 
a prime attribute for spiritually-oriented characters such as clerics, 
druids, and psions.
 Charisma (Cha): Includes appeal, personality, and leader-
ship. Charisma governs skills such as Bluff and Diplomacy, and is a 
prime attribute for personable characters such as bards, dhampirs, 
gallants, paladins, and witches.

 A character is born with his attributes and can slowly improve 
some of them over the course of his career.
 Strength, Constitution, Dexterity are physical attributes, while 
Intelligence, Wisdom, and Charisma are mental attributes.
 A character’s race (such as dwarf, elf or human) modifies attri-
butes. Age modifies attributes. Other factors may also modify 
attributes. A lucky character might locate an ancient artifact or 
enchanted pool that forever improves an attribute. Otherwise, attri-
butes remain fixed from day-to-day.
  Attribute scores generally range from 3 to 18. Modifiers can reduce 
a score to 1 or raise it to 20 or even higher. A perfectly average person 
would have a 10 or 11 for all attributes.  

Determining Attributes
Here are several methods to determine attribute scores. All the 
methods result in an average score of 13, which is somewhat above 
the common person who averages 10 or 11. Ask your GM which 
method to use to create your character.
 Method 1: Arrange the following array of scores—16, 15, 
14, 13, 11, 9—to reflect your character concept. For example, a 
brawny and charismatic warrior might have Strength 16, Constitu-
tion 13, Dexterity 14, Intelligence 9, Wisdom 11, and Charisma 15.
 Method 2: Start with a score of 8 in each attribute and a pool 
of 30 points to spend to boost attributes on a point for point basis. 
You are limited a score of to 18. For example, improving a score of 8 
to 13 costs 5 points (13 - 8 = 5).
 Method 3: For each attribute, start with a score of 6 and add 
a roll of 2d6. For example, if you roll 5 and 3, then 6+5+3 = 14. 

Chapter 2: Attributes
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Arrange the scores to reflect your character concept.
 The first 2 methods assure every character starts on an equal play-
ing field while the third method affords some randomness that mean 
some characters are exceptional.

Effect of Attributes
Your character’s attributes impact the use of skills and abilities. 
    When making a skill check or activating an ability, you use the modi-
fier that corresponds to an attribute score (rather than the raw score). 
    For example, if Talos the fighter has a Strength score of 16 and 
needs to swim, he applies a +3 bonus to his Athletics check, because 
Athletics is a Strength-based skill that covers climbing, swimming, and 
similar activities. 

    Refer to Table 2-1: Attribute Modifiers 
to find the modifiers that correspond to 
each of your character’s attributes. 
    * For scores above 20, increase the 
modifier by +1 for every 2 points above 
20, rounding down. For example a score 
of 25 grants a +7 modifier.

Example: Talos
Talos is a warrior. He is strong and 
agile with good leadership skills and an 
inspiring way with his comrades, not 
to mention the ladies. The player uses 
Method 2 and arranges scores as shown 
in Table 2-2: Attributes of Example 
Character, Talos.

Your Prime Attribute
Every character has a prime attribute 
that is based on his class. For example, 

Strength is a fighter’s prime 
attribute while Intelligence is 
a wizard’s prime attribute. The 
prime attribute determines 
how well a character uses his 
abilities.
    Class abilities are sorted into 
tiers and you must maintain a 
minimum score in your prime 
attribute in order to use your 
those abilities.
   Taking a second class may 
grant a second prime attribute.

Improving Attributes
You can improve attributes several ways. 
    A character’s race influences his attributes. For example, since Talos 
is human, he adds a +2 bonus to any 1 attribute of his choice. Likely 
he will choose Strength, which is practical to survive a warrior’s life.
    Also, as characters progress from 1st to 20th level, they get attri-
bute boosts every few levels (5th, 9th, 13th, and 17th levels). You 
distribute these boosts to improve your attributes.
  Finally, the aging process, and certain items and locations such as 
eldritch tomes and magical pools, may permanently alter an attribute.
 If any attribute score ever falls to 0 or lower, the character dies.

Mind Your Attributes
Role-playing a character with an unusual mental attribute such as 
low Intelligence can be challenging. As a guide, when you use...
 Intelligence: You gather, analyze, and refer to factual data in 
order to develop a strategy or set of tactics.
 Wisdom: You refer to past experiences, observations, and intu-
itions to decide what is right or wrong on principle.
 Charisma: You consider others’ needs, values, and goals, and 
you make a compelling effort to address those.

Table 2-1: 
aTTribuTe Modifier

Score Modifier

1 -5

2-3 -4

4-5 -3

6-7 -2

8-9 -1

10-11 0

12-13 +1

14-15 +2

16-17 +3

18-19 +4

20+* +5

BeHinD tHe matH
A traditional, bare-bones method of generating attributes uses 3d6, 
which produces values along a bell-curve. Mid-range scores like 9, 
10, 11, and 12 are far more common than end-range scores such as 
3,4, 17, and 18. A bell curve reflects a typical population in which 
most people are average in an attribute. The methods mentioned here 
for generating attributes tend to result in exceptional characters.

Table 2-2: aTTribuTes of 
exaMple CharaCTer, Talos 
Attribute Score Modifier

Strength 16 +3

Constitution 12 +1

Dexterity 15 +2

Intelligence 10 +0

Wisdom 8 -1

Charisma 14 +2

Preview of Talos Brimbsbi
Here is a sample character. While serving as a marine, Talos honed his 
combat skills, engaged in stealth operations, learned a magic trick to 
survive hostile climates, and became familiarwith electrotech gear.
————————————————————————
 Race Human
 Class/Level Fighter 1 
 Alignment Chaotic neutral
————————————————————————
 Senses Standard
 Perception -1 ; Stealth +7
 Languages Common
 Initiative +2
————————————————————————
 Speed 30 ft
 Attack d20+4 (+5 using longsword, +7 if combat focus)
 Weapons Longsword (1d8) or shortbow (1d6, 60 ft)
 Damage +4 (+6 using longsword)
————————————————————————
 Armor Scalemail ; DR 4
 Wounds 8
 Vitality 6
 Fortitude 16, Reflex 12, Will 12
————————————————————————
 Str 18, Con 12, Dex 15, Int 10, Wis 8, Cha 14
 Prime Attribute Strength
————————————————————————
 Age 19 ; Comeliness 14 (attractive)
 Multiclass Option Any
 Deity Corvis, The Eternal Reveler ; FP 1
 Theme Explorer
————————————————————————
 Equipment Scalemail, longsword, shortbow, dagger, basic 
explorers pack.
 Encumbrance Slots 11 ; Max 18
 Coins 40 gp
————————————————————————
 Combat Focus: As a move action you concentrate to achieve 
focus. Apply a +2 bonus on your next attack roll using a weapon. 
After attacking, the focus ends.
 Electrotech: You study invisible mundane forces of nature 
(called immateria).You can make checks using the Technics skill 
(page 177) and enjoy a +2 bonus on Mechanics and Technics checks.
 Heroic Mien: Once daily, you may retry a single d20 roll 
before learning if the result leads to success or failure. You must use 
the result of the second roll even if it is worse than the first one.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Resist EnergyM: For 5 minutes, you or a touched ally enjoy 
+10 DR against 1 energy type, or a +2 bonus versus all energy 
types. Costs 1 vitality.
 Seafarer: You grew up traveling the ocean. Apply a +3 bonus on 
Athletics, Nature, and Pilot checks.
 Vitality Surge: Once daily you regain 1d6 vitality.
 Weapon Focus: When you take this ability, select a melee 
weapon such as the longsword. Apply a +1 bonus on attack rolls and 
a +2 bonus on damage rolls when using that weapon.

Chapter 2: Attributes
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“We met Lord Jayzenval, son by the king and his 
fiendish mistress, a spirit natives call a ‘rakshasa’, 
and Jayzenval was both charming and deceitful.”

Chapter 3 
Races

A character’s race (species) decides many of his traits such as height, 
life span, and vision. Table 3-1: Summary of Races presents com-
mon fantasy races such as dwarf and elf, plus many more such as the 
feline rakasha and the steamgear slith. Choose a race that fits your 
character concept. 

Table 3-1: suMMary of raCes

Race Page Description

Human 14 This familiar race is known to be ambitious, adapt-
able, corruptible, talented, and heroic.

Asimar 15 These angelic offspring are gentle, beatific, and wise. 

Atlan 16 Atlans are an ancient human offshoot acclimated to 
the ocean.

Drack 17 These dragon-like humanoids are courageous, 
greedy, noble, proud, and strong.

Dromite 18 These small, insectile humanoids cluster in city-
hives.

Drow 19 This cruel and magically-adept offshoot of elves 
lurks underground and cavorts with vermin.

Dwarf 20 Members of this stout underground race are sturdy, 
hardworking, carousing, dour, and practical.

Elf 21 These ancient forest folk are inspiring, mysterious, 
amused, haughty, and eternal.

Gnome 22 Gnomes are small, curious, magical, technical, and 
quirky. They are the most magical of all races.

Goblin 23 Goblins are small sadistic pests that lurk, waiting 
for easy marks. They are ugly, clever, stealthy, and 
thieving.

Goliath 24 Members of this race of desert giants are large, 
competitive, daring, stubborn, and astute.

Grippli 25 The amphibious grippli are small, agile, artistic, and 
excitable.

Half-elf 26 These descendants of humans and elves are beauti-
ful, dramatic, enchanting, lost, and svelte.

Half-orc 27 This offspring of humans and orcs are large, aggres-
sive, brooding, rugged, and uncouth.

Halfling 28 Halflings are small folk of rivers and shires. They are 
agile, friendly, hedonistic, and lucky.

Hobgoblin 29 These folk are hearty, organized, proud, tyrannical, 
and warlike.

Kobold 30 This small, quick, and puny reptilian race dwells in 
cavernous mines and crafts dangerous traps.

Lizardfolk 31 These reptilian swamp dwellers hew close to 
nature’s wisdom and tribal practices.

Pygmy 32 Pygmies are a tiny, savage, and superstitious fey-like 
people.

Rakasha 33 These offspring of humans and tiger-like spirits are 
calculating, curious, observant, and sly.

Slith 34 This cool-headed race is savvy with firearms, 
steamgear, magical tattoos, symbionts, and similar 
rare items.

Tengu 35 These beaked avian humanoids are stealthy, vain, 
and covetous.

Tiefling 36 These descendants of humans and devils are crafty, 
agile, and arrogant.

Warmech 37 Also called tin-folk and iron-folk, these constructs 
have tough bodies designed and built for combat.

Chapter 3: Races
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 Key Terms
Here are key terms to know about a race’s physical traits.
 Attributes: Apply the indicated adjustments to the charac-
ter’s attributes. Adjustments are usually +2 or -2. This allows a char-
acter’s attribute scores to be as low as 1 and as high as 20.
 Size: Medium is the norm. Larger or smaller characters apply 
adjustments as indicated in their description. Small is 2-4 ft tall, 
Medium is 4-8 ft tall, and Large is 8+ ft tall.
 Speed: How fast a character moves. A speed of 30 ft means a 
creature can move 30 ft as a single move action. This is faster than 
walking but slower than an all-out run. A running character travels 
at 2x the indicated speed.
 Wound Points: A measure of the amount of physical dam-
age a creature’s body can sustain. Visceral damage is caused by cuts, 
blunt trauma, and so forth that lead to bleeding and even death. A 
human has 8 wound points. As a reference, a single arrow or sword 
thrust causes 1 to 8 points of damage. Generally, smaller creatures 
have fewer wound points than larger creatures. 
 Racial Abilities: All characters gain abilities typical of 
their race. Magical abilities are marked with an M. Craft abilities are 
marked with a C.
 Abilities that are automatic are indicated under the race’s physical 
traits. For example, all dwarves have Artisan, Dwarven Resistance, 
Earth Anchor, and Stonecunning. These abilities are not “learned” but 
rather come from a character’s innate physiological makeup. 
 Characters select 2 more abilities from a menu of options. For 
example, Pobos the dwarf has Defensive Training and Iron Will while 
Grulf the dwarf has Duergar Form and Smithy. As a character pro-
gresses, he selects more racial abilities. See Table 4-2: Character Pro-
gression on page 39 for details.
 Vision: Many races have extraordinary vision. As a reference, 
humans can discern detail out to 120 ft in daylight, 30 ft in shadowy 
conditions, 5 ft in near-darkness, and 0 ft in total darkness. All crea-
tures have normal vision in addition to other vision they may possess, 
such as low-light vision, darkvision or nethersight.
 Free Languages: The languages that all creatures of a par-
ticular race automatically know regardless of background. Humans 
know Common, a widely used language. Other races tend to know 
Common as well as race-specific languages that are practically hard-
wired at birth.
 Bonus Languages: These languages are available to learn 
by members of a particular race. These may be of typical allies or 
enemies. At the start of his career, a character can select a number of 
bonus languages equal to his Intelligence bonus (if any).
 Multiclassing: Except for humans and half-elves who are 
notably adaptable, every race has 3 classes (professions) that pre-
dominate in that race’s culture. If and when a character wishes to 
multiclass, he may select 1 of the listed classes for that purpose. He 
must qualify for the class and its abilities as normal and use that class’s 
prime attribute for attacks.
 Typical Alignment: A race’s typical morals and ethos. 
Exceptions are not uncommon. Your character may be any alignment 
you wish.
 Typical Deity: The god or gods most often given promi-
nence and venerated in communities of this race.
 Comeliness: This attribute describes a character’s attractive-
ness relative to a typical human. This attribute varies from 1 to 20+. 
A rating of 1-4 is ugly, 5-8 homely, 9-12 average, 13-16 attractive, 
17-20 beautiful, and 21+ is supernaturally beauteous if not divine. 
Comeliness can impact social encounters (Table 12-3, page 233).
 Base Age: Each race has a typical progression of aging. Humans 
are young adults starting at age 15, middle age after 35, and old at 
55 and above, assuming no access to substantive medicine or magic. 
Other races can differ markedly. A race’s maximum age equals 2x the 
start of old age. Regardless of lifespan, every character is limited to 20 
total years during which he may gain experience. 
 Typically, characters start their careers as young adults for their 

race, plus an additional amount specified by their class (see Chapter 
4). Refer to Table 3-2: Adjustments by Age below to adjust a charac-
ter’s attributes based on aging. In addition to attribute adjustments, 
aging characters gain bonus racial abilities. Generally, older charac-
ters have lower physical attributes but more abilities.

Table 3-2: adjusTMenTs by age

Age Bracket Adjustments*

Child -4 Strength, -2 Intelligence, +4 Comeliness. A child 
is 1 size smaller. He enjoys +2 Reflex and a +5 bonus 
on Insight, Perception, and Stealth checks. A child is 
limited to Light and Medium weapons, and wields 
Medium weapons with both hands. 

Young Adult No adjustments.

Middle-aged -2 Strength, -2 Dexterity, -2 Constitution, +2 Intel-
ligence, +2 Wisdom, +2 Charisma. Also, -2 Comeli-
ness and 1 bonus racial ability of your choice.

Old -4 Strength, -4 Dexterity, -4 Constitution, +2 Intel-
ligence, +4 Wisdom, +2 Charisma. Also, -2 Comeli-
ness and 3 bonus racial abilities.

* Adjustments are made with respect to Young Adult, and scores do 
not drop below 1 or rise above 20.

Character Names
Here are some names to spur your imagination.
 Male Names: Aladar, Argo, Arn, Arthur, Baltar, Balthasar, 
Beauford, Beowolf, Berwin, Bilbados, Bix, Boon, Brenigan, Bresdin, 
Brok, Calvis, Cedrik, Centaros, Clayde, Cornelius, Damian, Dantalios, 
Dargo, Dazik, Demos, Detorius, Drako, Edik, Elaith, Elrik, Ethaniel, 
Ezio, Falko, Farwin, Farthane, Faust, Fiesil, Galihan, Galt, Gaius, Gnirk, 
Godrik, Goodwin, Griffin, Halfred, Hazrik, Helios, Henric, Iago, Jasco, 
Jules, Kal, Kelvin, Krios, Leontes, Loki, Magnus, Malfor, Merikel, Mer-
lin, Milo, Milthar, Mongoose, Mortimer, Nar, Newton, Nico, Ogenvar, 
Perigren, Perrin, Phineas, Poe, Puck, Quillon, Raphni, Rasputin, Redi-
kar, Roc, Rohan, Roland, Santaros, Sarney, Seb, Severus, Shamus, Silis, 
Spark, Tagrit, Talos, Tanis, Tezek, Thor, Titus, Tor, Tiber, Tref, Triston, 
Trusk, Tyranthus, Tyros, Valaros, Valkie, Vayley, Vaukner, Vedikar, Verrin, 
Vlad, Wernik, Wiziwuma, Xavian, Yohan, Zarash, Zeus.
 Female Names: Ada, Aerielle, Ai, Amelia, Andromeda, Anya, 
Arra, Atasha, Azur, Bella, Brayea, Chalandra, Carmaine, Circee, Clar-
ies, Coralene, Demalia, Desdemona, Doe, Drusilla, Egwene, Elandri, 
Electra, Ella, Elsie, Eowyn, Faye, Feyri, Gerti, Giselle, Glassya, Hera, 
Hermione, Ida, Ilda, Imogen, Iona, Iris, Ishtar, Isolde, Jade, Jarah, Juno, 
Kandisha, Kara, Kree, Lara, Leena, Lelani, Liara, Lida, Liliana, Lilith, 
Livinia, Loviatha, Lucrezia, Lumilla, Luna, Mara, Medea, Minoa, Mir-
iam, Mishla, Morgana, Moy, Myla, Mystique, Naida, Natasha, Nefari, 
Nemari, Nerissa, Nissa, Opaline, Ophelia, Raisa, Raven, Rose, Ruby, 
Sabine, Safire, Samantha, Serene, Sirenie, Siva, Sonja, Swan, Tabina, 
Tasanee, Thaisa, Thinah, Vandri, Vardra, Vasha, Vaylin, Victoria, Viola, 
Violet, Voltanna, Vulpine, Wens, Wynnfrith, Yana, Xara, Zaira.

Noble Characters
You can forfeit a bonus racial ability to obtain a noble title. You do 
this when first creating a character, or later with GM approval. 
 Lesser Title: You were born into a lesser noble family and 
hold a title of Sir (or Lady if female). Your title grants you a +5 bonus 
on Nobility checks and a stipend of 25 gp per month, which is suffi-
cient for common lodging and meals when you have no other means. 
Your family owns a single fine property where you may reside for 
free. You must have at least occasional contact with your family to 
collect the stipend and use the property. Your title is by blood and 
you can never lose it, though lack of contact or family approval may 
result in suspension of benefits. Finally, a noble character is gener-
ally well-received by other nobility. You may make a Nobility check 
in lieu of a Diplomacy check to gain temporarily lodging or simple 
favors from other nobles.
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 Human
Humans are ambitious, adaptable, corruptible, and heroic.

Appearance & Culture
Humans stand 5 ft to 6¼ ft high and average 150 to 180 pounds 
(men) or 100 to 140 pounds (women). They are the most common 
and the most varied of all mortal humanoid races, coming in many 
sizes, shapes, and colors. They tend to settle in river valleys, seasides, 
and plains where agriculture, fishing, commerce, and construction 
are easy.
 Humans are often viewed by the other races as ambitious, cor-
ruptible, flexible, heroic, prideful, prolific, and shortsighted to the 
point of tragedy. Humans are incredibly varied in their moral and 
ethical outlooks as well as interests and skills. Human 
communities can vary greatly from each other.
 Humans are generally dedicated. Since they 
lack a single unifying culture, individuals tend to 
embrace kin, kingdoms, religions, and ideals. A 
clash of ideals often results in bitter rivalries, 
bloody wars, famous romances, heroic sacri-
fices, and ingenious inventions. 
 Due to diversity, human communities tend 
to harbor individuals of many talents. This 
makes them well-equipped to adapt to surprise 
challenges. This also helps them welcome other 
humanoid races. Thusly, humans often take a lead-
ing role among the civilized races.

Physical Traits
Humans have the following characteristics.
 Attributes: Apply a +2 bonus to an 
attribute of your choice. Humans are varied 
and adaptable. 
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 8. Humans 
are average in terms of how much dam-
age they can absorb.
——————————————
 Adaptable: You start with 1 extra 
racial ability, class basic ability or minor award at 1st level. 
 Heroic Mien: Once daily, you may retry a single d20 roll 
before learning if the result leads to success or failure. You must use 
the result of the second roll even if it is worse than the first one.
 Quick Learner: Select 1 skill. Apply a +5 bonus to checks 
involving this skill. Humans are naturally quick learners. 
————————————————————————
 Free Languages: Common. 
 Bonus Languages: Any (other than secret languages, such 
as Druidic and Thieves Cant). Select a number of bonus languages 
equal to the character’s Intelligence bonus.
————————————————————————
 Multiclassing: Any. You may select any 1 class to pursue 
under the multiclass option.
 Typical Alignment: Any. 
 Typical Deity: Any.
————————————————————————
 Comeliness: 2d6+4 (avg 11). Humans define the average.
 Base Age: 15. Humans become young adults at 15, middle-
aged at 35, and old at 55. Those who live in highly civilized areas with 
widespread access to curative magic have longer life spans.

Racial Abilities
A human character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Army Skills: You know military life. Apply a +2 bonus on Ath-
letics, Endurance, Handle Animal, Intimidate, and Warcraft checks.

 Artist: You are skilled at fine arts, music, and writing. Boost 
Craft, Literacy, and Music checks by +3.
 Country Kid: Your rural upbringing grants you a +3 bonus 
on Endurance, Handle Animal, and Nature checks.
 Defensive Training: Apply a +2 bonus on your saves 
when defending against creatures of 1 particular type (animals, drag-
ons, fiends, etc). If you select persons as a creature type, you must 
select a race such as dwarf or elf.
 Electrotech: You study invisible mundane forces of nature 
(called immateria) such as electrics, kinetics, nucleonics, optics, and 
sonics. You can make checks using the Technics skill (page 177) and 
enjoy a +2 bonus on Mechanics and Technics checks.
  Exceptional Beauty: You carry a touch of celestial or 
elven blood. Apply a +2 bonus to your Comeliness.

 Firearms Proficiency: You are proficient with fire-
arms and enjoy a +2 bonus on Mechanics checks, or +5 to 

make and repair firearms.
  Gearhead: Apply a +5 bonus on Mechanics checks, or 
+10 when using steamgear.
   Great Fortitude: You are physically resilient. 
Boost your Fortitude by +2.
   Heroic Action: Once daily, you can use 1 of your 
abilities as a move action rather than as a standard action, 

and you gain 1 vitality point right after you do so.
     Heroic Paragon: This improves Heroic Action, 
such that once daily you can use 1 ability as a swift action 
(rather than a move action).

            Human Inheritance: You start with 1,000 
gp worth of goods that may include coins, potions 

(page 196), scrolls (page 198), artwork, jewels, 
gems (page 167), and/or mundane practical 
gear.
    Iron Will: You are mentally resilient. 
Boost your Will by +2.
    Last Gasp: Once daily when you have 
less than 0 wound points and are unconscious, 
you may briefly become conscious and take a 
single move or standard action on your turn. 
After the act, you fall unconscious again, stabi-
lize, and lose no further hit points (unless a foe 
inflicts further damage).

 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Pride’s power: Apply a +1 bonus on all your attack rolls.
 Prodigy: When you attain 3rd level, you gain 1 advanced class 
ability rather than the usual 4 basic class abilities for that level, which 
you gain at 9th level instead. This ability does not grant access to 
advanced tier boons, which you access at 9th level, as usual.
 Questor: You gain 1 additional minor award of your choice, 
for which you qualify, listed under your theme (page 108). 
 Seafarer: You grew up traveling the sea. Apply a +3 bonus on 
Athletics, Nature, and Pilot checks.
 Skill Focus: Apply a +5 bonus to 1 skill of your choice, or 
+10 once per day. The skill must differ from what you selected for 
Quick Learner.
 Street Rat: You grew up in urban poverty. Apply a +2 bonus 
on Acrobatics, Bluff, Stealth, Streetwise, and Trick checks. 
 Student of Science: You have a modern technical edu-
cation. Apply a +2 bonus on Dungeoneering, History, Literacy, 
Mechanics, and Pilot checks.
 Urban Sophisticate: You know cities well. Apply a +2 
bonus on Craft, Literacy, Music, Nobility, and Streetwise checks. 
 Violent Ambition: Once daily as a move action, boost 
your next attack roll that round by +10. 
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice.
 Zest for Living: Boost your maximum vitality by +3 points.
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 Asimar
Asimar have angelic traits and are gentle, beatific, 
and wise.

Appearance & Culture
Asimar stand 5½ to 6 ft tall and weigh 
approximately 130 to 180 pounds. Their 
hair varies from silvery-white to golden 
blond. They have blue or golden eyes, ala-
baster skin, and either feathers or leonine 
mane-like hair along their upper arms, 
chest and/or back. They are toned and both 
sexes vary little from an average weight.
 Asimar are often viewed as giving, polite, 
trustworthy, and pure-hearted descendents of 
humans and angels. They prefer places of 
peace but often follow a calling to ven-
ture into dark places and fight evil. Their 
favorite locales are quiet mountaintops 
amid white clouds, sweet alpine mead-
ows, and open blue sky.
 Asimar are generally righteous. At their 
best, their blend of human and celestial 
blood makes them artistic, diplomatic, 
quick witted, strategic, and fearless. 
Those who adventure often do so to help 
others, explore their celestial heritage or battle evil. An asimar’s ideals 
are often tested upon taking on leadership roles and discovering that 
compromises are needed. 
 Despite their heritage, asimar can be any alignment, including 
evil. Some are scarred by bigotry or are objects of envy, leaving them 
bitter. Regardless of alignment, most come off as kind. 

Physical Traits
Asimar have the following characteristics.
 Attributes: -2 Constitution, +2 Wisdom, and +2 Charisma. 
Asimar are insightful and personable, but they tend to tire easily.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 8. Asimar absorb damage the same as 
humans.
————————————————————————
 Alertness: You have finely-tuned senses. Apply a +2 bonus on 
Insight and Perception checks. 
 Bravery: Apply a +2 bonus on saves against fear. 
 Celestial Acclimation: You enjoy +2 DR against cold, 
electrical, and sonic damage. Whenever you suffer such energy, 
reduce the damage by 2 points. 
 Darkvision: You see in conditions of total darkness as easily 
as full daylight. Darkvision is black and white only but otherwise 
functions as normal sight.
 LightM: As a standard action, you conjure light on an unattended 
object that you touch. The light produces strong illumination in a 
30-ft radius burst and shadowy illumination outward an additional 
30 ft (assuming the ambient environment is dark). You can dismiss 
the light as a swift action. You can use this ability at will but can main-
tain only 1 light at a time. 
————————————————————————
 Free Languages: Common and Celestial.
 Bonus Languages: Draconic, Dwarven, Elven, Gnome, 
Halfling, and Sylvan. Select a number of bonus languages equal to the 
character’s Intelligence bonus.
————————————————————————
 Multiclassing: Cleric, gallant or paladin. You may select 1 
of these classes to pursue under the multiclass option.
 Typical Alignment: Neutral good.
 Typical Deity: Esmariah, Solari, Stolgar, Tanish or Iris. 

———————————————— 
 Comeliness: 2d6+8 (avg 15). Asi-
mar tend to be beauteous.
 Base Age: 20. Asimar live somewhat 
longer than humans. They are young adults at 

age 20, middle-aged at 50, and old at 80.

Racial Abilities
An asimar character selects 2 abilities from the 
following list at 1st level, and may select more 
abilities at later levels and with age.

      Angelic Defender: Fiends are a tra-
ditional foe of asimar. You and adjacent allies enjoy 

a +2 bonus to saves when defending against fiends 
and tieflings.
    Angelsight: You cannot be burned, 
blinded, dazzled or otherwise harmed by strong 

light, whether natural or magical in nature, such 
as by a serephil angel’s Blinding Light ability.
 Bonus Faith Points: At each 
new level or new year, you gain 2 bonus faith 
points if you worship a nonevil deity. See the 
call-out on page 129 for details.
 Celestial Inheritance: You 
gain a fine suit of angeltears leather armor 
(page 194).
 Celestial Rapport:  You have 

experience with angels, perhaps from your childhood. Apply a +5 
bonus on Arcana, Bluff, History, Insight, and Perception checks 
when dealing with celestials or recalling lore about celestials.
 Celestial Resistance: This improves Celestial Acclima-
tion to grant +5 DR against cold, electrical, and sonic damage.
 Cloak of Peace: Whenever you are unarmed, not wearing 
armor, and not in combat, apply a +2 bonus to your DR and saves. 
 Counselor: Boost Diplomacy and Insight checks by +5.
 Detect EvilM: You learn whether fiends and/or undead are 
present within a 30-ft cone.
  Divine Beauty: Apply a +2 bonus to your Comeliness. Your 
countenance is angelic.
 Healing TouchM: Your touch heals a willing adjacent non-
evil creature’s wound damage. The amount healed equals 1d8 + your 
Charisma bonus. In exchange, you suffer 1 wound damage. A par-
ticular creature can benefit only once daily from this ability. 
 HeavensightM: You see in conditions of blinding illumina-
tion as easily as seeing in normal daylight. Heavensight is in full color.
 Holy WrathM: Whenever you deal damage to a fiend or 
undead creature, add +1 holy wound damage in addition to any 
other damage dealt. This bonus damage always bypasses DR.
   Iron Will: You are mentally resilient. Boost your Will by +2.
 Lightning Reflexes: You are quick and agile. Apply +2 to 
Reflex. 
 Rebuking Wrath: Some asimar receive special martial 
training against ancient foes while others are instinctively primed 
against evil. Apply a +1 bonus on attack rolls and +2 damage against 
fiends and undead.
 Righteous Path: Once daily outside of combat, 1 person 
you target within 15 ft must resist using Will or become friendly 
toward you and aid you by performing a good act for 5 minutes. 
Good acts include telling the truth, aiding those in need, making a 
small donation, lending mundane gear, and rebuking others’ evil and 
unnatural acts. When the effect ends, the creature feels unfriendly 
toward you (if evil) or it may remain friendly to you (if good or neu-
tral) provided the activity was a success.
 Storm BlastM: All creatures within a 15-ft cone suffer 1d6 
electrical damage per level (max 5d6), or ½ damage when Fortitude 
resists. Costs 1 vitality.
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice.
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 Atlan
Atlans are an ancient human offshoot that lives in the ocean.

Appearance & Culture
Atlans stand 5¼ to 6¼ ft high and average 160 to 180 pounds (men) 
or 120 to 140 pounds (women). They look like humans with gills and 
coloring that varies from blue to green to white. In antiquity, atlans 
were an island people who learned from deep sea aberrations how to 
manifest their inner psychic power. They can now breathe in water, 
swim easily, and speak with sea life. Some atlans can also link their 
minds to others and project psychic energy.
 Atlans are often viewed by other races as odd, insightful, athletic, 
dangerous, and moody like the sea. They know the ocean and are 
linked to unnatural creatures of the deep and the stars. Growing up, 
atlans learn techniques to control their moods—they often come off 
as cold—and tend to be lawful. However, a fair number of 
atlans rebel and embrace extreme chaos.
 Atlans are generally insightful. Their ability to form a 
psychic link with others is both a gift and curse. They 
can form powerful bonds of friendship and romance, 
but others may assume they know more than they 
really do. Atlans also deal with lore that says their 
people were once prideful and punished by the gods 
for using aberrant magic.
 Due to their ancient blood and aquatic affinity, 
atlans tend to cluster on beaches or caves near the 
ocean or other large water bodies. Some become 
restless and seek to lose themselves in the gen-
eral thrall of civilization.

Physical Traits
Atlans have the following characteristics.
 Attributes: Either +2 Con-
stitution or +2 Wisdom. Atlans have 
hearty bodies and unnatural insight and 
willpower.
 Size: Medium. 
 Speed: 30 ft.
 Wound Points: 9. Atlans are 
slightly more resilient than humans.
——————————————
 Ancient Lore: Boost Insight and Nature checks by +2.
 Breathe Water: You can breathe in water as easily as in air 
for up to 4 hours + 1 hour per level per day. You can use the hours 
nonconsecutively.
 Low-Light Vision: You see 2x as far as a human in moon-
light, torchlight, and similar conditions of poor illumination as well 
as underwater. You can distinguish color and detail under these con-
ditions.
 Speak With Aquatic AnimalsM: You can ask basic 
questions and receive answers from aquatic animals such as dolphins, 
kraken, and sharks. The animals are not necessarily cooperative or 
knowledgeable. A friendly animal will perform a single small favor 
such as tug on a rope or scout a nearby grotto on a successful DC 15 
Handle Animal check.
 Swimmer: You enjoy a +2 bonus on Athletics checks or a +5 
bonus when immersed in water.
————————————————————————
 Free Languages: Common and Aquan.
 Bonus Languages: Ancient, Draconic, Elven, and Sylvan. 
Select a number of bonus languages equal to your Intelligence bonus.
————————————————————————
 Multiclassing: Elementalist, psion or shifter. You may 
select 1 of these classes to pursue under the multiclass option.
 Typical Alignment: Lawful neutral. 
 Typical Deity: Ymuri. If chaotic, consider Maurob or Tiamat.
————————————————————————

 Comeliness: 2d6+6 (avg 13). Atlans tend to be attractive.
 Base Age: 20. Atlans live somewhat longer than humans. They 
are young adults at 20, middle-aged at 50, and old at 80.

Racial Abilities
An atlan character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Atlan Inheritance: You gain extra wealth including 135 
gp, a suit of masterwork seascale armor (waterproof hide) worth 
135 gp, a masterwork light crossbow worth 335 gp, a masterwork 
spear worth 315 gp, and a Water Breathing potion (for terrestrial 
allies) worth 50 gp.
 Cold Acclimated: You and your equipment ignore the 
effects of nonmagical cold down to -40º F.
 Defensive Mind: Whenever you fail to resist using Will, 
there is a 50% chance that any ongoing effects end 1 minute later. 

Requires Iron Will.
  Expeditious StrokeM: As a swift 

action, apply a +30 ft bonus to your 
swim speed for 5 minutes. Requires 

Swim Spell. Costs 1 vitality.
 Extended Mindlink: 
This improves Mindlink to 
work for 4 hours + 1 hour per 

level.
 Fast Swimmer: Apply a 

+5 bonus on Athletics checks. Also, 
when swimming, you move at your 

normal speed (rather than ½ speed) 
and you are not defenseless.

 Great Fortitude: You are physi-
cally resilient. Boost your Fortitude by +2.

 InspiredM: An aberrant being of the 
deep sea or night sky regularly whispers strange 

insights to you. Once daily, you may reroll a skill check 
that you just made and take the better of the 2 results.

 Iron Will: You are mentally resilient. Boost 
your Will by +2.

 Latent Ability: You unlock unconscious lore 
and now know 1 basic ability for which you qualify 
from the elementalist, psion or shifter class.
   MindlinkM: You can form a telepathic link 

for 5 minutes with a sentient ally within 30 ft. Once 
the bond is formed, it works over any distance. You can maintain only 
1 bond at a time. Costs 1 vitality.
 Ocean Lore: Apply a +5 bonus to Arcana, Bluff, History, 
Insight, and Perception checks when dealing with aquatic creatures 
or recalling lore about such creatures.
 Outburst: Once daily, you subjugate your mentality to gain 
a boost of physical power. You suffer a -2 penalty to attack rolls and 
skill checks based on Intelligence and Wisdom. In exchange, you 
gain a +2 bonus on attack rolls, damage rolls, and skill checks based 
on Strength and Constitution. The effect lasts 2 minutes. You are 
fatigued when the effect ends.
 PodbornM: You hold a magical sea-pod within you, such that 
at a single time later in life, if you should die while immersed in or 
lying adjacent to water, you will be reborn from the pod 1d4 days 
later in a fresh, healthy, young adult body. 
 RepletionM: By expending 1 vitality point, you do not need 
to eat or drink for 24 hours.
 Seafarer: You grew up traveling the sea. Apply a +3 bonus on 
Athletics, Nature, and Pilot checks.
 Swim SpellM: For 5 minutes, you gain a Swim speed of 30 ft. 
Also, you enjoy a +10 bonus on Athletics checks in water. Costs 1 
vitality.
  Weapon Familiarity: You are proficient with weapons 
that are useful in water including all weapons in the crossbow and 
spear groups. You are also proficient with nets.
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 Drack
Dracks are courageous, greedy, noble, proud, and strong.

Appearance & Culture
Dracks stand 6¼ to 6¾ ft high and average 200 to 320 pounds. They 
resemble humanoid dragons, with fine scales, prominent snouts, and 
serpentine eyes but without a tail or wings. Reminiscent of dragons, 
they sport frills, a crest, and meaty hanaads. Their scales range from 
gold to ruby red to bronze. Some are more blue, black or white, 
depending on their heritage. 
 Dracks are often viewed by other races as strong, majestic, honor-
bound, proud to the point of arrogant, and hoarders of gold, magic, 
artwork, and other fine treasures. Dracks believe they descend from 
a common divine lineage despite their varied scales. Among their 
own kind, they argue and love, mourn and celebrate with more pas-
sion than with other races, with whom they are cordial yet detached.
 Dracks are generally courageous. Dragon blood runs 
thickly in their veins. A fearful or meek drack is a 
shame to his race as are those who break oaths or 
ancient laws. Religious dracks, called historians, 
commune with ghostly spirits of ancient dragons 
and horde lore as well as material goods.
 Dracks adventure to gain treasure and are dura-
ble companions. They rival humans as natural 
leaders and their powerful voices inspire con-
fidence. When they encounter a true dragon, 
dracks approach with reverence but usually 
keep their loyalties with their companions. 

Physical Traits
Dracks have the following characteristics.
 Attributes: +2 Strength and +2 Cha-
risma. Dracks are strong with big muscles and 
possess majestic personal magnetism.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 10. Dracks are 
tough and can absorb more damage than 
humans.
————————————————
 Cold Weakness: As a reptile, you 
are fatigued and suffer a -5 penalty on Endur-
ance checks when the temperature is below 
freezing.
 Drack Skills: Apply a +2 bonus on History and Intimidate 
checks.
 Dragon Breath: You have a breath weapon. Foes in a 15-ft 
cone suffer 1d8 damage + 1 per level, or ½ damage if Reflex resists. 
The energy type (acid, cold, fire or lightning) is decided when creating 
the drack and cannot be changed. Use Constitution when resolving 
attack rolls with this ability. Each use costs 1 vitality.
 A drack who becomes a sorcerer and gains that class’s Breath 
Weapon ability must select the same energy type as his Dragon Breath 
and enjoys an increased area of effect as described under that ability.
 Honorable Mien: Dracks dislike blatant lying. You suffer 
a -2 penalty on Bluff and Trick checks.
 Resistant Scales: You enjoy +2 DR against attacks using 
the same energy as your breath weapon.
 Scaly Hide: You gain +1 DR due to your thick scales.
————————————————————————
 Free Languages: Common and Draconic.
 Bonus Languages: Elven, Giant, and Gnoll. Dracks tend 
to learn the languages of other long-lived creatures or those who 
share their ferocity. Select a number of bonus languages equal to 
your Intelligence bonus.
————————————————————————
 Multiclassing: Paladin, sage or sorcerer. You may select 1 

of these classes to pursue under the multiclass option.
 Typical Alignment: Lawful good. 
 Typical Deity: Good dracks honor Palendine, neutral dracks 
honor Greenwyrm, and evil dracks honor Tiamat. 
————————————————————————
 Comeliness: 2d6+6 (avg 13). Despite their fiercesome rep-
tilian features, dracks possess a majestic beauty.
 Base Age: 10. Dracks mature faster than humans and live lon-
ger. They are young adults at age 10, middle-aged at 50, and old at 
300.

Racial Abilities
A drack character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Ageless One: You are more like a dragon. You do not experi-
ence the benefits or disadvantages of old age, though you still die 
when your time is up.
 Boost Morale: As a move action in combat, allies within 

60 ft who can see or hear you regain 1 vitality and enjoy 
a +1 bonus on all dice rolls until the start of your 
next turn. Costs 1 vitality.

 Claws and Teeth: You use a 
combination of your teeth and claws to inflict 
1d4 damage against an adjacent foe that fails to 

resist using Reflex. Add your Strength modi-
fier to the damage.
  Drack Historian: You are edu-
cated regarding history and ancient laws. 
Apply a +3 bonus on Arcana, Literacy, and 
Religion checks. Moreover, the Literacy 

bonus improves to +5 regarding matters of 
law.
   Drack Senses: You gain low-light 
vision and a +5 bonus on Perception checks.

Low-light vision lets you see 2x as far as a 
human in moonlight, torchlight, and simi-
lar conditions of poor illumination.
     Draconic Frenzy: When blood 
flows, you go berserk. This improves Dra-
conic Fury, such that you also inflict +2 
damage on all attacks that deal hit point 
damage.
     Draconic Fury: Once daily, the 
first time you suffer wound damage in a 

combat, you instantly heal 1d4 vitality points and enjoy a +1 bonus 
on attack rolls for 5 minutes.
 Draconic ResistancesM: Apply a +5 bonus to resist sleep 
effects and +5 DR against the energy type associated with your breath 
weapon.
 Draconic Spirit GuideM: You silently commune with 
dragon spirits as a swift action to gain insight and resolve. The chance 
you receive a benefit equals 30% + 2% per level. Success grants 
you a +5 bonus on your next skill check. Failure grants a +2 bonus. 
Requires Drack Historian. Costs 1 vitality.
 Enlarged Dragon Breath: This improves your 
Dragon Breath to cover a 30-ft cone rather than a 15-ft cone. 
 Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Multi-Strike: You can use Claws and Teeth for 2d4 damage. 
Alternatively, you can combine a melee weapon attack with Claws 
and Teeth as a single standard action. Either way, you suffer only a -2 
penalty on your attack rolls made that round.
 Reverie: Some dracks study the path of watchful dragons and 
sleep lightly. You need only 4 hours of sleep per night to gain com-
plete rest (instead of the usual 6 hours sleep).
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice.
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 Dromite
Dromites are small insectile humanoids that cluster in city-hives.

Appearance & Culture
Dromites stand 3 to 3½ ft tall and weigh 30 to 50 pounds. They are 
insect-like humanoids with smooth, hairless skin and hard chitin in 
key spots. The chitin’s color indicates a dromite’s caste. A pair of small 
antennae sprout from the head and mirror their actions or moods. 
Their large eyes are striking—sparkling, luminous orbs.
 Dromites are often viewed as exotic, bug-like, highly perceptive, 
and adept with strange powers. Traditionally, they tend to live in sub-
terranean city-hives or in giant mountain-like mazes that rise above 
a landscape. That said, they often feel driven to spend at least some 
time outdoors.
 Dromites are naturally androgynous unless they undergo a trans-
formation to become a hive queen or one of her elected consorts. 
However, dromites often acquire a definite sex after spending time 
away from a city-hive. Thus, most adventuring dromites are male or 
female.
 Dromites are hatched from eggs in well-guarded nurseries located 
in a city-hive’s core. Contrary to myth, dromite infants are human-
oids and not grubs. The eggs are laid by the queen with her consorts, 
and dromites tend to treat these regal figures with reverence and 
self-sacrifice.

Physical Traits
Dromites have the following 
characteristics.
 Attributes: -2 Strength, +2 
Wisdom, and -2 Charisma. Dromites 
are perceptive and their alien minds 
difficult to influence. However, their 
small stature makes them weaker than 
a human, and their insect-like behavior 
confuses other races.
 Size: Small. You enjoy a +2 bonus to 
Reflex and a +5 bonus on Stealth checks, but 
are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 20 ft.
 Wound Points: 6. Dromites absorb less 
damage than humans.
———————————————
 Alien Mind: A dromite’s odd mind 
grants it a +2 bonus to Will. 
 Caste: Every dromite belongs 
to a caste, which is indicated by its 
chitin’s color. Fiery red indicates the 
warrior caste. Earthy green-brown is the foraging caste, watery blue 
is the care-taking caste, and airy white is the artisan caste. Other 
castes may exist. Your caste does not decide your profession or 
abilities, but it strongly influences a dromite’s choices and has social 
meaning. Select the dromite’s caste when creating the character. 
 Chitin: Your chitin provides +2 DR. This stacks with armor.
 Compound Eyes: Your unusual vision grants a +2 bonus on 
Perception checks.
 Energy Pulse: You can project a pulse of energy, which 
dromites typically use to repel intruders and build and repair their 
city-hives. One target within 30 ft suffers 1d6 force damage + 1 
point per level, or ½ damage if Reflex resists. The pulse is visible 
but immaterial. The energy causes the target to soften, which harms 
living tissue and breaks up stone and wood. Costs 1 vitality.
 Hive Sense: You easily remain in contact with others of your 
kind. How this occurs is unknown, though the effect is nonmagi-
cal and fails if you lose your antennae. By concentrating as a stan-
dard action, you can learn the distance and direction to any city-hive 
within 2 miles, or to the largest gathering of dromites within range 

if there is no city-hive. 
 Minor Regeneration: If you lose 1 or both antennae, 
you can regrow the antennae in 1 week.
 Scent: You can detect creatures within 30 ft by sense of smell. If 
a creature is upwind, the range increases to 60 ft. If it is downwind, 
the range drops to 15 ft.
————————————————————————
 Free Languages: Common and Dromite. 
 Bonus Languages: Dwarven, Gnome, Goblin, and Ter-
ran. Select a number of bonus languages equal to the character’s 
Intelligence bonus.
————————————————————————
 Multiclassing: Elementalist, monk or psion. You may 
select 1 of these classes to pursue under the multiclass option.
 Typical Alignment: Lawful neutral.
 Typical Deity: Usually Ymuri. Sometimes Maurob or 
Mithrais.
————————————————————————
 Comeliness: 2d6+0 (avg 7). Dromites, with their insectile 
behaviors and features, tend to be homely and perhaps repulsive.
 Base Age: 5. Dromites do not live nearly as long as humans. 
They are young adults at age 5, middle-aged at 15, and old at 30.

Racial Abilities
A dromite character selects 2 abilities from the following list at 
1st level, and may select more abilities at later levels and with 
age.
 Blind-Fight: You suffer no penalty when resolving 
melee attacks against creatures concealed by invisibility or dark-
ness. You must still target the correct space when attacking. 
 Caste Specialist: Select any 3 skills. You enjoy a +3 
bonus in each of those skills. 
 Far-Searching: When you know a dromite’s full name 
or hold 1 of its belongings, you sense the distance and direction 
to the dromite’s location so long as it is within 2 miles. You also 
sense its general condition (good, okay or poor). You cannot 
locate a dead dromite.

 Improved Chitin: Your chitin provides +3 DR 
(rather than +2). 

 Iron Will: You are mentally resilient. Boost 
your Will by +2.

 Kreen Form: You consume special nutri-
ents from a queen or consort dromite to grow to 
Medium size. You gain +2 strength and a speed of 
30 ft and lose the effects of being small.
    Lightning Reflexes: You are quick and 
agile. Boost your Reflex by +2. 
   Primal Form: You show numerous insect 
features akin to primitive dromites of yore. You have 

4 arms rather than 2 (for 6 limbs total) and sharp man-
dibles. You cannot use the limbs to wield weapons or use items, but 
you do enjoy a +3 bonus on Acrobatics, Athletics, and Trick checks. 
Also, you gain a bite attack. An adjacent foe must resist using Reflex 
or suffer 1d3 damage. Finally, apply a -2 penalty to Comeliness and 
a -2 penalty on Charisma-based checks with standard dromites. 
Generally, these “degenerate” dromites are abused or unwelcome in 
dromite society.
 Regal Form: You become male or female rather than androg-
ynous. The process takes 1 week after which you can reproduce. You 
can fertilize eggs if male or produce eggs if female. Also, you enjoy a 
+5 bonus on Charisma-based skill checks with androgynous drom-
ites. However, encounters with dromites of the same sex start as 
unfriendly (and may become hostile).
 Strength of the Hive: You enjoy a +1 bonus on saves 
when a dromite is within 15 ft, or a +2 bonus when a dromite is 
adjacent to you.
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice. Dromites prefer spears. 
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 Drow
Drow are dark, scheming, stealthy, viperous, and cruel.

Appearance & Culture
Drow stand 5 ft to 5½ ft tall and weigh 100 to 150 pounds. Their hair 
is white, their skin indigo to black, and their eyes are red, green or 
white. Like their cousins the elves, they are lithe, nimble, and beauti-
ful. Unlike elves they rarely smile except in cold self-satisfaction.
 Drow are often viewed as a vengeful, crafty, and blood-thirsty 
alter-ego of elves. They prefer lightless caves under the earth and 
rarely venture to the surface world except at night or because they 
are outcasts from their own kind. They are also known to brew 
poisons, keep slaves, and to revere spiders and other dan-
gerous vermin.
 Drow are generally decadent. Like elves, they 
enjoy art, music, and dance, but often with a 
sadistic twist or three.  Drow society is matri-
archal and only females commune with their 
vile goddess. Drow who adventure often do 
so because they are on a secret mission or 
were expelled from their own lands. 
 Despite their heritage, drow can be 
any alignment, even good. Woe to a good 
drow child who must survive long enough to 
escape to friendlier lands. These drow make 
fine allies when traveling underground.

Physical Traits
Drow have the following characteristics.
 Attributes: -2 Constitution, +2 
Dexterity, and either +2 Intelligence (if 
male) or +2 Charisma (if female). Drow 
are agile and frail but also scheming and 
persuasive.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 4. Even more 
than their surface kin, drow are frail.
——————————————
 Darkvision: As a drow, you see in conditions of total dark-
ness as easily as full daylight. Darkvision is black and white only, but 
it is otherwise like normal sight. 
 Drow Skills: Apply a +2 bonus on Acrobatics, Bluff, Dun-
geoneering, Perception, and Stealth checks. 
 Faerie FireM: You target a 10-ft-square area up to 30 ft away. 
All creatures in the area glow brightly for 5 minutes. The glow moves 
with them and betrays their location even if they are invisible. Costs 
1 vitality.
 Light Blindness: Abrupt exposure to bright light (such as 
sunlight or a Light spell) blinds you for 1 round and leaves you dazzled 
as long as you remain in the lit area. Being dazzled inflicts a -1 penalty 
on dice rolls and saves.
 Resist Enchantment: Apply a +2 bonus on saves to 
resist magic abilities that allow you to resist using Will.
 Shroud of DarknessM: You create total darkness in a 
stationary 15-ft-radius area around you. The darkness lasts 1 round 
and blocks vision including darkvision but not nethersight. Attacks 
made against or launched by obscured foes fail 50% of the time. You 
can maintain only 1 area of darkness at a time. Costs 1 vitality.
 Sleep Immunity: Drow are immune to magical effects that 
cause sleep.
————————————————————————
 Free Languages: Common, Drow, Undercommon. 
 Bonus Languages: Abyssal, Draconic, Drow Sign Lan-
guage, Dwarven, Elven, Gnome, and Goblin. Select a number of 
bonus languages equal to the character’s Intelligence bonus.
————————————————————————

 Multiclassing: Blackguard, shadowcaster or warlock. You 
may select 1 of these classes to pursue under the multiclass option.
 Typical Alignment: Neutral evil.
 Typical Deity: Usually Lilith. Maybe Maurob or Corvis.
————————————————————————
 Comeliness: 2d6+6 (avg 13). Drow tend to be attractive.
 Base Age: 30. Drow live longer than humans but not as long as 
their elven kin. They are young adults at age 30, middle-aged at 100, 
and old at 300.

Racial Abilities
A drow character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.

 Cavelands Warrior: While underground, apply a 
+1 bonus on attack rolls with blades and bows and treat such 

weapons as magical in your hands for the purpose of strik-
ing incorporeal creatures.
 CLoak Against Magic: In darkness, you 
enjoy a +2 bonus on all saves against magic. In daylight, 
you suffer a -1 penalty to resist magic.
  Deceitful: Boost Bluff checks by +5, or by 
+10 once per day.
 Drow Inheritance:  You gain extra 
wealth including 30 gp, a suit of elven mail worth 450 
gp, a hand crossbow worth 100 gp, 4 vials of drow sleep 

poison worth 25 gp each, and a masterwork rapier worth 
320 gp.

 Dwale: This improves Shroud of Darkness to 
cover a 30-ft radius when you expend 2 vitality, or a 

60-ft radius when you expend 5 vitality.
 IllusionistM: You may conjure 
4 torch-like orbs, 1 humanoid apparition, 4 
voices, 1 loud animal or machine noise, or a 
series of amusing stage tricks. The effects last 5 
minutes, remain within 30 ft, and do not cause 
damage or require a save, though they might 
fool the unwary. 
 Lightning Reflexes: You are 
quick and agile. Boost your Reflex by +2. 
 Light Adaptation: This allevi-

ates Light Blindness, such that you are not blinded when exposed to 
light and are dazzled for only 2 minutes, after which time you can act 
in light without penalty until you reenter darkness for more than 1 
minute.
 Light Defender: You are proficient with Light armor. Also, 
boost Perception checks by +5.
 Nethersight: This improves Darkvision. You can see in 
magical darkness as well as normal darkness. This allows a drow to 
see easily within Shroud of Darkness.
 Poison Mastery: Apply a +5 bonus on Appraise, Craft, 
and Heal checks to identify, brew or neutralize poison. 
 Poison Use: You never risk accidentally poisoning yourself 
when applying poison to a weapon (rather than 5% chance), and you 
may apply poison as a move action (rather than standard action). 
 Racial Hatred: Some drow receive special martial training 
against ancient foes. These drow apply a +1 bonus on attack rolls a 
+2 damage against dwarves and elves.
 Reverie: You have studied ancient arts to master the secrets of 
undreaming.  You need only 4 hours of sleep per night to gain com-
plete rest (instead of the usual 6 hours).
 Spider FormM: You transform into a Tiny spider as a standard 
action. In this form, you gain a +10 bonus on Stealth checks and can 
climb at a speed of 20 ft. You return to your normal form at the end 
of your turn. You cannot make attacks in this form. Costs 2 vitality.
 Spider Friend: Spiders and arachnid creatures never target 
you with an attack, though they are welcome to trap you.
 Weapon Familiarity: You are proficient with crossbows 
and light blades, which are traditional drow weapons.
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 Dwarf
Dwarves are sturdy, hardworking, carousing, dour and practical.

Appearance & Culture
Dwarves stand 4½ to 5 ft high and weigh 135 to 165 pounds. Males 
are taller and heavier than females. With a solid physique and dense 
mass, they are heavier than they appear. Male dwarves have thick 
beards. Eons past, dwarves ruled kingdoms amid dark cavelands 
and within majestic mountains. A few of these kingdoms remain. 
Dwarves are also found amid hills.
 Dwarves are often viewed as hardworking, hard-drinking, honor-
able, oath-bound, and pessimistic. They are also steeped in caution, 
hierarchy, and tradition. They are highly cooperative and planful, 
though in battle they are known to fight to the last man rather than 
follow through with a retreat.
 Dwarves are generally cautious. They prefer their fortresses, be they 
solid castles or underground bunkers, and are known for their love 
of craft, particularly architecture and mining. Mostly, however, they 
love gems, gold, and other precious gifts of the earth. They 
adventure to gain these things, as well as taste the 
blood of a hard-won battle.
 In ancient times, dwarves ruled the dark 
recess under the earth where drow and 
unspeakable races now claim domin-
ion. Among these races is the duergar, 
a greedy and oppressive offshoot of 
dwarves. Some say that dwarves who 
give in to greed transform into these 
ugly, pitiless creatures.

Physical Traits
Dwarves have the following 
characteristics.
 Attributes: +2 Constitution, +2 
Wisdom, and -2 Charisma. Dwarves are 
hearty and wise but also gruff.
 Size: Medium.
 Speed: 20 ft. However, dwarves 
treat their Strength score as 4 points 
higher than normal when deter-
mining their carry capacity. See 
page 153 for details.
 Wound Points: 10. 
Dwarves are tough and can absorb 
more damage than humans.
————————————————————————
 Artisan: Apply a +5 bonus on Appraise, Craft, and Warcraft 
checks related to gems, jewelry, and stone or metal items.
 Darkvision: You see in conditions of total darkness as easily 
as full daylight. Darkvision is black and white only, but it is otherwise 
like normal sight.
 Dwarven Resistances: Apply a +2 bonus on saves to 
resist poison and magic abilities.
 Earth Anchor: Apply a +5 bonus to resist the Bull Rush, 
Charge, Grapple, and Trip abilities when standing on the ground.
 Stonecunning: You enjoy a +5 bonus on Dungeoneering 
checks. Also, you receive a +2 bonus on Perception checks to notice 
unusual stonework, such as traps and hidden doors located in stone 
walls or floors. You receive a check to notice such features whenever 
you pass within 10 ft of them, regardless of whether or not you are 
actively looking.
————————————————————————
 Free Languages: Common and Dwarven. 
 Bonus Languages: Draconic, Drow, Giant, Gnome, Gob-
lin, Mechan, Orc, Terran, and Undercommon. Select a number of 
bonus languages equal to your Intelligence bonus.
————————————————————————

 Multiclassing: Cleric, fighter or psion. You may select 1 of 
these classes to pursue under the multiclass option.
 Typical Alignment: Lawful good. 
 Typical Deity: Mithrais. Sometimes Palendine, Phane or 
Stolgar.
————————————————————————
 Comeliness: 2d6+2 (avg 9). Dwarves tend to be homely.
 Base Age: 30. Dwarves live longer than humans. They are 
young adults at age 30, middle-aged at 100, and old at 300.

Racial Abilities
A dwarf character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Defensive Training: Giants and other large humanoids 
are a traditional foe of dwarves. Apply a +5 bonus on saves to resist 
attacks by Large and Huge humanoids.
 Dungeoneer: Spending time underground has been highly 
agreeable to you. Apply a +3 bonus on Athletics, Dungeoneering, 
and Survival checks.
 Dwarf Inheritance: You gain extra wealth including 

70 gp, a suit of dwarfplate worth 900 gp, and a dwarven war axe 
worth 30 gp. 

      Duergar FormM: Eons ago, dwarves could enlarge 
their size. Once daily, you grow to size Large for 5 minutes. 
A larger size doubles your height, applies a -2 penalty to 
Reflex, a +2 bonus to damage rolls, a +5 bonus on Athlet-
ics checks, +5 wound points, +10 ft speed, a +5 bonus 
to resist Bull Rush, Grapple, and Trip attacks, a -5 pen-

alty on Stealth checks, and a 8x weight increase. Costs 1 
vitality.

  Enhanced Resistance: Apply a +2 
bonus on saves to resist poison and magic abilities.
     Firearms Proficiency: You are proficient 
with firearms and enjoy a +2 bonus on Mechanics 
checks, or +5 to make and repair firearms.
  Gem mastery: Apply a +5 bonus on Appraise, 
Craft, and Dungeoneering checks to identify, polish 
or locate precious ore and gems. Seeing the mining 
entry under Dungeoneering on page 105 for details 
about acquiring ore. 
     Great Fortitude: You are physically resil-
ient. Boost your Fortitude by +2.
    Greedy: You gain 1,000 gp in the form of gold 
coins.
     Iron Will: You are mentally resilient. Boost 
your Will by +2.

     Kiln Dwarf: You hail from an ancient 
strand of mountain dwarves. You have golden skin and flame-red 
hair, stand 5½ to 6 ft high, weigh 250 pounds, have elementalist 
rather than cleric as a multiclass option, and enjoy 1 bonus elemen-
talist basic magic ability of your choice for which you qualify that 
involves earth or fire. You can only take this ability when first creat-
ing your character. 
 Miner: You are an experienced prospector. Boost Dungeoneer-
ing checks by +5, or by +10 when mining.
 Nethersight: Your darkvision improves. You can see in 
magical darkness as well as normal darkness.
 Racial Hatred: Some dwarves receive special martial 
training against ancient foes. Apply a +1 bonus on attack rolls and 
+2 damage against orcs and goblinoids.
 Smithy: You enjoy a +5 bonus on Appraise, Craft, and Warcraft 
checks related to gems, jewelry, and stone or metal items. This bonus 
stacks with a dwarf’s natural skills.
 Unmagical: You enjoy a +2 bonus on saves to resist magic 
attacks but you suffer a -1 penalty on attack rolls when using a magic 
item or ability.
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice. Dwarves prefer axes and hammers.
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 Elf
Elves are inspiring, mysterious, amused, haughty, and eternal.

Appearance & Culture
Elves stand 5¼ ft tall and average 110 pounds. Men and woman both 
have slight builds, fine features, high cheekbones, pointed ears, pale 
or tan skin, and hair that ranges from silvery blond to autumn red to 
bluish-black. Elves maintain many lineages with varying traits, and 
some elves are as tall as humans.
 Elves are often viewed as artistic, carefree, frivolous, haughty, 
magical, skilled, and spontaneous. With a lifespan up to 10x that of a 
human, they often prefer to nurture the beauty of life’s moments—
singing, creating, romancing—rather than rush toward goals that 
often result in dire long-term consequences. Elves often adventure 
to act as guides to the shorter-lived and shorter-sighted races, or as 
flights of fancy (particularly when young).
 Elves are generally mysterious. Their lifespan and incredibly ancient 
culture foster an allure that is ever-distant. They, in turn, are fasci-
nated by what is eternal and sophisticated, such as nature, magic, 
the arts, and love. 
 Elves make their homes in deep forests, high misty 
mountain tops, and pleasant river valleys. When 
faced with genuine threats, they do not hesitate to 
apply the full force of their martial wisdom and 
arcane prowess. Elves revere and protect nature.
 Elves harbor a dark secret: a fallen lineage 
called the drow is as cruel and vile as elves are 
caring and luminous.

Physical Traits
Elves have the following characteristics.
 Attributes: -2 Constitution, +2 Dexter-
ity, and +2 Intelligence. Elves are nimble in 
body and mind but they tend to lack hardiness.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 6. Elves are 
somewhat frail and absorb less dam-
age than humans.
—————————————
 Enchanter: Elven magic is 
persuasive. Apply a +1 on attack rolls 
using magic abilities that require Will 
to resist.
 Innate Knowledge: 
Apply a +2 bonus on Arcana and 
Nature checks. Elves have an intuitive feel for magic and nature that 
has flowed through their blood since ancient times.
 Keen Senses: Boost Perception checks by +2. 
 Low-Light Vision: You see 2x as far as a human in moon-
light, torchlight, and similar conditions of poor illumination. You can 
distinguish color and detail under these conditions.
 Notice Secret Doors: As a swift action, you make a 
Perception check to notice the presence or absence of secret or 
concealed doors within 10 ft of you.
 Resist Enchantment: Apply a +2 bonus on saves to 
resist magic abilities that allow you to resist using Will.
 Sleep Immunity: Elves are immune to magical effects that 
cause sleep.
————————————————————————
 Free Languages: Common and Elven. 
 Bonus Languages: Draconic, Gnoll, Gnome, Goblin, 
Orc, and Sylvan. Select a number of bonus languages equal to your 
Intelligence bonus.
————————————————————————
 Multiclassing: Mageblade, ranger or wizard. You may select 
1 of these classes to pursue under the multiclass option.

 Typical Alignment: Chaotic good. 
 Typical Deity: Tanish. Sometimes Corvis, Esmariah or Iris.
————————————————————————
 Comeliness: 2d6+8 (avg 15). Elves tend to be beauteous.
 Base Age: 30. Elves live substantially longer than humans. 
They are young adults at age 30, middle-aged at 300, and old at 600. 
They may live up to a thousand years or more.

Racial Abilities
An elf character selects 2 abilities from the following list at 1st level, 
and may select more abilities at later levels and with age.
 Animal Friend: Boost Handle Animal checks by +5, or by 
+10 once daily.
 Elf Inheritance: You gain extra wealth including 45 gp, a 
suit of elven mail worth 450 gp, a masterwork longsword worth 315 
gp, a silver dagger worth 22 gp, a composite shortbow worth 75 gp, 
and a quiver with 20 silver-tipped arrows. 
   Elvish Merriment: Apply a +2 bonus on Acrobatics, 
Diplomacy, Literacy, Music, and Nature checks.

    Exceptional Beauty: You carry fey blood. Boost your 
comeliness by +2.

   Eye for Magic: You enjoy a +5 bonus on Appraise 
checks, or a +10 bonus to identify the properties of 

magic items.
    Fey Friend:  You have experience with fey. 
Apply a +5 bonus on Arcana, Bluff, History, Insight 
and Perception checks when dealing with fey or 

recalling lore about fey.
   Fey StepM: When you are adjacent to a Small 
or larger mundane plant, you may briefly use the 
plant as a conduit to magically move to any space 
within 30 ft that is within line of sight and also hosts 
a Small or larger plant, to which you arrive adja-
cent. Requires Fey Friend. Costs 1 vitality.
     Forester:  You spend a lot of time outdoors. 
Boost Athletics and Nature checks by +5.
     Iron Will: You are mentally resilient. Boost 

your Will by +2.
     Light Defender: You are proficient with 
Light armor. Also, boost Perception checks by 
+5.
    Lightning Reflexes: You are quick and 
agile. Boost your Reflex by +2. 
      Night Elf: You hail from an ancient strand 
of nocturnal elves. You have violet skin and jet 
black hair, stand 6¾ ft high, weigh 190 pounds, 
have druid rather than wizard as a multiclass 

option, and enjoy 1 bonus druid basic magic ability of your choice 
for which you qualify. You can only take this ability when first creat-
ing your character. 
   Racial Hatred: Some elves receive special martial training 
against ancient foes. You enjoy a +1 bonus on attack rolls and a +2 
bonus on damage rolls against orcs, half-orcs, and drow.
 Rapid Training: Due to your long life, you do not spend 
time or money if and when you choose to multiclass.
 Reverie: You studied ancient arts to master the secrets of 
undreaming.  You need only 4 hours of sleep per night to gain com-
plete rest (instead of the usual 6 hours).
 Weapon Familiarity: You are proficient with the long-
sword, rapier, longbow (including composite longbow), and short-
bow (including composite shortbow).
 Wild Avenger: Some elves angrily protect their woods. 
Apply a +5 bonus on Intimidate and Stealth checks
   Woodland Stride: You may move through any sort of nat-
ural undergrowth (such as natural thorns, briars, overgrown areas, 
and similar terrain) at normal speed and without taking damage or 
suffering any other impairment. Undergrowth that is enchanted or 
magically manipulated to impede motion still affects you.
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 Gnome
Gnomes are small, curious, magical, technical, and quirky. 

Appearance & Culture
Gnomes stand 2½ ft high and average 55 pounds. They were once 
fey creatures of an otherworldly faerie court but were expelled for 
their endless pranks and fascination with loud machinery. They have 
a beige, woody complexion with rusty hair and many sport ungainly 
ears, feet, hands or noses. 
 Gnomes are often viewed as whimsical, odd, and occasionally 
cruel pranksters. Like fey, they harbor a devious and inhuman sense 
of humor. Usually, they wish no harm. Instead, they enjoy merely 
making fun of brutish and overly serious folk. They have a knack for 
trapmaking and rapport with forest animals, which they may employ 
as accomplices in their hijinks.
 Gnomes are generally inquisitive. At their best, they are innova-
tive, observant, humorous, and industrious (if not obsessive). They 
adventure to learn about the world and discover (or test out) new 
contraptions and ideas. Sometimes, their ideas work.   
 Gnomes can be a bit clannish and distrustful of strangers. A 
paranoid gnome is both an amusement and a danger.

Physical Traits
Gnomes have the following characteristics.
 Attributes: -2 Strength, +2 Con-
stitution, and +2 Intelligence. Gnomes 
are eager to learn and adept at reasoning. 
Although they lack brawn, they are surpris-
ingly hardy.
 Size: Small. You enjoy a +2 bonus to 
Reflex and a +5 bonus on Stealth checks, but 
are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 20 ft.
 Wound Points: 6. Gnomes are somewhat 
frail and can absorb less damage than humans.
——————————————————
 Fey Magic: Boost your attack roll by +1 
when targeting a foe using a magic ability. 
 Gnome Skills: Apply a +2 bonus on 
Appraise, Mechanics, Nature, Perception, 
and Trick checks.
 IllusionistM: You may conjure 4 
torch-like orbs, 1 humanoid apparition, 4 
voices, 1 loud animal or machine noise, 
or a series of amusing stage tricks. The 
effects last 5 minutes, must remain within 
30 ft, and do not cause damage or require a save, though they might 
fool the unwary. 
 Low-Light Vision: You see 2x as far as a human in moon-
light, torchlight, and similar conditions of poor illumination. You can 
distinguish color and detail under these conditions.
 Resist Enchantment: Apply a +2 bonus on saves to resist 
magic abilities that allow you to resist using Will.
 Speak With Burrowing AnimalsM: For 5 minutes, 
you can ask questions and receive answers from burrowing animals 
(badgers, foxes, moles, rabbits, and so forth). The animals are not 
necessarily cooperative or knowledgeable, although a friendly animal 
will perform a small favor on successful DC 15 Handle Animal check. 
Using this ability costs 1 vitality.
————————————————————————
 Free Languages: Common and Gnome. 
 Bonus Languages: Draconic, Dwarven, Elven, Giant, 
Goblin, Mechan, Orc, and Sylvan. Select a number of bonus lan-
guages equal to your Intelligence bonus.
————————————————————————
 Multiclassing: Artificer, sage or witch. You may select 1 of 

these classes to pursue under the multiclass option.
 Typical Alignment: Neutral good.
 Typical Deity: Corvis, Esmariah, Rorax or Tanish.
————————————————————————
 Comeliness: 2d6+2 (avg 9). Gnomes tend to be homely.
 Base Age: 25. Gnomes live longer than humans. They are 
young adults at 25, middle-aged at 100, and old at 300.

Racial Abilities
A gnome character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Badger FormM: You transform into a Tiny badger as a stan-
dard action. In this form, you gain a +5 bonus on Stealth checks and 
can burrow through earth (but not stone) with a 10 ft speed. You 
return to your normal form at the end of your turn. You cannot make 
attacks in this form. Costs 2 vitality.
 Defensive Training: Giants are a traditional foe of 
gnomes, perhaps because giants find tiny gnomish morsels so tasty. 
Apply a +5 bonus on saves to resist attacks by Large and Huge 
humanoids.
 Electrotech: You study invisible mundane forces of nature 

(called immateria) such as electrics, kinetics, nucleonics, 
optics, and sonics. You can make checks using the Technics 
skill (page 177) and enjoy a +2 bonus on Mechanics and 

Technics checks.
     Fey-Touched: Gnomes descend from fey 

and your heritage shows. You speak Sylvan and enjoy 
a +2 bonus on Bluff, Diplomacy, and Insight checks 
involving fey creatures. You also gain a +2 bonus 
on saves to resist the magical abilities of fey.
  Firearms Proficiency: You are pro-
ficient with firearms and enjoy a +2 bonus on 
Mechanics checks, or +5 to make and repair 
firearms.
 Gearhead: Apply a +5 bonus on 
Mechanics checks, or +10 when using steamgear.
 Gnome Inheritance: Select up 

to 1,000 gp total worth of steamgear (page 
174), potions (page 196), scrolls (page 198), 
gems (page 167), and coins.
 Great Fortitude: You are physi-
cally resilient. Boost your Fortitude by +2.
 Iron Will: You are mentally resil-
ient. Boost your Will by +2.
 Invisible StepM: You are invisible 
for the remainder of your turn. Invisibility 
grants a +10 bonus on Stealth checks and 
refuses line of sight. Any attack made by you 
negates the effect. Costs 1 vitality.

 Nose For Books: You instantly learn whether books, scrolls  
or similar media are present within a 30-ft cone. When you scan the 
same area again, you learn the exact location (within 5 ft) and value 
of the most expensive book present, if any.
 Racial Hatred: Some gnomes receive special martial training 
against ancient foes. Apply a +1 bonus on attack rolls and +2 damage 
against kobolds and goblins. 
 Student of Science: You have a modern technical edu-
cation. Apply a +2 bonus on Dungeoneering, History, Literacy, 
Mechanics, and Pilot checks.
 Trap Trickster: You enjoy a +2 bonus on Reflex to avoid 
traps and a +2 bonus on Mechanics checks to fashion traps. Also, you 
can fashion a trap to deliver vitality damage only (rather than wound 
damage) regardless of its usual effect.
 Weapon Familiarity:  You are proficient with the gnome 
hook hammer, a unique gnomish weapon, and can use it as if you 
were Medium size with a +1 bonus on attack and damage rolls.
 Whisper Step: You can be exceptionally quiet as you work 
your fingers. Apply a +5 bonus on Stealth and Trick checks.

Chapter 3: Races



23

 Goblin
Goblins are annoying, clever, sadistic, stealthy, and thieving. 

Appearance & Culture
Goblins stand 3 to 3½ ft tall and weigh 30 to 50 pounds. They can be 
mistaken for very ugly human children. They are scrawny with beady 
eyes, sharp ragged nails, hairy feet, tawny complexions, and upward 
jutting teeth. They move quickly. As goblinoids, they are related to 
hobgoblins and bugbears, whom they envy and fear.
 Goblins are often viewed as urban pests, scam-artists, sewer rats, 
and highway robbers. They like darkness, fire, and blood, and make 
themselves comfy wherever they find these. Though inclined to may-
hem, they respect power and know when to grovel, hide, or knuckle 
under. Because cities offer plentiful chumps to steal from, goblins are 
often found living in slums.
 Goblins are generally sadistic. At their best, they are agile, alert, 
crafty, quick, and resourceful. When a goblin adventures, it is to gain 
treasure, exact revenge or show the world he is capable and brave. 
Goblins love knives, so much so that some just travel to increase their 
knife collection. 
 The uncommon good goblin is a stealthy ally but is often indistin-
guishable at first from his counterparts. Other goblins are born with 
blue skin. These “scions of Ymuri” have innate psychic potential and 
are often shunned if not hunted, tortured, and eaten by other goblins.

Physical Traits
Goblins have the following characteristics.
 Attributes: -2 Strength and +2 Dexterity. Goblins are agile 
but weak due to their small frame.
 Size: Small. You enjoy a +2 bonus to Reflex and a +5 bonus on 
Stealth checks, but are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 30 ft. Goblins are notably fast for their small size.
 Wound Points: 6. Goblins are small and can absorb less 
damage than their larger kin.
————————————————————————
 Cruelty: Once daily, you may inflict 1 wound damage in addi-
tion to any other damage dealt. Also, the struck foe bleeds, losing 1 
wound point the next round unless targeted with magical healing or 
a successful DC 15 Heal check.
 Darkvision: You see in conditions of total darkness as easily 
as full daylight. Darkvision is black and white only, but it is otherwise 
like normal sight.
 Goblinoid Skills: Apply a +2 
bonus on Acrobatics, Athletics, Stealth, Trick, 
and Warcraft checks.
 Gut Slicer: You enjoy innate proficiency 
with knives and a +1 bonus on attack and dam-
age rolls when using light blades against foes 
larger than you.
 Pesky: When attacking an adjacent foe 
with a melee weapon, you may forego the 
attack roll. Instead, you automatically hit and 
inflict a mere 1 point of damage. Also, the struck 
foe must resist using Will or become angry and 
make an attack roll against you on its next 
turn using its melee weapon or its fists over 
magic even if doing so is suboptimal.
———————————————
 Free Languages: Common and 
Goblin.
 Bonus Languages: Draconic, 
Elven, Giant, Gnoll, Infernal, and Orc. 
Select a number of bonus languages equal 
to your Intelligence bonus.
———————————————
 Multiclassing: Rogue, shadow-

caster or witch. You may select 1 of these classes to pursue under the 
multiclass option.
 Typical Alignment: Neutral evil.
 Typical Deity: Asmodius, Lilith, Phane or Ymuri.
————————————————————————
 Comeliness: 2d6+0 (avg 7). Goblins tend to be ugly.
 Base Age: 5. Goblins do not live nearly as long as humans. They 
are young adults at age 5, middle-aged at 15, and old at 25.

Racial Abilities
A goblin character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Blade Finesse: Apply a +1 bonus on attack rolls and +1d4 
bonus on damage rolls when using a light blade.
 Blood Tracker: Boost Survival checks by +5, or by +10 
when tracking foes who are below full wounds.
 Blue Skin: A few rare goblins are born with a penchant for 
psionic ability. You were likely shunned by other goblins. You have 
blue skin and your multiclass option is psion. Also, apply a +1 bonus 
on attack rolls using psion class abilities.
 Cave Delver: You know the underground, by choice or not. 
Apply a +5 bonus on Athletics and Dungeoneering checks.
 Dark Creeper: You are tainted with shadow stuff. Your skin 
is charcoal black and your multiclass option is shadowcaster. Also, 
apply a +5 bonus on Stealth checks, or +10 when hiding in areas of 
shadow or darkness. However, you suffer a -2 penalty on Perception 
checks in areas of daylight.
 Defensive Training: Giants are a traditional foe of gob-
lins, perhaps because giants find tiny goblins so pesky. Apply a +5 
bonus on saves to resist attacks by Large and Huge humanoids.
 Hell’s Minion: You know 1 basic ability (boon) of your 
choice listed under your deity. You and your deity must be evil.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2. 
 Miner: You are an experienced prospector. Boost Dungeoneer-
ing checks by +5, or by +10 when mining.
 Racial Hatred: Some goblins receive special martial train-
ing against ancient foes. These goblins enjoy a +1 bonus on attack 
rolls a +2 bonus on damage rolls against elves, gnomes, and halflings.
 Soft Spot: You love a beloved fetish or pet that you keep on 
your person or within 30 ft at all times. Once daily, if the pet or 

fetish is threatened, you enjoy a +2 bonus on attack rolls and 
+5 bonus on damage rolls for 2 minutes. You usually 

seek to repair a damaged fetish rather than replace 
it. Dead pets and slain foe’s fingers often become 
fetishes. A golin may deliberately place his fetish in 
harm’s way to evoke anger.
   Thievery: Apply a +5 bonus on Streetwise 
and Trick checks. 
  Undying: Some goblins seemingly never 
die. They just get meaner and uglier.  You do not 
experience death from old age, although you still 
suffer the usual effects of aging. Every 100 years, 
your Comeliness drops 1 point (minimum of 1). 
You die when your Comeliness reaches 0.
     Wicked Fun: Once daily outside of 

combat, apply a +10 bonus on a single Trick check 
to pick-pocket a foe. If you succeed, the target also 
suffers 1 wound damage and is dazed for 1 round.
        Wraith Rider: Apply a +2 bonus on 
Handle Animal checks, or +5 when working with 

bats and wolves, both normal and giant varieties. 
Also, bats and wolves automatically begin 2 

steps friendlier to you (usually, friendly rather 
than unfriendly, or neutral rather than hos-
tile). This rapport does not extend to your 
companions.
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 Goliath
Goliaths are large, competitive, daring, 
stubborn, and astute. 

Appearance & Culture
Goliaths stand 7½ to 8 ft tall and weigh 
300 to 350 pounds. Legends say that 
eons ago, sorcerer kings used magic 
to breed goliaths from bellicose fire 
and frost giants that roamed the land. 
True or not, goliaths are acclimated 
to either heat or cold, sport sandy 
red or bluish skin, charcoal-black 
hair, and a powerful build typical 
of their giant kin.
 Goliaths are often viewed as 
clumsy, competitive, daring, stub-
born, and hot-headed. Actually, 
they are mostly thoughtful and 
mentally astute. Some nurture 
invisible powers of the mind while 
others tap the power of runes. 
 Goliaths are generally com-
petitive. At their best, they are as 
patient as stone and as quick as 
fire when ready to act. Those who adventure often due so in pursuit 
of knowledge or to fulfill a prophecy that came from their dreams. 
Goliaths tend to be organized and make good teammates. 
 Not all goliaths are strong or mentally-gifted. Lesser kin, called 
runts, may adventure or turn to evil due to poor treatment, envy or 
a desire for respect.

Physical Traits
Goliaths have the following characteristics.
 Attributes: +2 Strength, +2 Constitution, and -2 Dexterity. 
Goliaths are tough and strong but not too nimble.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 12. Goliaths are incredibly tough and can 
absorb far more damage than humans.
————————————————————————
 Dual Heritage: For all effects related to race, you are con-
sidered both a giant and a human.
 Low-Light Vision: You see 2x as far as a human in moon-
light, torchlight, and similar conditions of poor illumination. You can 
distinguish color and detail under these conditions.
 Powerful Build: Boost Athletics checks by +5. Apply a 
+2 bonus on attacks and a +5 bonus on saves to resist Bull Rush, 
Charge, Grapple, Overrun, and Trip attacks. Also, you function as 1 
size larger when determining whether a foe’s special attacks based 
on size (such as Swallow Whole) can affect you. These benefits stack 
with abilities such as Enlarge that change a subject’s size.
 Primal Acclimation: Apply a +2 bonus on saves and DR 
to resist attacks that deliver either fire or cold damage (select 1 heri-
tage when creating the character).
————————————————————————
 Free Languages: Common. 
 Bonus Languages: Draconic, Dwarven, Giant, Gnoll, 
and Ignan. Select a number of bonus languages equal to your Intel-
ligence bonus.
————————————————————————
 Multiclassing: Barbarian, psion or sage. You may select 1 of 
these classes to pursue under the multiclass option.
 Typical Alignment: Lawful neutral.
 Typical Deity: Asmodius, Mithrais, Phane, Solari, Stolgar or 
Ymuri. Chaotic goliaths often worship Thulzuur.
————————————————————————

 Comeliness: 2d6+4 (avg 11). Goliaths tend to be average.
 Base Age: 20. Goliaths live slightly longer than humans. 

They are young adults at age 20, middle-aged at 60, and old 
at 100.

Racial Abilities
A goliath character selects 2 abilities from the following 
list at 1st level, and may select more abilities at later 
levels and with age.
    Adamant RuneM: Your ink a special, magical 
rune to resists cuts. Apply a +1 bonus to your DR. 
 Athlete: Your strength translates into action. 
Apply a +5 bonus on Athletics and Endurance checks.
 Giant Rapport: You have experience with 

giants, perhaps from your childhood. Apply a +5 bonus on 
Arcana, Bluff, History, Insight, and Perception checks when 

dealing with giants or recalling lore about giants.
 Great Fortitude: You are physically resilient. Boost 

your Fortitude by +2.
 Iron Will: You are mentally resilient. Boost your Will by +2.

 Mountaineer: Apply a +4 bonus on Acrobatics, Ath-
letics, Perception, Nature, and Survival checks in outdoor 

mountainous areas, including caves within 30 ft of the 
outside.
 Powerful Hand: Select 1 weapon group. 
You don’t suffer the usual -5 nonproficiency penalty 
(page 156) when using melee weapons in that group 

in an unusual way, such as wielding a 2-handed weapon in 1 hand. 
Requires Powerful Build and proficiency with the selected weapons.
 Primal BladeM: Boost your melee weapon damage by +4. 
The damage is either cold or fire, as fits your heritage.
 Primal Resistance: This improves your Primal Acclima-
tion ability, such that you enjoy a +5 bonus on saves against attacks 
that deliver either fire or cold damage, as fits your heritage, and you 
enjoy +5 DR against such damage.
 Primal SkinM: You may briefly radiate either intense heat 
or cold, as fits your heritage. As an immediate action, adjacent foes 
must resist using Fortitude or suffer 1d4 fire or cold damage per 2 
levels (max 5d4). Requires Primal Resistance. Costs 1 vitality.  
 Rune ScribeC: You enjoy a +5 bonus Literacy checks to ink 
runes on skin. Also, you can ink magical runes. A person can ben-
efit from up to 1 magical rune per 4 levels (round down). Inking 
a magical rune takes 4 hours, costs 500 gp in materials, and grants 
the recipient a permanent +2 bonus on attack rolls using 1 specific 
ability selected at the time of inking. You can boost a particular ability 
only once using this ability or using Tattoo Artist.
 Rune Wise: Apply a +2 bonus on Arcana and Literacy checks, 
and you enjoy a +5 bonus on saves to resist the effect of runes 
(including glyphs and sigils).  
 Sand/Snow Stride: If your heritage is fire, you move 
over any sort of desert terrain (sand dunes, scrub, rocky flats, and so 
forth) at your normal speed and without taking damage or suffering 
any other impairment. If your heritage is frost, you similarly move 
freely over arctic terrain (snow, ice, etc). Terrain that is enchanted or 
magically manipulated to impede motion still affects you.
   StompM: You stomp to express your wrath. Creatures up to size 
Medium within 15 ft and in contact with the ground must resist 
using Reflex or fall prone. Costs 1 vitality.
 Super Strength: Boost your Strength score by +1. You can 
take this ability a second time for a total bonus of +2.
 Throw Rocks: You throw rocks. You can toss a 5 pound rock 
out to 30 ft to inflict 1d6 damage if you beat a target’s Reflex, oth-
erwise it dodges the rock and takes no damage.  You can hurl larger 
rocks but at a penalty. For each additional 10 pounds, you inflict 
+1d6 damage but the maximum distance is 10 ft less and your target 
enjoys a +2 bonus on its save.
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice.
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 Grippli
Grippli are small, agile, artistic, and excitable amphibians.

Appearance & Culture
A grippli stands 2 to 2½ ft tall and weighs 40 to 50 pounds. It looks 
like a bipedal tree frog, with humanoid arms and hands. Grippli are 
mostly green with colorful swirls and stripes to match their environ-
ment, and they have large yellow eyes with vertical-slit black pupils. 
They prefer scant, bright clothing and decorative baubles.
 Grippli are often viewed as quick, colorful, hedonistic, and excit-
able swamp-dwellers who love peace and stay fiercely loyal to family 
and allies, sometimes to the point of foolishness. Grippli organize 
in villages with family dwellings under a druid’s watch. They pre-
fer trade with pleasant, fun-loving races like elves and halflings and 
eschew war. When threatened, they keep foes at a distance and use 
nets, spears, and poison darts. 
 As amphibians, grippli prefer warm climates, enjoy the water, and 
reproduce by laying eggs. They fiercely defend their eggs and young 
since they reproduce slowly and their eggs are soft. They love fruit 
and insects, particularly giant insects, and often tend orchards and 
raise dragonflies. A few grippli tribes are adapted to life in the shore 
caves and shallows of the ocean.
 There is a dark side of grippli society. Some exude an intoxicant 
and many are adept at brewing and selling drugs and poisons. Even 
worse legends whisper of sadistic grippli blood cults similar to vam-
pire dens.

Physical Traits
Grippli have the following characteristics.
 Attributes: -2 Strength and +2 Dexterity. Grippli are agile 
but not as strong as larger folk.
 Size: Small. You enjoy a +2 bonus to Reflex and a +5 bonus on 
Stealth checks, but are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 30 ft.
 Wound Points: 5. Grippli can absorb less damage than 
humans.
————————————————————————
   Climbing and Swimming: You enjoy a +5 bonus on 
Athletics checks. Moreover, when climbing and swimming, you 
move at normal speed (rather than ½ speed) and are not defenseless.
 Cold Weakness: As an amphibian, you are fatigued and suf-
fer a -5 penalty on Endurance checks when the temperature 
is below freezing.
 Darkvision: You can see in conditions of total 
darkness as easily as full daylight. Darkvision is black 
and white only, but it is otherwise like normal sight.
 Grippli Skills: Apply a +2 bonus on Acro-
batics, Endurance, Perception, Stealth, and Sur-
vival checks.
 Hold Breath: You can hold your breath 
for 8x longer than a human and do not suffer 
effects of over-hydration due to extended 
immersion in water.
 Jump: You leap outward, downward or 
upward up to 30 ft as a standard action with-
out a running start or Athletics check or fear 
of harm on impact. Costs 1 vitality.
 Marsh Mastery: You move across 
swamp terrain without any penalty to speed. 
Moreover, you enjoy a +5 bonus on Stealth 
checks made in bogs, jungles, marshes, and 
swamps due to your coloration.
 Weak-Willed: As a grippli, you are 
easily excited, frightened, and influenced by 
magic. Apply a -1 penalty on Will to resist 
magic abilities.

————————————————————————
 Free Languages: Common and Grippli. 
 Bonus Languages: Draconic, Elven, Halfling, Orc, and 
Sylvan. Select a number of bonus languages equal to the character’s 
Intelligence bonus.
————————————————————————
 Multiclassing: Bard, druid or ranger. You may select 1 of 
these classes to pursue under the multiclass option.
 Typical Alignment: Chaotic neutral.
 Typical Deity: Corvis, Greenwyrm, Tanish or Tiamat.
————————————————————————
 Comeliness: 2d6+4 (avg 11). A grippli’s smooth, colorful 
skin, round features, and agile mannarisms make it more endearing 
than its frog-like form might suggest.
 Base Age: 5. Grippli do not live nearly as long as humans. They 
are young adults at age 5, middle-aged at 15, and old at 30.

Racial Abilities
A grippli character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 ApothecaryC: You can brew drugs and poisons as described 
on page 166 for ½ their listed market price. One dose requires 1 
hour of work, and you can prepare 10 doses in a day. Also, you can 
identify a drug or ingested poison after 1 minute of careful visual and 
olfactory inspection with an accuracy of 70% + 1% per level. 
 Bite: An adjacent foe must resist using Reflex or suffer 1 wound 
damage.
 Blood CultistM: This improves Bite, such that once daily, 
when you successfully use Bite, you gain 3 vitality that last 24 hours 
or until expended.  You can exceed your normal maximum vitality. 
Also, your multiclass option is dhampir.
 Dreamskin: Once daily, when frightened or otherwise 
aroused, your skin exudes an aromatic substance for 2 minutes. Dur-
ing this time, all adjacent foes must resist using Fortitude or suffer a 
-2 penalty on Will for 1 hour as they hallucinate. Multiple effects do 
not stack, and once a creature has successfully resisted, it ignores the 
ability for 24 hours. 
 Great Croak: Your unique croak is audible out to 2 miles. The 
croak conveys danger, opportunity or victory (as you desire). Those 
who speak Grippli recognize you and understand your message. Costs 
1 vitality.
 Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Grippli Merriment: Apply a +2 bonus on Acrobatics, 

Diplomacy, Literacy, Music, and Nature checks.
 Jungle MusicM: Apply a +5 bonus on Music 

checks. Moreover, once daily after 10 minutes of 
playing music or singing, 1d8 allies + 1 per level 
within 30 ft heal 1 vitality each. Effects stack 
from multiple grippli.
 Lightning Reflexes: You are 

quick and agile. Boost your Reflex by +2. 
   Outdoor Athlete: Boost Ath-
letics and Survival checks by +5.
 Poison Tongue: An adjacent 
foe must resist using Fortitude or suffer 1 
wound damage and fall prone due to a mild 
poison that disrupts its muscles. Costs 1 

vitality.
 Sea-Toad: You know the ocean. Apply a +4 

bonus on Athletics, Craft, Handle Animal, Nature, and Stealth checks 
while in or next to salt water or dealing with mundane sea life.
     Swamp Wrangler: Apply a +5 bonus on Handle Ani-

mal checks, or +10 when dealing with insects and other swamp 
denizens.

     Weapon Familiarity: You are proficient with 
traditional grippli weapons: the dart, lasso, short sword, 
spear, and net.
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 Half-Elf
Half-elves are dramatic, enchanting, beautiful, and confused.

Appearance & Culture
Half-elves stand 5½ ft tall and weigh 125 to 145 pounds. They are 
the offspring of elves and humans, and are among the most beautiful 
and personable of all humanoids, combining elven grace with human 
ambition. They are light and fair, and they possess less body hair and  
finer features than humans. 
 Half-elves are often viewed as dramatic and enchanting, if not 
hopelessly romantic and slightly lost. As a love-child and often an 
only child, a half-elf likely experiences doting by parents, disapproval 
or pity by elves, and fear or jealousy from humans. A half-elf raised in 
an elven community may feel undervalued and restless, while a half-
elf raised in a human community may feel uninspired and oppressed.
 Half-elves are generally idealistic. At their best, they act as exem-
plary diplomats, brilliant artists and performers, or mageblades who 
merge magic and warcraft with ease. Since they live somewhat lon-
ger than humans, they can provide stability. They often adventure to 
meet people, play with magic, and perhaps find true love. 
 Not all half-elves are well-adjusted. Some maintain a well-crafted 
masquerade of deceptive wit and charm. 

Physical Traits
Half-elves have the following characteristics.
 Attributes: +2 Charisma. Half-elves combine the best of 
humans and elves in terms of their beauty and personal magne-
tism.
 Size: Medium. 
 Speed: 30 ft.
 Wound Points: 7. Half-elves are slightly less 
resilient than humans.
————————————————————
 Dual Heritage: For all effects related to race, 
you are considered both an elf and a human.
 Keen Senses: Boost Perception checks by +2. 
 Low-Light Vision: You see 2x as far as a human 
in moonlight, torchlight, and similar conditions of poor 
illumination. You can distinguish color and detail under 
these conditions.
 Notice Secret Doors: As a swift action, you 
make a Perception check to notice the presence or absence of secret 
or concealed doors within 10 ft of you.
 Rapport:You are talented with people and animals. Apply a 
+2 bonus on Bluff, Diplomacy, Handle Animal, Insight, and Street-
wise checks.
 Resist Enchantment: Apply a +2 bonus on saves to 
resist magic abilities that allow you to resist using Will.
 Skill Focus: You enjoy a +5 bonus to a single skill that you 
select at 1st level.
 Sleep Immunity: Half-elves are immune to magical effects 
that cause sleep.
————————————————————————
 Free Languages: Common and Elven. 
 Bonus Languages: Abyssal, Dwarven, Gnome, and Gob-
lin. Select a number of bonus languages equal to your Intelligence 
bonus.
————————————————————————
 Multiclassing: Any. You may select any class to pursue 
under the multiclass option.
 Typical Alignment: Chaotic good.
 Typical Deity: Corvis, Esmariah, Iris or Tanish.
————————————————————————
 Comeliness: 2d6+8 (avg 15). Half-elves tend to combine 
the best of their parents and be attractive if not beauteous.
 Base Age: 20. Half-elves live somewhat longer than humans.  
They are young adults at 20, middle-aged at 40, and old at 80.

Racial Abilities
A half-elf character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Artist: You are skilled at fine arts, music, and writing. Boost 
Craft, Literacy, and Music checks by +3.
 Elf Inheritance: You gain extra wealth including 45 gp, a 
suit of elven mail worth 450 gp, a masterwork longsword worth 315 
gp, a silver dagger worth 22 gp, a composite shortbow worth 75 gp, 
and a quiver with 20 silver-tipped arrows. 
 Elvish Lore: You know elves. Maybe you grew up with them.  
Apply a +5 bonus on Arcana, Bluff, History, Insight, and Perception 
checks when dealing with elves or recalling lore about elves.
 Elvish Merriment: Apply a +2 bonus on Acrobatics, 
Diplomacy, Literacy, Music, and Nature checks.
  Fey Beauty: Apply a +2 bonus to your Comeliness.
 Fey Friend: Apply a +5 bonus on saves 

to resist fey magic abilities and a +5 
bonus on Diplomacy and Insight 

checks involving fey creatures.
    Inspire Ally: As a swift 
action, you boost an adjacent 
ally’s morale, perhaps using 
words of wit, wisdom, humor, 
or a knowing glance or smile. 
Your ally immediately enjoys 

a +1 bonus on d20 rolls for 5 
minutes. Multiple instances of this 

ability do not stack. Costs 1 vitality.
 Interlude: After 1 hour 

of uninterrupted romantic intimacy 
with another person, that person regains 

1d4+1 vitality. A particular person can 
benefit only once daily from this ability. 

Costs 1 vitality.
      Iron Will: You are mentally 

resilient. Boost your Will by +2.
     Latent Bloodline: You 

take after your human parent far 
more than your elf parent. You 
look completely human and enjoy 
a permanent +1 bonus on a single 
attribute of your choice. 

 Lightning Reflexes: 
You are quick and agile. Boost your Reflex by +2. 
 Linguist: You are fluent in 3 languages of your choice.
 Muse: Once daily you grant an adjacent ally a +5 bonus on 
Bluff, Craft, Diplomacy, Music or Trick checks for 1 hour.
 Negotiator: You are a skilled mediator. Apply a +5 bonus on 
Diplomacy and Insight checks.
 People Skills: You are adept with people. Apply a +2 bonus 
on Bluff, Diplomacy, Insight, Nobility, and Streetwise checks.
 Romantic: You are adept at the art of intimate rapport. Apply 
a +5 bonus on Diplomacy checks, or +10 in romantic situations.
 Vitality Surge: Once daily as a standard action you may 
draw upon inner reserves of inspiration and regain 1d6 vitality.
 Weapon Familiarity: Half-elves sometimes train with 
elven weapons. You are proficient with the longsword, rapier, long-
bow (including composite longbow), and shortbow (including com-
posite shortbow).
 Whirlwind RomanceM: Once daily outside of combat, 
you can target a person with fewer levels than you within 15 ft. If 
you beat his Will, he is friendly to you for 24 hours. While charmed, 
he will not act in a way that brings harm to you, himself or his allies. 
Otherwise, he follows you and responds aggressively to creatures 
that threaten you. He will initiate romance if doing so would nor-
mally be plausible. You cannot dismiss the effect, and when the magic 
ends there is a 50% chance that the person becomes disillusioned and 
unfriendly.
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 Half-Orc
Half-orcs are large, aggressive, brooding, rugged, and uncouth.

Appearance & Culture
Half-orcs stand 6 to 6½ ft high and weigh 180 to 240 pounds, with 
much of their weight as muscle. Males are somewhat bigger than 
females. They are the offspring of humans and orcs. They have a 
greenish complexion, coarse black hair, jutting jaw, muscular phy-
sique, and feral hair and teeth reminiscent of orcs. Compared to 
humans, they are strong and incredibly hearty.
 Half-orcs are often viewed as brutish, unpleasant, and aggressive. 
If they grew up with their human parent, they are friendlier and 
more civilized. Many half-orcs have experience in the wilderness, be 
it harsh badlands, fetid swamps or baking deserts, either because 
they have been outcasts or due to interaction with orc tribes. 
Some half-orcs find solace in the dark cavelands beneath 
the earth.
 Half-orcs are generally cynical, but at their best they 
are fearless, intrepid, strong, tenacious, and tough. 
Their rough appearance may hide keen intelligence 
and deep wisdom. Half-orcs often adventure for the 
thrill of battle and are loyal to companions who treat 
them with respect.
 Though orcs are chaotic and evil, half-orcs are as 
varied as humans and may be kindly and noble.

Physical Traits
Half-orcs have the following characteristics.
 Attributes: +2 Strength, +2 Constitution, and 
-2 Charisma. Half-orcs are muscular, strong, and hearty. 
However, they tend to lack self-confidence and come off 
as brutish and unpleasant.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 10. Half-orcs are tough and 
can absorb more damage than humans.
——————————————————
 Darkvision: You see in conditions of total 
darkness as easily as full daylight. Darkvision is 
black and white only, but it is otherwise like nor-
mal sight.
 Dual Heritage: For all effects related to race, you are con-
sidered both an orc and a human.
 Endurance: Apply a +5 bonus on Endurance checks. Also, 
you enjoy a +5 bonus to resist abilities that cause fatigue or exhaus-
tion, and you can sleep in armor without experiencing fatigue the 
next day.
 Iron Body: Apply a +2 bonus on saves to resist disease, poi-
son, and nausea.
 Orc Skills: Like orcs, half-orcs may awe foes by displaying their 
brawn and fierce demeanor. Apply a +2 bonus on Athletics and Intimi-
date checks.
————————————————————————
 Free Languages: Common and Orc.
 Bonus Languages: Abyssal, Draconic, Giant, Gnoll, and 
Goblin. Select a number of bonus languages equal to your Intelli-
gence bonus.
————————————————————————
 Multiclassing: Barbarian, shaman or shifter. You may 
select 1 of these classes to pursue under the multiclass option.
 Typical Alignment: Chaotic neutral. 
 Typical Deity: Corvis, Phane, Lilith or Tiamat. Good half-orcs 
often honor Stolgar.
————————————————————————
 Comeliness: 2d6+0 (avg 7). Half-orcs tend to be repulsive.
 Base Age: 10. Half-orcs do not live as long as humans. They are 
young adults at age 10, middle-aged at 25, and old at 40.

Racial Abilities
A half-orc character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Blood for Blood: Once daily, when you deal wound 
damage to a foe, you do an additional +2 wound damage and also 
recover 2 vitality.
 Caveland’s Kin: Some half-orcs cavort with drow, duer-
gar, and creatures that inhabit the dark underground of the world. 
You speak Drow and Undercommon and enjoy a +5 bonus on Dun-
geoneering and Nature checks to successfully navigate caves.
 Demon BloodM: Your lineage includes a demon. You can spit 
acid against 1 target within 10 ft. The acid inflicts 1d4 acid damage + 
1 point per level, or ½ damage if  Reflex resists. Costs 1 vitality. 
 Eye of the Killer: When making a ranged attack, you can 

ignore cover and concealment (but not concealment) if 
the target is within 15 ft.

       Fecund: Apply a +5 bonus on Endurance 
checks. Also, romantic liaisons with humans, 

half-orcs, and orcs always result in offspring. 
Such offspring are always half-orcs. 
 Feral Child: Some half-orcs grow 
up alone in woods or badlands, either to avoid 
others’ taunts or because they are exiled. You 
enjoy a +2 bonus on Athletics, Endurance, 
Handle Animal, Perception, and Survival 
checks.
    Gladiatorial Training: 
Select a weapon group. You are proficient 
with all weapons in this group. You also 
enjoy a +5 bonus on Bluff and Intimidate 
checks made in a gladiatorial arena and 
other venues of public display of combat.
  Grapple: You grapple an 

adjacent foe up to 1 size larger when 
you have 1 free hand and beat the 
foe’s Fortitude. A grappled creature 
cannot move from its space and can 
only use a Light melee weapon that 
is already in hand. Each round, you 
must expend a move action to main-
tain the grapple, and the foe can try 
to beat your Fortitude as a standard 

action to break the grapple. If you desire, you can block a grappled 
foe’s mouth with 1 hand to prevent speech.
  Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Latent Bloodline: Some half-orcs take after their human 
parent far more than their orc parent. You look completely human 
and enjoy a +2 bonus on your Comeliness.
 Pack Mule: Treat your Strength score as 4 points higher than 
normal when determining your carry capacity.
 Racial Hatred: Some half-orcs receive special martial 
training against ancient foes. These half-orcs enjoy a +1 bonus on 
attack rolls and a +2 bonus on damage rolls against elves and half-
elves.
 Rare Attribute: Boost 1 attribute of your choice by +1. 
 Stone child: Apply a +5 bonus on Athletics checks in rocky 
terrain and ignore the effects of difficult terrain in caves and moun-
tainous areas.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Vitality Surge: Once daily as a standard action you may 
draw upon inner reserves of anger and regain 1d6 vitality.
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice.
 Wealdkin: Replace shaman with druid as a multiclass option. 
Also, boost Handle Animal, History, and Nature checks by +3.
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 Halfling
Halflings are small, agile, friendly, hedonistic, and lucky.

Appearance & Culture
Halflings stand 3 to 3½ ft tall and weigh 30 to 50 pounds. They can be 
mistaken for human children. They are frequently pudgy with ruddy 
complexions and hairy feet. As adults, they are far stronger and more 
agile than a human child, and dislike being viewed as immature.
 Halflings are often viewed as rural homebodies, river rats, pleas-
ant servants, and urban ne’er-do-wells. They prefer fertile hills, cool 
river valleys, and pastoral shires. They enjoy the company of friends 
and family before the dangers of adventure. Cities offer tempting 
variety, and halflings get along with other civilized races.
 Halflings are generally optimistic. At their best, they are agile, 
alert, brave, persuasive, and lucky. When a halfling adventures, it is 
in defense of his home, or to test his luck and see the world, or occa-
sionally due to a dare or because of some misdeed for which he must 
atone. 
 The uncommon evil halfling is a stealthy terror, often with a 
deceptive smile and a poisoned blade just out of sight.

Physical Traits
Halflings have the following characteristics.
 Attributes: -2 Strength, +2 Dexterity, and +2 Charisma. 
Halflings are nimble and naturally agreeable, but their small stature 
makes them weaker than humans.
 Size: Small. You enjoy a +2 bonus to Reflex and a +5 bonus on 
Stealth checks, but are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 20 ft.
 Wound Points: 6. Halflings are small and absorb less dam-
age than humans.
————————————————————————
  Bravery: Apply a +2 bonus on saves against fear. This bonus 
stacks with the Lucky ability.
 Fast Response: Halflings react quickly to danger. You enjoy 
a +2 bonus on initiative checks.
 Halfling Skills: Apply a +2 bonus on Acrobatics, Athlet-
ics, Nature, Perception, and Trick checks. 
 Low-Light Vision: You see 2x as far as a human in moon-
light, torchlight, and similar conditions of poor illumination. You can 
distinguish color and detail under these conditions.
 Lucky: Apply a +1 bonus on all saves.
 Precise Aim: You enjoy a +2 bonus on attack rolls with 
thrown weapons and slings.
 Second Chance: Once daily as an immedi-
ate action, when a foe strikes you, you can force the 
attacker to reroll the attack. Use the result of the sec-
ond roll even if it is worse than the first one.
—————————————————
 Free Languages: Common and Halfling. 
 Bonus Languages: Dwarven, Elven, 
Giant, Goblin, and Orc. Select a number of bonus 
languages equal to your Intelligence bonus.
—————————————————
 Multiclassing: Bard, druid or rogue. You may 
select 1 of these classes to pursue under the multiclass 
option.
 Typical Alignment: Neutral good.
 Typical Deity: Esmariah, Greenwyrm, 
Iris or Voktra.
———————————————— 
 Comeliness: 2d6+6 (avg 13). Half-
lings tend to be attractive.
 Base Age: 20. Halflings live somewhat 
longer than humans. They are young adults 
at age 20, middle-aged at 50, and old at 80.

Racial Abilities
A halfling character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Animal Friend: Boost Handle Animal checks by +5, or by 
+10 when dealing with natural, domesticated farm animals.
 Artisan Skills: Apply a +2 bonus on Appraise, Craft, 
Mechanics, Pilot, and Trick checks.
 Country Cook: Once daily, you may prepare a highly nutri-
tious meal after 10 minutes of work using a kitchen or cooking kit. 
Up to 5 people who eat the meal regain 1 vitality point each.
 Country Kid: Your rural upbringing grants you a +3 bonus 
on Endurance, Handle Animal, and Nature checks.
 Dart to Safety: Up to once per round, you can move past 
a single foe by moving through its space as if the foe were an ally. 
 Defensive Training: Giants are a traditional halfling foe, 
perhaps because giants find halfling morsels so tasty. Apply a +5 
bonus on saves to resist attacks by Large and Huge humanoids.
  Expeditious StrideM: As a swift action, apply a +30 ft 
bonus to your land speed for 5 minutes. Costs 1 vitality.
 Favorite Ally: Each morning, select 1 person. For 24 
hours, while adjacent to this person, you both enjoy a +1 bonus on 
DR and saves. 
 Flexible Multiclassing: You may select any class as 
your multiclass option. 
 Improved Odds: This improves Second Chances, such that 
your attacker suffers a -2 penalty on its (second) attack roll.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Haggle: You enjoy a +5 bonus on Appraise checks and a 10% 
discount when purchasing mundane items in a marketplace.
 Laughter: You are adept at telling jokes and easing the 
moment. Once daily, persons within 15 ft not in combat that can see 
or hear you must resist using Will or be dazed and suffer a -5 penalty 
on Perception checks for 1 round as they laugh. 
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2. 
 Mouse FormM: You transform into a Tiny field mouse as a 
standard action. In this form, you gain a +10 bonus on Stealth checks 
and move at speed 50 ft. You return to your normal form at the end 
of your turn. You cannot make attacks in this form. Costs 2 vitality.
 Nimble in a Crowd: Apply a +2 bonus to saves when you 
are adjacent to at least 2 larger creatures, which may be allies or foes.
 Optimism: Once daily, after thinking happy thoughts, you 
regain 1d4+1 vitality points.

 Racial Hatred: Some halflings receive special martial 
training against ancient foes. Apply a +1 bonus on attack 

rolls and +2 damage against orcs and goblinoids. 
Goblinoids include bugbears, goblins, and hobgob-
lins.
     River Rat: Spending time on rivers and 

their banks has been highly agreeable to you. 
Apply a +5 bonus on Athletics, Nature, and 
Pilot checks made on rivers and lakes.
 Shepherd: Boost Survival checks by 
+5, or by +10 when tracking animals.

 Sticky Fingers: You have expe-
rience as a thief on the streets of a big city. 
You enjoy a +5 bonus on Streetwise and Trick 

checks.
 Street Rat: You grew up in urban 
poverty. Apply a +2 bonus on Acrobatics, 
Bluff, Stealth, Streetwise, and Trick checks. 
 Sweet Persona: Apply a +3 bonus 
on Bluff, Diplomacy, and Insight checks.
 Weapon Familiarity: You are 
proficient with the halfling knife (a unique 
halfling weapon) and the sling, and can use 
it as if you were Medium size with a +1 
bonus on attack and damage rolls.
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 Hobgoblin
Hobgoblins are hearty, organized, proud, tyrannical, and warlike.

Appearance & Culture
Hobgoblins stand 6 to 6½ ft tall and weigh 180 
to 250 pounds. They are known for their 
polished armor, banners, battle fetishes, and 
upward jutting teeth. They are muscular and 
lithe with brown, red, and orange coloring. 
Dominant males have bluish noses. As gobli-
noids, they are related to goblins and bugbears, 
though they tend to use goblins as servants and 
bugbears as heavy muscle.
 Hobgoblins are often viewed as proud, stealthy, 
sturdy, heartless, officious, and sadistic. In fact, 
most are well-organized and hardworking, 
though they tend to view other creatures as 
resources to be put to work. Hobgoblins 
tend to be superstitious of magic, fearing 
it will control them or cause chaos. That 
said, they recognize that magic is power. 
The highest ranked among them cavort 
with rakshasas (evil  animal spirits), seal 
pacts with devils, and form alliances with 
other tyrannical creatures.
 Hobgoblins are generally strategic. At 
their best, they are highly prepared and 
work well in large groups. Those who 
adventure often do so to test their prow-
ess and be part of a group in which they take pride. Hobgoblins tend 
to view themselves as natural leaders and will punish or leave behind 
those who are weak, fearful or disobedient.
 Not all hobgoblins are war-like bullies. Some embrace monastic 
traditions, arcane magic, or even the fey realm. Some hobgoblins 
are born with blue skin. These “scions of Ymuri” have innate psychic 
potential and may represent the future of the hobgoblin race.

Physical Traits
Hobgoblins have the following characteristics.
 Attributes: +2 Constitution and +2 Dexterity. Hobgoblins 
are agile and hearty. They suffer no penalties.
 Size: Medium. 
 Speed: 30 ft.
 Wound Points: 10. Hobgoblins are tough and can absorb 
more damage than humans.
————————————————————————
 Darkvision: You see in conditions of total darkness as easily 
as full daylight. Darkvision is black and white only, but it is otherwise 
like normal sight.
 Goblinoid Skills: Apply a +2 bonus on Acrobatics, Athlet-
ics, Stealth, Trick, and Warcraft checks.
————————————————————————
 Free Languages: Common and Goblin.
 Bonus Languages: Draconic, Elven, Giant, Gnoll, 
Infernal, and Orc. Select a number of bonus languages equal to your 
Intelligence bonus.
————————————————————————
 Multiclassing: Blackguard, fighter, inquisitor, warlock or 
wizard. You may select 1 of these classes to pursue under the multi-
class option.
 Typical Alignment: Lawful evil.
 Typical Deity: Usually Asmodius or Phane. Sometimes Lil-
ith, Mithrais, Nefriti or Ymuri.
————————————————————————
 Comeliness: 2d6+2 (avg 9). Hobgoblins tend to be homely.
 Base Age: 10. Hobgoblins do not live quite as long as humans. 
They are young adults at age 10, middle-aged at 30, and old at 45.

Racial Abilities
A hobgoblin character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
    Armor Training: You are proficient with 2 of the fol-

lowing: Light, Medium, and/or Heavy armor.
     Armored Stealth: You ignore penalties to skill 

checks due to wearing armor.
    Army Skills: You are accustomed to military life. 
Apply a +2 bonus on Athletics, Endurance, Handle Ani-

mal, Intimidate, and Warcraft checks.
    Blue Skin: A few rare hobgoblins are born with 

a penchant for psionic power. You were likely shunned by 
other goblins. You have blue skin and your mul-
ticlass option is psion. Also, apply a +1 bonus 
on attack rolls using psion class abilities.
 Bombastic: Boost Intimidate and 
Nobility checks by +5.
 Dark PactM: Once daily after a 
bloody 10-minute ritual, you call into yourself 
a ghostly or fiendish spirit to empower you.
While bound, you enjoy a +2 bonus on Intimi-
date checks and may select for the day any 1 
basic magic ability from the inquisitor, shad-
owcaster or warlock class. The pact lasts 24 
hours or until you fail to resist the Exorcism 
ability. Costs 2 vitality.
 Dark Stalker: You are tainted with 
shadow stuff. Your skin is charcoal black and 
your multiclass option is shadowcaster. Apply a 
+5 bonus on Stealth checks, or +10 when hid-

ing in areas of shadow or darkness. However, you suffer a -2 penalty 
on Perception checks in areas of daylight.
  Firearms Proficiency: You are proficient with firearms 
and enjoy a +2 bonus on Mechanics checks, or +5 to make and 
repair firearms.
 Gul:  Your multiclass option is gunslinger and you gain 1,000 gp 
worth of ammunition, explosives, and firearms.
  Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Hobgoblin Inheritance: You gain extra wealth includ-
ing a boon of 250 gp in coins plus 750 gp worth of equipment of your 
choice that may be mundane or magical.
 Hobgoblin Prince: Fey blood runs in your veins. Your 
features hold exceptional feral beauty. Improve your Comeliness by 
+2 and change your multiclass options to druid, ranger or shaman.
 Infiltrator: You move quietly and attentively through shad-
ows. Apply a +5 bonus on Perception and Stealth checks.
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2. 
 Pain Adept: You enjoy +5 DR against pain damage.
 Pain BladeM: You enjoy a +1 bonus on your attack rolls and 
deliver +1d6 pain damage when using a melee weapon. Requires 
Pain Adept.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Racial Hatred: Some hobgoblins receive special training 
against ancient foes. You enjoy a +1 bonus on attack rolls a +2 bonus 
on damage rolls against elves and half-elves.
 Tactical Warfare: Apply a +5 bonus on Warcraft checks. 
Also apply a +1 bonus to attack rolls and saves whenever you are 
within 15 ft of an ally.
 Voice of Authority: You target a person within 15 ft and 
line of sight and hearing who suffered damage by you in the past 1 
round. You demand surrender. If you beat the target’s Fortitude, he 
drops all held weapons and must resist using Will or also be dazed for 
1 round. Requires Charisma 13+. Costs 1 vitality.
 Weapon Familiarity: Select 1 weapon group such as 
spears. You are proficient with all weapons in this group and enjoy a 
+1 bonus on attack rolls using those weapons.
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 Kobold
Kobolds are small reptilian humanoids with draconic blood.

Appearance & Culture
Kobolds stand 3 to 3½ ft tell and weigh 30 to 50 pounds. Most are 
barbaric and a few are civilized. Their scaly skin varies from dark 
brown to black with a rusty tinge, though the rare aquatic kobold 
is blue. Kobolds lay eggs. They settle in caves, mines, underground 
caverns, and other locales that are dark, easily defendable, and loaded 
with ore or magic.
 Kobolds are often viewed by the other races as puny, covetous, 
cowardly, sadistic, and cruel—but also skilled miners and ingenious 
trapmakers. Kobolds claim they are a servant race to noble drag-
ons, and legends describe gnomes and kobolds as eternal enemies. 
Kobolds tend to follow sorcerers and are well-organized despite 
their frequent squalor.
 Kobolds are generally crafty. They love shiny treasure. Their skill 
with alchemy and traps makes them dangerous foes despite their 
small size and frail bodies. Given the iron hand of strong leader-
ship and quality materials, they make loyal and adept miners and 
craft workers. Kobolds eagerly serve a dragon or a cause favorable to 
dragons, even if doing so pulls them from their usual outlook.
 Kobolds organize as tribes. Usually, tribal life imprints cruelty 
onto their psyches, with the most muscular, crafty, and magically 
gifted rising to positions of power. Sometimes, however, a kobold 
grows curious and leaves his tribe to explore the larger world. 

Physical Traits
Kobolds have the following characteristics.
 Attributes: -2 Strength and +4 Dexterity. Kobolds are small 
and weak but speedy and nimble.
 Size: Small. You enjoy a +2 bonus to Reflex and a +5 bonus on 
Stealth checks, but are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 30 ft.
 Wound Points: 3. Kobolds are among the smallest and 
weakest of humanoids.
————————————————————————
 Claws and Teeth: You use a combination of your teeth and 
claws to inflict 1d3 damage against an adjacent foe that fails to resist 
using Reflex. Add your Strength modifier to the damage.
 Cold Weakness: As a reptile, you are fatigued and suffer a 
-5 penalty on Endurance checks when the temperature is below 
freezing.
 Darkvision: You see in conditions of total dark-
ness as easily as full daylight. Darkvision is black and 
white only, but it is otherwise like normal sight.
 Kobold Skills: Apply a +2 bonus on Acrobat-
ics, Appraise, Bluff, Craft, Dungeoneering, Mechanics, 
Stealth, Streetwise, Survival, and Trick checks.
 Light Blindness: Abrupt exposure to bright 
light (such as sunlight or a Light spell) blinds you for 1 
round and leaves you dazzled as long as you remain in the 
lit area. Being dazzled inflicts a -1 penalty on dice rolls and 
saves.
 Swift Retreat: You take a 5-ft step as an immediate 
action if a foe larger than you initiates a melee attack against 
you. Costs 2 vitality.
 Scaly Hide: You have tough draconic scales that grant you 
a +1 bonus to DR.
———————————————————
 Free Languages: Common and Draconic.
 Bonus Languages: Drow, Goblin, Orc, and 
Undercommon. Select a number of bonus languages 
equal to your Intelligence bonus.
———————————————————
 Multiclassing: Artificer, rogue or sorcerer. 

You may select 1 of these classes to pursue under the multiclass 
option.
 Typical Alignment: Lawful evil. 
 Typical Deity: Asmodius, Lilith or Tiamat.
————————————————————————
 Comeliness: 2d6+0 (avg 7). Kobolds tend to be off-putting.
 Base Age: 10. Kobolds do not live as long as humans. They are 
young adults at age 10, middle-aged at 25, and old at 40.

Racial Abilities
A kobold character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Amphibious: You breathe in water as easily as you breathe in 
air. However, you must stay moist. You can remain out of water for 4 
hours + 1 hour per level. Afterward, you suffer 1 vitality damage per 
hour until you fully immerse yourself in water for at least 1 hour.
 Dark Lore: Boost Arcana and Dungeoneering checks by +5.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
 Draconic MagicM: Add to your list of known abilities 1 
basic magic ability for which you qualify from any class.
 Draconic Strength: You inherit some of your ances-
tral prowess and are stronger than you look. Apply a permanent +2 
bonus to your Strength.
 Expert Kobold: This improves Kobold Skills, such that you 
apply a +5 bonus to checks involving any 2 of the following skills: 
Appraise, Craft, Dungeoneering, Mechanics or Trick.
  Firearms Proficiency: You are proficient with firearms 
and enjoy a +2 bonus on Mechanics checks, or +5 to make and 
repair firearms.
 Improved Scales: This improves Scaly Hide to provide an 
additional +1 bonus to your DR, for +2 total bonus.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Light Adaptation: This alleviates Light Blindness, such 
that you are not blinded when exposed to light, and you are dazzled 
for only 2 minutes, after which time you can act in light without 
penalty until you reenter darkness for more than 1 minute.
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2. 
 Meek Persona: Apply a +5 bonus on Bluff checks, or +10 
when trying to convince others that you are nonthreatening. The 
bonus does not apply if you successfully attacked someone in the 

past 5 minutes.
 Miner: You know prospecting. Boost Dun-

geoneering checks by +5, or by +10 when mining.
     Nethersight:This improves Dark-
vision. You can see in magical darkness as well as 
normal darkness.
 Racial Hatred: Some kobolds 
receive special martial training against ancient 
foes. Apply a +1 bonus on attack rolls and +2 

on damage rolls against halflings and gnomes.
 Regrow: You regrow a lost tail or 
limb after 1d10+10 days. Kobolds tend to 
lose fingers, toes, and more due to pranks 
and traps.
 Sadist: Once daily, after thinking 
sadistic thoughts, you regain 1d4+1 vitality 

points.
    Trap Wary: You enjoy a +5 
bonus on Reflex when trying to 
avoid the effects of traps.
   Trickster: Boost Bluff, Dis-
guise, and Trick checks by +3.
      Weapon Familiarity:  
You are proficient with Light armor, 
and with daggers, slings, and spears.
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 Lizardfolk
Lizardfolk are reptilian humanoids that tend toward savagery.

Appearance & Culture
Lizardfolk stand 6 to 7 ft tall and weigh 200 to 250 
pounds. They have a thick hide, stout tail, and sharp 
teeth. Most are barbaric and a few are civilized. 
 Lizardfolk are often viewed by the other races 
as primitive, illiterate, superstitious, and reclu-
sive—but also wise caretakers of nature. In 
mythic battles between good and evil, lizard-
folk are initially duped by evil but choose good 
in the end. Lizardfolk tend to shun moral 
extremes and enjoy citing nature’s many 
examples of balance.
 Lizardfolk are generally wary. They 
avoid strangers, stick to tribal bonds, 
repeat ancient rites, and mimic nature’s 
eternal principles and rhythms. They 
settle in swamps, jungles, underwater cav-
erns with air pockets, and other locales that 
are warm, wet, and defendable. They tend to 
venture out when nature deprives them of 
food or land.
 Lizardfolk vary by tribe. One tribe 
might have black scales and a poisonous 
bite, while another might have tan and 
green striped scales and skill with boo-
merangs. Tribes are often highly territo-
rial and bellicose with each other. 

Physical Traits
Lizardfolk have the following characteristics.
 Attributes: +2 Strength, +2 Constitution, and -2 Intelli-
gence. Lizardfolk are muscular, hearty, and somewhat dim-witted.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 11. Lizardfolk are tough and can absorb 
more damage than humans.
————————————————————————
 Claws and Teeth: You use a combination of your teeth and 
claws to inflict 1d4 damage against an adjacent foe that fails to resist 
using Reflex. Add your Strength modifier to the damage.
 Cold Weakness: As a reptile, you are fatigued and suffer a -5 
penalty on Endurance checks when the temperature is below freezing.
 Gullible: You suffer a -5 penalty on Insight checks when deal-
ing with humans and other races due to your differing physiology 
and innate xenophobia.
 Hold Breath: You can hold your breath for 8x longer than 
a human and do not suffer effects of over-hydration due to extended 
immersion in water.
 Illiterate: Apply a -5 penalty on Literacy checks. Lizard lack 
the inborn capacity for eloquence typical of other races.
 Outdoor Adaptation: Apply a +2 bonus on Acrobatics, 
Athletics, Endurance, Nature, and Survival checks. Though somewhat 
ungainly-looking, a lizardfolk’s 4-ft tail provides excellent balance.
 Tough Hide: Your tough scales grant you a +2 bonus to DR. 
 Unusual Body: Your unusual body shape prevents you from 
wearing normal armor. You can wear any armor but it must be cus-
tom tailored and costs 2x the normal amount. Thus, you cannot wear 
armor found while exploring unless that armor was made for use by 
lizardfolk or tailored to fit you for a similar expense.
————————————————————————
 Free Languages: Common and Draconic.
 Bonus Languages: Aquan, Gnoll, Orc, Sylvan. Select a 
number of bonus languages equal to your Intelligence bonus.
————————————————————————

 Multiclassing: Barbarian, shaman or shifter. You may 
select 1 of these classes to pursue under the multiclass option.
 Typical Alignment: True neutral. 
 Typical Deity: Greenwyrm. Evil lizardfolk prefer Tiamat 

while good lizardfolk prefer Palendine.
—————————————————————

 Comeliness: 2d6+2 (avg 9). Lizardfolk tend 
to be homely.

 Base Age: 10. Lizardfolk do not live as long as 
humans. They are young adults at age 10, middle-

aged at 25, and old at 40.

Racial Abilities
A lizardfolk character selects 2 abilities from the 
following list at 1st level, and may select more 
abilities at later levels and with age.
   Amphibious: You breathe in water 
as easily as you breathe in air. However, you 

must stay moist. You can remain out of water for 4 
hours + 1 hour per level. Afterward, you suffer 1 
vitality damage per hour until you fully immerse 
yourself in water for at least 1 hour.

    Blowgun Training: Apply a +1 
bonus on attack rolls and +2 damage when 
using a blowgun (page 161). 
 Civilized: You are more civilized 
than typical lizardfolk. Ignore the Gullible 
and Illiterate lizardfolk trait penalties.
 Disease Defense: You ignore the 
effects of all natural diseases.
 Great Fortitude: You are physi-

cally resilient. Boost your Fortitude by +2.
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2.
 Lizardfolk Multi-Strike: You can use Claws and Teeth 
for 2d4 damage. Alternatively, you can combine a melee weapon 
attack with Claws and Teeth as a single standard action but you suffer 
a -2 penalty on your attack rolls made that round.
 Quick Heal: Once daily, you automatically heal 1 wound 
point at the start of each round for 2d4 rounds.
 Regrow: You regrow a lost  tail or limb after 1d8+6 days. Liz-
ardfolk tend to lose bits and pieces to nasty swamp denizens.
 Savage Warrior: This improves Claws and Teeth such that 
your attack inflict +5 damage.
 Shamanic SightM: You can see normally from a perspec-
tive that is up to 15 ft away from your actual location. The viewing 
location is fixed when you activate the ability. Viewing requires a stan-
dard action each round. Otherwise, you lose the view for that round. 
While viewing, you are defenseless. Costs 1 vitality per round.
 Sniper: When you make a ranged attack from a hidden position 
and you miss, you remain hidden. 
 Swamp Warden: You prefer a warm, fetid environment. 
Apply a +5 bonus on Handle Animal, Nature, and Survival checks in 
jungles and swamps.
 Swamp Warrior: You are proficient with light and heavy 
shields, plus axes, spears, and small projectile weapons.
 Tail Slap: You can use your tail as a weapon, as you would your 
claws and teeth. The tail delivers 1d3 damage. Add your Strength 
modifier to the damage.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Warrior’s Hide: Your scales are notably thick, denoting the 
blood of a true warrior. Your Tough Hide ability improves to provide 
an additional +1 bonus to DR.
 Wealdkin: Replace shaman with druid as a multiclass option. 
Also, boost Handle Animal, History, and Nature checks by +3.
 Wildfolk: Apply a +3 bonus on Endurance, Nature, and Sur-
vival checks.
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 Pygmy
Pygmies are tiny, savage, and superstitious fey-like humanoids.

Appearance & Culture
Pygmies stand 2½ to 3 ft high and weigh 30 to 45 pounds. They are 
quick and strong with dense muscles. They are tribal and come in all 
colors and shapes. Sages often confuse pygmy tribes (or even pygmy 
family members) for different species of creature such as gremlins, 
jinxes or mites. Pygmies are even mistaken for sentient plants. They 
frequently sport piercings and tattoos, and they like to ornament 
themselves with flora and small trophies of defeated foes.
 Pygmies are often belittled by other races who view them as either 
inconsequentially small or as noisy and wild trouble-makers. Pyg-
mies play pranks or do worse to any who denigrate them. A popular 
myth describes pygmies who use darts laced with sleeping poison 
against “big folk”, who later awaken tied up naked on a path fre-
quented by monsters.
 Pygmies are generally rambunctious. They have high energy and 
are curious, often asking questions or snatching an item to examine 
it for themselves. They make traps and use ropes to subdue large 
prey. Despite their wildness and apparent savagery, pygmies are 
keenly perceptive and highly intelligent.
 Some pygmy tribes are highly territorial. This does not mean 
xenophobic. They will happily adopt creatures of other races as tribe 
members when there is trust and a shared danger to face. Adventur-
ing pygmies view their comrades as family members.

Physical Traits
Pygmies have the following characteristics.
 Attributes: -2 Strength, +2 Dexterity, +2 Intelligence, +2 
Wisdom, and -2 Charisma. Pygmies are weak and off-putting rela-
tive to other races but also perceptive, strong-willed, and agile in 
mind and body. 
 Size: Small. You enjoy a +2 bonus to Reflex and a +5 bonus on 
Stealth checks, but are limited to Light and Medium weapons and 
must wield Medium weapons with both hands.
 Speed: 20 ft.
 Wound Points: 5. Due to their small size, pygmies can 
withstand less damage than a typical human.
————————————————————————
 Darkvision: You see in conditions of total darkness as easily 
as full daylight. Darkvision is black and white only, but 
it is otherwise like normal sight.
 Feral Senses: You have low-light 
vision and enjoy a +5 bonus on Percep-
tion checks.
 Scent: You can detect creatures 
within 30 ft by sense of smell. If 
a creature is upwind, the range 
increases to 60 ft. If it is downwind, 
the range drops to 15 ft.
 Tribal Mark: Every 
pygmy has a tattoo or piercing that 
indicates its tribe. The tribe’s name 
alludes to a natural phenomenon as 
well as the tribe’s historical origins 
and its unique language. Common 
tribes include Akima (sky), Kolau 
(volcano), Ogni (big tree), Shek 
(big cave), Ungata (fire) or Yulanu 
(river).
————————————
 Free Languages: Com-
mon, Sylvan, Undercommon, and 
your tribe’s unique language.
 Bonus Languages: Dra-
conic, goblin, and halfling. Select a 

number of bonus languages equal to your Intelligence bonus.
————————————————————————
 Multiclassing: Barbarian, rogue or shaman. You may select 
1 of these classes to pursue under the multiclass option.
 Typical Alignment: Chaotic neutral. 
 Typical Deity: Corvis. Some fearfully worship Maurob.
————————————————————————
 Comeliness: 3d6 (avg 10). Pygmies vary greatly in appear-
ance, ranging from hideous to beautiful.
 Base Age: 10. Pygmies do not live as long as humans. They are 
young adults at age 10, middle-aged at 25, and old at 40.

Racial Abilities
A pygmy character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Conjure Sleep PoisonM: As a standard action, you trans-
mute plain oil into sleep poison to coat a weapon. When apply the 
poison, there is a 5% chance of poisoning yourself. A foe damaged by 
a coated weapon must resist using Fortitude or sleep for 2 minutes 
in addition to the weapon’s usual effect. A sleeping creature’s allies 
can use a standard action to wake him. The poison evaporates after 3 
rounds. Costs 1 vitality.
 Dart Expertise: You are proficient with darts and enjoy a 
+1 bonus on attacks and +2 damage when using a dart.
 Fast Climber: Boost Athletics checks by +5. Also, when 
climbing, you move at your normal speed (rather than ½ speed) and 
are not defenseless.
 Fast Swimmer:  Boost Athletics checks by +5. Also, when 
swimming, you move at your normal speed (rather than ½) and are 
not defenseless.
 Finger Eater: You bite off an adjacent Large or smaller per-
son’s finger. Reflex resists. Consuming the finger heals you 1 vitality 
point. You may benefit up to 5x daily from this ability.
 Head ShrinkingC: You are skilled at the art of shrinking 
a foe’s head. After 1 day and 25 gp of materials, you convert a slain 
person’s severed head into a fetish. During preparation you place any 
basic magic ability you know into the head. At any time later, you can 
hold up the head to deliver the magic as a single-use effect. Activat-
ing the effect costs no vitality. Afterward, the head crumbles to dust.
 Indoor Acclimation: You have lived your life 
underground or in an urban area. Apply a +2 bonus on Athletics, 
Dungeoneering, Mechanics, Stealth, and Trick checks.
 Iron Will: You are mentally resilient. Boost your Will by +2.

 Lightning Reflexes: You are quick and agile. Boost 
your Reflex by +2. 

 Outdoor Acclimation: You have lived 
life in the wild. Apply a +2 bonus on Acrobatics, Athlet-
ics, Nature, Stealth, and Trick checks.

 Quirky Attribute:  Improve a single attri-
bute of your choice by +1. 
    Racial Hatred: Some pygmies receive spe-
cial martial training against ancient foes. Apply a +1 
bonus on attack rolls and +2 damage against goblins, 

halflings, and kobolds.
      Savage Tastes: Up to 3x daily, when you 
eat an adjacent just-slain person’s eyes, nose, ears, 
fingers, toes or genitalia, you recover 1 vitality. You 
may eat multiple times from the same person or 
from different persons.
      Vermin FormM: For the rest of your turn, 
you are a mundane spider, rat or viper. You cannot 
make attacks in this form but you have land and 
climb speeds of 20 ft and can move through tiny 
spaces. Requires Vermin Lore. Costs 1 vitality.
      Vermin Lore: Apply a +2 bonus to Arcana, 
Bluff, History, Insight, and Perception checks when 
dealing with rats, oozes, insects or sentient plants, 
or recalling lore about such creatures.
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 Rakasha
Rakashas are calculating, curious, observant, and sly.

Appearance & Culture
Rakashas stand 5½ to 6½ ft high and average 160 to 190 pounds 
(men) or 120 to 150 pounds (women). They are the offspring of 
humans and rakshasas, evil tiger spirits that roam the earth clothed 
in human flesh. Their fiendish feline blood grants them sharp claws 
and deceptive wiles that help elevate them to positions of comfort 
and power.
 Legends describe rakashas as a blend of their parents: sometimes 
kind, usually ambitious, and often patient as they employ subtlety 
and deceit. A rakasha might act as a friend to his enemies for decades 
before springing a carefully laid maze of traps. Rakashas often enjoy 
toying with those weaker than themselves and sometimes feign a loss 
of interest before returning for the kill.
 Rakashas are generally mysterious. As half-breeds, they lack a uni-
fying culture and tend to embrace either their human side or their 
rakshasa side, though even their closest allies may be at a loss to say 
which. More than power, rakshasas enjoy decadent comforts and 
exotic indulgences. 
 Due to an innate talent for disguise, a rakasha can blend in as a 
human or such for many years, developing a network of contacts and 
a pallet of talents. Though linked to misfortune and evil, the most 
famous rakashas use their patience and wiles to trap and destroy evil 
foes that few others can touch.

Physical Traits
Rakashas have the following characteristics.
 Attributes: +2 Dexterity, -2 Wisdom, and +2 Charisma. 
Rakashas are nimble and charming, but curiosity and a love of indul-
gent living are weaknesses.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 8. Rakashas absorb the same damage as 
humans.
————————————————————————
 Disguise SelfM: Your surface traits—hair color, garment 
style, gender, voice pitch, etc—transmute to grant you a +10 bonus 
on Disguise checks for 1 hour. You can grow or shrink 1 ft and modify 
your Comeliness by +/- 5 points. Costs 1 vitality.
 Feline Empathy: You enjoy a +2 bonus on Handle Ani-
mal checks, or a +5 bonus when dealing with cats, lions, rakshasas, 
sphinxes, and other feline creatures.
 Feral Senses: You have low-light vision. Also, apply a +5 
bonus on Perception checks.     
 Rakasha Skills: Apply a +2 bonus on Acrobatics, Bluff, 
Disguise, Stealth, and Trick checks
 Sharp Nails: As a swift action, you extend or retract a set 
of sharp fingernails that are as hard as steel. Used together, the nails 
inflict 1d3 damage against an adjacent foe that fails to resist using 
Reflex. Add your Strength modifier to the damage.
————————————————————————
 Free Languages: Common. 
 Bonus Languages: Abyssal, Draconic, Goblin, and Infer-
nal. Select a number of bonus languages equal to your Intelligence 
bonus.
————————————————————————
 Multiclassing: Rogue, shifter or witch. You may select 1 of 
these classes to pursue under the multiclass option.
 Typical Alignment: Neutral evil. 
 Typical Deity: Asmodius, Lilith, Voktra or Ymuri. Good 
rakasha tend to worship Absolom, Esmariah or Stolgar.
————————————————————————
 Comeliness: 2d6+8 (avg 15). Rakasha tend to be beautiful.
 Base Age: 30. Rakasha live longer than humans. They are 
young adults at age 30, middle-aged at 100, and old at 300.

Racial Abilities
A rakasha character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Cat Fall: As an immediate action, subtract 30 ft from the dis-
tance fallen when computing falling damage. Costs 1 vitality.
 Cat FormM: You transform into a Tiny house cat as a standard 
action. In this form, you gain a +10 bonus on Acrobatics and Stealth 
checks. You return to your normal form at the end of your turn. You 
cannot make attacks in this form. Costs 2 vitality.
 Conversational Snare: Once daily outside of com-
bat, you can learn vital information after 10 minutes of conversation 
with an adjacent person. If you beat the person’s Will, you learn 1 
answer he knows to a question. The question and answer must both 
be phrased in 5 words or less. If you beat the person’s Will a second 
time, he exits the conversation unaware that he answered your ques-
tion. Otherwise, he knows you snared him. Requires Keen Insight. 
Costs 2 vitality.
    Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Hustle: As a swift action up to 1/round, you gain a bonus move 
action. Requires Rakasha Skills and Longstrider. Costs 1 vitality.
 Improved Initiative: You 
react quickly to attacks. Apply a 
+5 bonus on initiative checks 
or +2 when over-loaded.
 JumpM: You leap 
outward, downward or 
upward up to 30 ft as a 
standard action without a 
running start or Athletics 
check or fear of harm on 
impact. Costs 1 vitality.
 Keen Insight: 
Apply a +5 bonus on Bluff 
and Insight checks. 
 Lightning 
Reflexes: You are quick and 
agile. Boost your Reflex by +2. 
 Leonine FormM: As a 
standard action, you grow fur and 
transform for 5 minutes to be more 
animalistic, akin to a humanoid lion with 
a tail. In this form, boost Acrobat-
ics, Athletics, Intimidate, and 
Stealth checks by +5. 
Costs 1 vitality.
 Lick 
WoundsM: Up to 
3x daily, you may spend 1 minute to lick yourself or an adjacent ally 
and heal 1d3 wounds.
 Longstrider: Boost your land speed by +10 ft for 1 hour. 
Costs 1 vitality.
 Nine LivesM: Up to 3x in your career, when an attack would 
kill you, you may instead choose to fall to -1 wounds and stabilize as 
an immediate action. You must be conscious to benefit from this abil-
ity. You can take this ability 2 more times for a total of 9 spared lives 
over your career.
 Noble Rakasha: Boost Bluff and Nobility checks by +5.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Stalker: Boost Acrobatics, Stealth, and Survival checks by +3.
 Thought CaptureM: Once daily, you note the presence 
or absence of thoughts from a conscious, sentient person within 15 
ft. After concentrating for a second round, you learn the person’s 
Intelligence score. After concentrating for a third round, you learn 
the person’s current surface thoughts over the next 3 rounds if you 
beat his Will. Requires Keen Insight. Costs 1 vitality.
 Weapon Finesse: When using Light weapons, apply a +2 
bonus on attack rolls.
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equal to the character’s Intelligence bonus.
————————————————————————
 Multiclassing: Artificer, gunslinger, medicant, monk or 
psion. You may select 1 of these classes to pursue under the multi-
class option.
 Typical Alignment: Neutral evil (yansi offshoot) or law-
ful neutral (verrai offshoot).
 Typical Deity: Many slith worship Rorax or Vokta. Yansi may 
worship Lilith or Nefriti while verrai may worship Mithrais or Ymuri.
————————————————————————
 Comeliness: 2d6+4 (avg 11). Slith can be somewhat regal.
 Base Age: 15. Slith become young adults at 15, middle-aged 
at 35, and old at 55. However, slith do not age while in the Astral 
Realm. Thus, some seem to live decades or centuries longer.

Racial Abilities
A slith character selects 2 abilities from the following list at 1st level, 

and may select more abilities at later levels and with age.
 Astral Speed: While in the Astral Realm, you 
enjoy a +10 ft boost to your speed.
 Canny Merchant: Apply a +2 bonus on 
Appraise, Craft, Insight, Mechanics, and Trick checks.
 Construct Rapport: You have experience 
with constructs. Apply a +5 bonus to Arcana, Bluff, His-

tory, Insight, and Perception checks when dealing with 
constructs or recalling lore about constructs.

         Defensive Training: Aberrations 
are a traditional foe of slith. Apply a +5 bonus 

on saves to resist attacks by creatures of the 
aberration type.
 Electrotech: You study invisible 
mundane forces of nature (called immate-
ria) such as electrics, kinetics, nucleonics, 
optics, and sonics. You can make checks using 
the Technics skill (page 177) and enjoy a +2 
bonus on Mechanics and Technics checks.
  Firearms Proficiency: You are 
proficient with firearms and enjoy a +2 
bonus on Mechanics checks, or +5 to make 
and repair firearms.
 Graft SymbiontC: You enjoy a 
+5 bonus on Heal checks. Also, you can 
place a symbiont into a patient after spend-

ing 1 vitality, 10 minutes, and 250 gp worth of materials. The process 
inflicts 1 wound damage on the patient. See page 202 for details.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Psychic Monast: Select 1 basic ability of the monk or 
psion class that has no prerequisites. You learn that ability. You can 
take this ability multiple times.
 Racial Hatred: Some slith receive special martial training 
against ancient foes. Apply a +1 bonus on attack rolls and +2 damage 
against aberrations and slith of other offshoots.
 Slith Inheritance: You gain extra wealth consisting of 
1,000 gp worth of firearms, steamgear (page 174), and/or symbionts 
(page 202).
 Spell Pilot: Boost Pilot checks by +5, or by +10 for spellships.
 Tattoo ArtistC: You enjoy a +5 bonus Craft checks to ink 
tattoos. Also, you can ink magical tattoos. A person can benefit from 
up to 1 magical rune per 4 levels (round down). Inking a magical 
tattoo takes 4 hours, costs 500 gp in inks, and grants the recipient a 
permanent +2 bonus on attack rolls using 1 specific ability selected 
at the time of inking. You can boost a particular ability only once.
   Traveler: Apply a +2 bonus on Disguise, History, and Sur-
vival checks. You also know any 1 language of your choice.
 Wall Walking: As part of a single move action, you walk up 
or down a vertical incline with ease at your normal speed. You must 
begin and end your move on a flat surface or else you fall as normal. 
Costs 1 vitality.

 Slith
Slith are cold, enigmatic, learned, and mechanically-adept.

Appearance & Culture
Slith stand 5 to 6 ft high and average 140 to 170 pounds (men) or 
100 to 130 pounds (women). They are wiry thin, even emaciated, 
with small dense muscles and pointy teeth. They are nearly hairless 
and have either pasty white or red leathery skin and angular features. 
Most have green eyes.
 Slith are often viewed by other races as cool, enigmatic, knowl-
edgeable, mechanically-adept, militant, impatient, pragmatic, weird, 
and xenophobic. They are the mortal progeny of a mythical race that 
once roamed the ageless eddies of the Astral Realm. Slith retain a 
high familiarity and comfort—an intuitive sense—with creatures, 
magics, and devices from many worlds and realms of existence.
 Slith are generally distant. Eons ago, their ancestors 
shed slavery under aberrant mind-bending extra-
dimensional beings. Their saga earned them 
odd, inhuman gifts. Today, they are split into 
several offshoots, notably the malicious yansi 
and the monastic verrai. These offshoots 
often oppose each other.   
 Slith adventure to find magic, pleasures 
of the flesh, treasure, and symbionts. Some 
hunt down their ancient aberrant nemeses 
or pillage for slaves and supplies, as they have 
little patience for trivial tasks. They are the 
most traveled and sophisticated of all races.

Physical Traits
Slith have the following characteristics.
 Attributes: +2 Constitution, +2 Intelligence, 
and -2 Charisma. Slith are hearty with keen minds but 
also out-of-place and off-putting. 
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 9. Slith can absorb somewhat 
more damage than humans.
——————————————————
 Bloodline: Choose the offshoot to which 
you belong. The malicious yansi prefer a baroque 
style of gear, architecture, and speech. They are 
matriarchal and obey an all-powerful queen. They eat only meat 
and sweet foods. In contrast, the monastic verrai prefer a minimal-
ist style. They are patriarchal and swear loyalty to various lords. 
They eat only vegetables, minerals, and highly bitter foods. A slith 
immediately knows another slith’s lineage. The offshoots tend to be 
unfriendly or even hostile to each other. However, they cooperate 
against common enemies. 
 Detect Astral PortalM: You instantly learn whether an 
extra-dimensional portal that leads to the Astral Realm is present 
within a 30-ft cone. If you scan the area again, you learn the exact 
space the portal lies. You cannot detect portals to any other realms.
 Gearhead: Apply a +5 bonus on Mechanics checks, or +10 
when using steamgear. 
 Realms Lore: Boost Arcana checks by +2 regarding various 
realms of existence, or by +5 regarding the Astral Realm.
 Scavenge: Apply a +5 bonus on Appraise, Craft, and Percep-
tion checks when searching for, evaluating, and repairing used or 
broken gear. This ability offers no bonuses for new equipment, nor 
for gems, jewels, coins or magic items except if such items are dam-
aged or nonfunctional.
 Strong Mind: Boost  Will by +2 when resisting magic abilities.
————————————————————————
 Free Languages: Common and Slith. 
 Bonus Languages: Any (other than secret languages, such 
as Druidic and Thieves Cant). Select a number of bonus languages 
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 Tengu
Tengu are stealthy, vain, and covetous avian humanoids.

Appearance & Culture
Tengu stand 4½ to 5 ft high and weigh 65 to 75 pounds. They are 
avian humanoids that often resemble ravens and crows, though some 
are more colorful and look like parrots, blue jays, red rob-
ins, parakeets, and such. An exceptional few resemble 
eagles or swans. Tengu have a month-long annual 
mating season and lay eggs. The word tengu is 
both singular and plural.
 Tengu are often viewed as clannish, chatty, 
deceptive, easily flattered or bribed, multi-
lingual, perceptive, secretive, and skilled 
with blades. With other races, they tend 
to be quiet. When roosting with kin, they 
become boisterous. Tengu prefer riotous 
or baroque urban areas and are bored by 
wilderness.
 Tengu are generally secretive. They pre-
fer a tight, close-knit society and rarely 
allow others into their small bands, called 
roosts. Tengu covet shiny things, may 
horde colorful odds-and-ends, and have 
little sense of property except when it is 
their own. Tengu crave secrets of magic.
 Tengu lay eggs in a clutch and are highly 
protective of their nests and young. Strang-
ers who enter a nest or touch an egg or 
juvenile tengu are immediately targeted for 
attack, to be driven away or possibly killed.

Physical Traits
Tengu have the following characteristics.
 Attributes: -2 Constitution, +2 Dexterity, and +2 Wisdom. 
Tengu are fast and observant but delicate due to their hollow bones.
 Size: Medium
 Speed: 30 ft.
 Wound Points: 5. Tengu are somewhat frail and can absorb 
less damage than humans. 
————————————————————————
 Blade Finesse: Boost attack rolls by +1 when using blades.
 Claws and Beak: You use a combination of your beak and 
claws to inflict 1d4 damage against an adjacent foe that fails to resist 
using Reflex. Add your Strength modifier to the damage.
 Gifted Linguist: Apply a +3 bonus on Literacy checks and 
select 2 languages to know beyond your usual allotment.
 Low-Light Vision: You see 2x as far as a human in moon-
light, torchlight, and similar conditions of poor illumination. You can 
distinguish color and detail under these conditions.
 Sneaky: Apply a +2 bonus on Perception and Stealth checks.
 Sworn Secrets: You enjoy a +2 bonus on Bluff checks and a 
+2 bonus on Will to resist Detect Thoughts, Learn True Name, Mind 
Spider, Zone of Truth, and similar magic abilities as decided by the 
GM that are designed to reveal intangible, private information.
————————————————————————
 Free Languages: Common and Tengu.
 Bonus Languages: Any (even secret languages such as 
Druidic and Thieves Cant). Select a number of bonus languages 
equal to the character’s Intelligence bonus.
————————————————————————
 Multiclassing: Mageblade, rogue or sage. You may select 1 
of these classes to pursue under the multiclass option.
 Typical Alignment: Chaotic neutral.
 Typical Deity: Corvis. Maybe Lilith or Asmodius if evil, or Iris 
or Tanish if good.
————————————————————————

 Comeliness: 2d6+2 (avg 9). Tengu possess an odd, menacing 
look and startling mannerisms.
 Base Age: 15. Tengu become young adults at 15, middle-aged 
at 45, and old at 90. Despite their size and delicate frame, tengu are 
long-lived. Some tengu, called elders, live 2x as long.

Racial Abilities
A tengu character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.

     Arcane TenguM: You speak a magical form of the tengu 
language called Maho that can only be understood by others 

who speak the language. Not even magical means penetrate 
or mimic this language. You must have at least 1 magic ability 

to learn Maho.
 Bright-Seeker: You enjoy a +3 bonus on 
Appraise, Craft, and Perception checks.  

       Disguise SelfM: Your surface traits—hair 
color, garment style, gender, voice pitch, etc—

transmute to grant you a +10 bonus on Disguise 
checks for 1 hour. You can grow or shrink 1 ft 

and modify your Comeliness by +/- 5 points. 
Costs 1 vitality.
     Elder Lifespan: Double your lifespan 
such that you are a young adult at 20, middle-
aged at 90 and old at 180 years. Moreover, you 
are immune to magical effects that accelerate 
aging.

          Exceptional Lineage: You resem-
ble a noble eagle or graceful swan. Improve your 
Comeliness by +2. 
      Flit: As a standard action, you gain the 
ability to fly with a 30 ft speed for the remain-
der of your turn.You must end flight on a solid 
surface. Costs 1 vitality.

 Horrid Squawk: All creatures except other 
tengu within a 15-ft cone suffer 1d4 sonic damage per level (max 
5d4) or ½ damage when they resist using Fortitude. Costs 1 vitality.
 Keen Eye: Boost Appraise and Perception checks by +5.
 Musician: Boost Literacy and Music checks by +5.
 Pick-Pocket: Boost Trick checks by +5, or by +10 when 
attempting to pick pocket an adjacent target.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Raven FormM: You transform into a Tiny bird as a standard 
action. In this form, you gain a +5 bonus on Stealth checks and can 
fly at speed 40 ft. You return to your normal form at the end of your 
turn. You cannot make attacks in this form. Costs 2 vitality.
 Shifty Mind: This improves Sworn Secrets to boost Bluff 
checks by +5 and Will by +5 to resist the listed magic abilities.
 Sky Magic: Boost Arcana and Nature checks by +5.
 Sword Trained: You are proficient with all light blades and 
heavy blades.
 Tengu Battle Cry: Once daily as a move action, you caw 
such that and all allies within 15 ft may instantly move an extra 5 ft.
 Tengu Inheritance: You gain masterwork leather armor 
(160 gp), a masterwork short sword (312 gp), a masterwork short-
bow (330 gp), 20 arrows (1 gp), plus 200 gp worth of gems and 
jewels of your choice.
 Trickster: Boost Bluff, Disguise, and Trick checks by +3.
 Two-Weapon Fighting: When armed with 2 Light 
melee weapons, or 1 Medium weapon and 1 Light weapon, you may 
make 2 melee attacks as a standard action, each with a -2 penalty to 
your attack roll. If you have the Sneak Attack ability, you can apply it 
to both weapons. Requires Strength 15+.
 Ventriloquism: You can project your voice to any space 
within 15 ft. Creatures that fail to resist using Will perceive your 
voice comes from the projected space, while those that succeed may 
attempt a DC 25 Perception check to learn your true location. Costs 
1 vitality.

Chapter 3: Races



36

 Tiefling
Tieflings have devilish traits and are crafty, agile, and arrogant.

Appearance & Culture
Tieflings stand 5½ to 6 ft tall and weigh 130 to 180 pounds. Their 
hair varies from charcoal black to blood red. They have red eyes, 
small curved horns, cloven feet, and long narrow tails that end in a 
sinister-looking v-shape. They are usually wiry if not muscular. Those 
few who are fat are grossly obese.
 Tieflings are often viewed as hedonistic, rude, untrustworthy, and 
wicked descendents of humans and devils. They are found in urban 
areas and dark cavelands beneath the earth because cities are full of 
interesting people and lavish goods while cavelands host other fiend-
ish creatures.
 Tieflings are generally scheming. At their best, they are artistic, 
driven, quick witted, strategic, and fearless. Tieflings who adventure 
often do so to gain treasure, flee social discrimination, serve a liege’s 
cause, or test the limits of their fiendish heritage. Some also seek 
ways to extend their lifespan to avoid the torments of the afterlife.
 Despite their heritage, tieflings can be any alignment. Good tief-
lings may feel a need to prove themselves or even compensate for the 
misdeeds of other tieflings. Even the good ones, however, may hold 
to a dark humor or come off as scheming or as damned souls.

Physical Traits
Tieflings have the following characteristics.
 Attributes: +2 Dexterity, +2 Intelligence, and -2 Charisma. 
Tieflings are nimble and mentally astute, but may easily insult others.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 8. Tieflings absorb damage the same as 
humans.
————————————————————————
 Darkvision: You see in conditions of total darkness as easily 
as full daylight. Darkvision is black and white only, but it is otherwise 
like normal sight.
 Hell ShroudM: You blast flames in a 5-ft radius around you. 
The flames are either blistering red (fire damage), freezing blue 
(cold damage) or stinging green (acid damage). The shroud inflicts 
1d4+1 damage (no save) to adjacent foes. Costs 1 vitality.
 Horns and Tail: You use a combination of your horns, 
hooves and tail to inflict 1d4 damage against an adjacent foe that fails 
to resist using Reflex. Add your Strength modifier to the damage.
 Infernal Acclimation: You enjoy +2 DR 
to resist acid, cold, and fire damage. 
 Sneaky: Apply a +2 bonus on Bluff and Stealth 
checks.
——————————————————
 Free Languages: Common and Infernal. 
 Bonus Languages: Abyssal, Orc, Gnoll, 
Goblin, Draconic, and Undercommon. Select a number 
of bonus languages equal to your Intelligence bonus.
——————————————————
 Multiclassing: Blackguard, rogue or warlock. 
You may select 1 of these classes to pursue under the 
multiclass option.
 Typical Alignment: Lawful evil.
 Typical Deity: Asmodius, Lilith, Nefriti, Phane 
or Tiamat. Any evil deity will do. Good tieflings tend to 
suffer the wrath of such deities and their followers. Even 
good deities view such tieflings with suspicion.
—————————————————
 Comeliness: 2d6+6 (avg 13). Tieflings 
possess a fiendish beauty.
 Base Age: 20. Tieflings live somewhat lon-
ger than humans. They are young adults at age 20, 
middle-aged at 50, and old at 80.

Racial Abilities
A tiefling character selects 2 abilities from the following list at 1st 
level, and may select more abilities at later levels and with age.
 Abusive: Once daily, after spending 1 round physically or ver-
bally abusing an adjacent person, you regain 1d6 vitality.
 Bloodhunter: Apply a +1 bonus on attack and damage 
rolls against foes that are below full wound points.
 Bonus Faith Points: At each new level or new year, you 
gain 2 bonus faith points if you worship a nongood deity. See the call-
out on page 129 for details.
 Dark Wayfinder: Boost Disguise, Stealth, and Streetwise 
by +3.
   Fiendish Beauty: You have an incubus or succubus in your 
lineage. Improve your Comeliness by +2.
 Fiendish Inheritance: You gain a suit of magical 
demonskin leather armor (page 194).
 Fiendish Rapport: You have experience with fiends, per-
haps from your childhood. Apply a +5 bonus to Arcana, Bluff, His-
tory, Insight, and Perception checks when dealing with fiends or 
recalling lore about fiends.
 Sneaky: You enjoy a +5 bonus on Bluff and Stealth checks.
 Fire BurstM: You produce a burst of fire. It might come from 
your hand, horns, tail or eyes. You can use the fire to light a torch or 
inflict 1d4 fire damage +1 point per level on a target within 15 ft 
that fails to resist using Reflex. You are immune to your own fire.
 Hell-Shroud master: This improves Hell Shroud to 
inflict 1d6 damage +1 per level.
 Hellish BlastM: Creatures within a 15-ft cone suffer 1d4 
fire damage per level (max 5d4), or ½ damage if Fortitude resists. 
Costs 1 vitality.
 Infernal Resistance: This improves Infernal Acclima-
tion, such that you enjoy +5 DR against acid, cold, and fire.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2. 
 Nethersight: Your darkvision improves. You can see in mag-
ical darkness as well as normal darkness.
 Rare Attribute: Boost 1 attribute of your choice by +1. 
 Tempt Into Sin: Once daily, 1 person you target within 
15 ft must resist using Will or be friendly with you and aid you to 
perform an evil act for 5 minutes. Evil acts include lying, cheating, 
and stealing as well as impure and unnatural acts. When the effect 
ends, the person feels guilt and is unfriendly toward you (if good or 

neutral) or he may remain friendly to you (if 
evil) provided the activity was in his inter-
est and a success.
 Unholy Surge: Once daily, you 

can heal 2d4 wounds.
 Vengeful Anger: When a foe suc-

cessfully strikes you in combat, apply a +1d4 
bonus on all further damage rolls you make 
against that foe over the next 5 minutes.
 Vile WrathM: Whenever you deal 
damage to a celestial creature or a cleric or 
paladin, add +1 vile wound damage in addi-
tion to any other damage dealt. This bonus 
damage always bypasses DR.

       Vile Visage: You show strong physi-
cal signs of fiendish heritage. Apply a -2 penalty 
to Comeliness and a +10 bonus on Intimidate 

checks when dealing with persons.
      Vitriolic Rebuke: This ability 

improves Vengeful Anger, such that the 
affected foe is pushed back 5 ft when-
ever you successfully strike it.
 Warrior: You are pro-
ficient with Medium armor and 1 
weapon group of your choice.
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 Warmech
Warmech are sentient mechanical humanoids built for battle.

Appearance & Culture
Warmech stand 6 to 6½ ft tall and weigh 270 to 300 
pounds. They are clearly artificial, built from iron-
wood, fibrous roots, steel, and so forth. They sport 
many human features, some of which are non-func-
tional. They have minimal facial expressions and are 
difficult to read. They do not reproduce biologically.
 Warmech are often viewed as heartless, inhuman, 
odd, and dangerous, which is not surprising since 
they are built for battle and hard labor like 
mining. However, they are fiercely loyal in 
service of their kingdom, patron or master.
 Warmech are generally silent. Rather 
than speak, they are often busy observing, 
noting layout and numbers, and analyzing 
tactical options and contingency plans. 
Warmech enjoy adventuring because 
fighting monsters and evading traps fulfills 
their talents while eschewing their origi-
nal mandate.
 Despite their constructed nature, war-
mech are alive and possess souls. The 
details of their daily experience differ from 
living creatures but their spiritual life is the 
same. Some warmech are built as humanoid-like mannequins.

Physical Traits
Warmech have the following characteristics.
 Attributes: +2 Strength and -2 Charisma. Warmech are 
similar to humans but as machines they are stronger and lack easy 
rapport with other people.
 Size: Medium.
 Speed: 30 ft.
 Wound Points: 11. A warmech can absorb more damage 
than the typical human.
————————————————————————
 High Endurance: Boost Endurance checks by +5. Also, 
apply a +5 bonus to resist attacks that cause fatigue or exhaustion. 
You can sleep in armor without experiencing fatigue the next day.
 Immortal Build: You do not age and cannot die of old age. 
You do not gain benefits or suffer penalties due to age. Also, you have 
no need to breathe, eat or sleep. You can still gain sensory informa-
tion (such as sniffing the air or tasting a flavor).
  Inhuman: Apply a -5 penalty on Insight checks and a +5 
bonus on Bluff checks due to your artificial facade.
 Lightning Rod: Apply a -5 penalty on saves to resist elec-
trical attacks and effects. Electricity harms you.
 Resist Healing: Due to your artificial nature, you do 
not heal wound damage due to rest. Also, magic abilities that heal 
wounds such as Lay on Hands provide only ½ the normal benefit.
 Sink Like Stone: Due to your weight, you suffer a -5 pen-
alty on Acrobatics and Athletics checks while submerged in water.
 Stabilize: When reduced to negative wound points, you auto-
matically stabilize.
 Tough Chassis: Your tough chassis grants +3 DR. This 
chassis replaces armor. You cannot wear normal armor though you 
can use a shield and/or wear special clippons if trained in their use, 
and your chassis can be magically enchanted as if it were armor. 
 Warmech Immunity: Warmech are robust. You are 
immune to mundane diseases and inhaled gases and enjoy a +2 bonus 
to resist mundane poison.
 Warmech Skill: Apply a +5 bonus on Mechanics checks. 
Moreover, once daily, you can cure yourself of wound damage by 
making repairs. After 10 minutes of work, you recover a number of 

wound points equal to your Mechanics check result minus 15.
——————————————————

 Free Languages: Common.
 Bonus Languages: None. You do not gain 
any bonus languages regardless of your Intelligence.
——————————————————
 Multiclassing: Artificer, fighter or mage-
blade. You may select 1 of these classes to pursue 
under the multiclass option.
 Typical Alignment: Lawful neutral.

 Typical Deity: Mithrais.
——————————————————

   Comeliness: 2d6+4 (avg 11). Warmechs tend 
to be sleek and also slightly scary.
 Base Age: 0. Warmechs do not age and are 
effectively immortal. That said, warmech characters 

are usually recently constructed.

Racial Abilities
A warmech character selects 2 abilities from 
the following list at 1st level, and may select 
more abilities at later levels and with age.
 Battle Ready: Boost Warcraft 
checks by +5. Also, you are proficient with 1 
weapon group such as light blades.
 Electrotech: You study invisible 
mundane forces of nature (called immateria) 
such as electrics, kinetics, nucleonics, optics, 

and sonics. You can make checks using the Technics skill (page 177) 
and enjoy a +2 bonus on Mechanics and Technics checks.
 Gearhead: Apply a +5 bonus on Mechanics checks, or +10 
when using steamgear.
  Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Hardened Chassis: You enjoy +2 DR against all energy 
types except electrical damage.
 Humanoid Disguise: You have a slender chassis, artfully 
fake features, and mannequin-like skin that grant you a +10 bonus 
on Disguise checks to pass for a human, half-orc or similar Medium 
race. You cannot also have War Chassis.
 Iron Will: You are mentally resilient. Boost your Will by +2.
 Life-LikeM: This magically improves Humanoid Disguise such 
that your skin and features are magically augmented and grant you a 
+20 bonus on Disguise checks to pass for a living humanoid.
 Metallic Chassis: Your body armor is tough steel. Improve 
your DR by +2. However, apply a -5 penalty on saves to resist elec-
trical attacks.
 Miner: You are an experienced prospector. Boost Dungeoneer-
ing checks by +5, or by +10 when mining.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Resolve: Once daily, on a turn when you suffer wound damage 
in combat, you recover 1d6 vitality at the start of your next turn. 
 Self-Repair: Apply a +5 bonus on Mechanics checks, or +10 
once per day.
 Sturdy Against Poison: This improves Warmech 
Immunity, such that you ignore the effects of all mundane poisons.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Unlimited Endurance: This improves High Endurance, 
such that you enjoy a +15 bonus on Endurance checks.
 War Chassis:  You are outfitted with protective metal guards. 
Your Metallic Chassis ability improves to provide an additional +1 
bonus to DR.
 Warmech Inheritance: You gain a masterwork long-
sword (325 gp), a masterwork longbow (375 gp), and a masterwork 
shield (309 gp).
 War Trained: You are proficient with bows, heavy blades, 
warmech clippons (page 154), and shields, except tower shields. 
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“By the cockpit record, we reckon Captain Shay 
reached for her gun in those last seconds just as 
the thing’s cool tentacles latched onto her heart.”

Chapter 4 
Classes

A character’s class is his profession. Table 4-1: Summary of Classes 
lists 30 exciting professions to choose from. 

Table 4-1: suMMary of Classes

Class Page Description

Artificer 42 Alchemist and craftsman who locates, analyzes, 
and crafts magic items, traps, and constructs.

Barbarian 44 Quick, resilient warrior of the wilds who can fly 
into a terrifying rage.

Bard 46 Social dilettante, lore keeper, and jack of all 
trades. A single word or song can disable a foe.

Blackguard 48 Terrible warrior armed with fiendish pacts.

Cleric 50 Moral guide, shield against evil, and healer.

Dhampir 52 Vampiric night stalker with few weaknesses.

Druid 54 Nature priest who influences animals and plants 
and can take animal form.

Elementalist 56 Genie-like master air, earth, fire, and water.

Fighter 58 Trained soldier, skilled with armaments and 
maneuvers.

Gallant 60 Charismatic and agile swordsman who pursues a 
distant and difficult quest.

Gunslinger 62 Firearms expert and agile warrior. 

Inquisitor 64 Law enforcer, hunter, and guardian of society.

Invoker 66 Scion of a deity who calls his deity’s name.

Mageblade 68 Flashy swashbuckler that melds a blade or bow 
with magic and deft moves.

Medicant 70 Master of flesh and bone, be it kind healer or mad 
surgeon.

Monk 72 Martial artist who uses fists and jumps to stun foes.

Necromancer 74 Master over death who commands and creates 
undead.

Paladin 76 Righteous warrior dedicated to wiping out evil.

Pathfinder 78 Scholarly explorer for artifacts and ruins.

Psion 80 Student of aberrant lore, with telepathy, teleki-
nesis, and other extrasensory powers.

Ranger 82 Scout, trapper, and spy who is highly adept with 
a bow or two weapons.

Rogue 84 Shady urban trickster with a nasty sneak attack.

Sage 86 Arcane scribe and rune smith, adept with lore, 
magic symbols, and use of true names.

Shadowcaster 88 Mage that mixes darkness and light and taps into 
the shadow-side of magic. 

Shaman 90 Guardian of the afterlife who taps the wisdom 
and power of otherworldly spirits.

Shifter 92 Primal warrior who transforms into a deadly 
wolf-like beast.

Sorcerer 94 Student of draconic mysteries who transforms 
into a dragon.

Warlock 96 Corrupt spellcaster with fiendish magic.

Witch 98 Fey-like enchanter, illusionist, and empath who 
aids or misleads. 

Wizard 100 Classic explorer-mage with a bevy of useful, 
potent spells.
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 Advancement
Characters usually begin at 1st level and progress with experience 
up to 20th level. As listed in Table 4-2: Character Progression, all 
characters gain vitality, abilities, awards, and attribute boosts as they 
progress. 
 In order to progress to a new level, a character must have the 
number of experience points (abbreviated XP) listed in the table. 
The XP amounts indicated (at each level) are the total gained up 
to that point in the character’s career. For example, Talos the 1st-
level fighter begins with 0 XP and earns 7 XP during an adventure. 
This is more than the 5 XP listed for 2nd level, so he progresses to 
2nd level. During his next adventure, he earns 14 XP. His total now 
equals 21, which is enough to advance him to 3rd level. A character 
cannot advance more than a single level after a single game session. 
 Characters who start at 0th level are juveniles on the cusp of adult-
hood. They must earn 2 XP and select a class to graduate to 1st level.

Table 4-2: CharaCTer progression

Level XP Vitality
Abilities
Gained

Theme
Awards

Attri-
bute

Boost

0 -2 1 Standard racial traits Minor

1 0 5 2 racial, 3 core

2 5 10 4 basic Minor

3 20 15 4 basic, 1 racial

4 40 20 2 basic, 1 intermediate Minor

5 70 25 2 intermediate +1/+1

6 100 30 1 basic, 1 intermediate Major

7 150 35 2 intermediate, 1 racial

8 200 40 2 intermediate Minor

9 250 45 1 advanced +1/+1

10 300 50 1 basic, 1 intermediate Major

11 375 55 1 advanced

12 450 60 1 advanced Minor

13 550 65 1 racial +1/+1

14 650 70 1 paragon Minor

15 750 75 1 advanced

16 850 80 1 basic Major

17 950 85 1 basic, 1 advanced +1/+1

18 1100 90 1 intermediate, 1 racial Major

19 1250 95 1 basic

20 1500 100 1 act of legend* Minor

 * Each day the character may select a different paragon tier ability.

Abilities Gained
At 1st level, a character knows the 3 core abilities listed under his 
class. As a fighter, Talos begins with Combat Focus, Rapid Attack, and 
Weapon Focus (page 58).
 A character also starts with 2 race abilities. Options are listed 
with each race description. Talos is human and takes Electrotech and 
Seafarer for his racial abilities. Apparently, his extensive time at sea 
included training in electrical machinery.
 At 2nd level, a character learns more. Options are listed with 
each class. Abilities are organized into 4 tiers: basic, intermediate, 
advanced, and paragon. A character selects 4 basic abilities at 2nd 
level, 4 more basic abilities and 1 more racial ability at 3rd level, and 
so forth over his career. He learns his first intermediate ability at 4th 
level, his first advanced ability at 9th level, and his first paragon abil-
ity at 14th level. Twentieth level is special as noted above.

Vitality
Vitality is the energy a character can tap to avoid blows and use 
abilities. A character’s maximum vitality points equal the amount 
indicated in the table for his level plus his Constitution modifier 
(minimum 1 vitality). For example, a 5th level character with 15 
Constitution has 25 + 2 = 27 vitality.

Theme Awards
Characters are eligible for awards at every even level over their 
career. These awards are selected from the character’s theme.
 Themes include Arcanist, Believer, Commando, Dilettante, 
Explorer, Guildsman, Heretic, Hunter, Martialist, Noble, Protector, 
Rider, Romantic, Scientist, Specialist, and Traitor. Each theme offers 
an archetypal set of abilities that focus a character in terms of statistics 
and role-play. See Chapter 6: Themes on page 108 for details.
 Themes offer minor and major awards. These are equivalent to 
basic and intermediate abilities, respectively.
 

Attribute Boosts
Attributes improve with level. At 5th level, a character improves any 
2 attributes by +1. Again at 9th, 13th, and 17th level, the character 
improves any 2 abilities by +1. Never apply both +1 boosts to the 
same attribute. Because fighters rely on Strength, Talos will likely 
improve that attribute whenever he can. He might also improve his 
Dexterity, Charisma or some other attribute.

optional rule: multiclaSSinG
If the GM allows, any time after 2nd level, a character can immerse 
himself in a second class. This is called multiclassing. Right when 
your character attains a new level, you forfeit the usual benefits of 
that level (abilities, awards, and attribute boosts) in order to gain the 
new class’s 3 core abilities plus any 1 basic ability from that class. You 
also get the new class’s armor or weapon proficiencies (you decide 
which), but do not add defense bonuses or starting gold. Thereafter, 
you progress normally again and select abilities from both your pri-
mary class and your multiclass, as you desire. When resolving attack 
rolls and other aspects of abilities, use the prime attribute of the class 
that corresponds to the ability in use.
 Multiclassing takes time and money. Happily, your multiclass 
options are based on your race and culture—you are already some-
what familiar with the class! Refer to the new class’s usual training 
time and spend that amount in weeks (rather than years), with each 
week costing 50 gp in materials and tutoring, assuming you locate a 
person of the new class to train you. Reduce the cost to 25 gp weekly 
if you train under a fellow party member or a sentient nonperson 
(such as a dryad, illithrix or werewolf) that is friendly to you and has 
the class listed among its multiclass options.
 A character can multiclass once. If you want more options, select 
the Dilettante theme. If you want to focus on acquiring a deity’s 
abilities, try the Invoker class or the Believer or Heretic themes.

BeHinD tHe matH
Characters advance at a steady pace over 20 levels. 
 Mathematically, abilities are worth points. Basic, core, and racial 
abilities are worth 1 point. Intermediate abilities are worth 2 points, 
advanced abilities are worth 4 points, and paragon abilities are worth 
8 points. Minor awards are 1 point and major awards are 2 points. 
Characters advance by about 5 points per level. 
 In total, a character gains 15 basic abilities plus 10 intermediate, 5 
advanced, and 2 paragon abilities. These are in addition to racial traits 
and abilities, core class abilities, and attribute boosts.  
 In theory, you can design a character in a free-form way using a 
point-based system, spending 5 points per level. In practice, this may 
make paragon abilities inaccessible (they cost 8 points) and may result 
in unbalanced characters. 
 Creatures that you encounter from the monstrous to the sublime 
are designed following the same pattern of 5 points per level.
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 Key Terms
Here are key terms to know regarding your character’s class. 
 Prime Attribute: A character’s prime attribute is decided 
by his class. For example, Talos the fighter has Strength as a prime 
attribute. A character’s prime attribute determines the highest tier 
of class abilities he can access (see Minimum Attribute Score below).
 Attack: When you target a foe with an ability that allows it to 
resist, you make an attack roll. Resolve the attack roll using the fol-
lowing formula:
 = d20 + ½ your level + your prime attribute 

modifier +  other modifiers
 Each ability specifies which of your foe’s defenses (Fortitude, 
Reflex or Will) you must overcome. If your attack result equals or 
falls below the target’s defense then the target resists your attack. 
Otherwise, it  suffers consequences. 
 Defenses: Characters resist attacks using Fortitude, Reflex 
and Will. Every class grants a bonus to 1 or more of defenses. For 
example, fighters enjoy a +2 bonus to Fortitude.
 Armor: This entry indicates the types of armor and shields 
with which a character is initially proficient. For example, fighters 
start proficient with many types of armor and shields while wizards 
start with no proficiency. When a character wears armor for which 
he lacks proficiency, he feels klutzy and is impeded, suffering a -5 
penalty on all d20 rolls.
 Weapons: This entry indicates the weapons for which a char-
acter has proficiency. Proficiency may include an entire weapon 
group or groups as well as particular weapons. When a character 
uses a weapon for which he lacks proficiency, he suffers a -5 penalty 
on his attack roll.
 Starting Gold: Roll the dice indicated to determine a 
character’s starting gold. You may use the starting gold to purchase 
gear as indicated in Chapter 8: Equipment.
 Alignment: The character must be the alignment indicated 
or suffer penalties. Most classes allow “Any” alignment. For example, 
being a fighter does not entail a particular moral or ethical outlook 
and thus can be any alignment.
 Special: Listed here are unique benefits and limits of a class 
along with role-play advice. Fighters do not have any significant ben-
efits or limitations.
 Training: Roll the dice indicated and add the result to the 
young adult age listed under the character’s race. For example, 
humans become young adults at age 15, and fighters have an appren-
ticeship of 1d4 years. For Talos the fighter, if a die roll indicates a 3, 
his career begins at age 18 (15+3). With your GM’s approval, you 
can begin at a different age.

  Using Abilities
Here are concepts to know to adjudicate the use of abilities. 
 Ability Type: Some abilities are marked with C or M. Abilities 
marked with a C symbol are craft abilities. They require time, gold, 
and a toolkit or laboratory to use. Without these, the ability is unus-
able. Abilities marked with a M symbol are magic abilities. Typically, a 
character must have an implement such as a staff or wand in order to 
use a magic ability. Without an implement, the character suffers a -2 
penalty on attack rolls using that ability.
 Prerequisite: When an ability states you “require” another 
ability to use it, or the ability “improves” another ability, then you 
must have that other ability.
 Minimum Attribute Score: In order to learn or use 
a basic ability of a class, you must have a 9 or higher in that class’s 
prime attribute. Similarly, you must have at least a 12, 15 or 18 to 
learn or use any of the class’s intermediate, advanced or paragon 
abilities, respectively.
 Activation: Abilities require a standard action to begin using 
unless stated otherwise, though passive bonuses to skills, weapon dam-
age and so forth are automatic. Some abilities are activated as a move 

action, swift action or immediate action, or begin after performing a 
rite, meditating, or so forth as indicated in the ability’s description.
 When an ability requires multiple rounds to activate and the char-
acter is interrupted, then any vitality is expended and no effect occurs 
unless the character was in the final round of activation, in which case 
there is a 50% chance the ability works. Similarly, abilities that require 
ongoing concentration are ended if the character suffers damage. 
 Targeting: You can target a point in space, an area, your-
self, an ally (a willing recipient of your ability), a foe (an unwilling 
recipient), a stunned or unconscious creature (unwilling but can’t 
resist), an attended item (object held by a conscious foe) or an 
unattended item (object held by no one or by an ally). 
 Some abilities specify that a target must be living, nonliving, sen-
tient, mindless or a person. Constructs and undead are nonliving. 
All other creatures are living. A creature must have an Intelligence 
score of 5 or higher to be considered sentient. A “person” hails from 
the playable races such as dwarf or elf. Most abilities can affect all 
creatures and do not indicate any limitation.
 When an ability indicates a touched target, the target must be adja-
cent to you and be either an ally or a helpless foe.
 Range: Abilities function out to a certain distance. When 
engaged in combat, the battle space is delineated into 5-ft squares. 
If you use a battle mat and miniatures, 
use numeric distances. Otherwise, you 
can use approximations as indicated in 
the table at right.
 A targeted creature or item must be 
within an ability’s specified range. Oth-
erwise, you cannot target it.
 Area of Effect: An ability may 
target all creatures in an area. A typi-
cal area is a burst around a target point 
(indicated by a radius), or a cube-shaped 
or cone-shaped area. For example, the Fireball spell affects creatures 
in a 15-ft-radius burst. This indicates that creatures are affected if they 
are within 15 ft of the point targeted by the wizard who cast that 
spell. In contrast, the Burning Hands spell affects creatures within 
a 15-ft cone. The tip of the cone begins at the character’s fingertips 
(edge of his space) and grows outward to affect everything within 15 
ft in front of him. Solid obstacles such as walls block area effects that 
inflict damage unless the obstacle is the target.
 When not using a battle mat, you can mentally link character’s 
locations and actions to key spots in an encounter area, such as not-
ing that Talos the fighter is behind the first pillar in a hall.
 Duration: Abilities begin immediately after activation unless 
stated otherwise. When a duration is indicated, an ability expires 
after the specified time elapses. Otherwise, the effect is permanent. 
Typical durations are 1 round (until the start of your next turn), 2 
minutes (the typical length of a combat encounter), 1 hour, 24 hours 
(which requires daily renewal), or 4 hours + 1 hour per level. 
 Magic abilities can be suppressed or negated by other abilities such 
as Dispel Magic. Also, the character who uses a magic ability can 
dismiss it (end the effect) as a swift action unless stated otherwise.
 A magic ability that alters a target’s shape or material substance 
lasts only 1 round if the target uses a magic ability to change its own 
shape or substance. 
 Defenses: The target of an ability may be able to defend him-
self to minimize harm. There are 3 defenses, also called “saves”.
Defense Situation Attribute Modifier

Fortitude Withstand physical assault, 
such as by an arrow’s poison.

Strength or Constitution

Reflex Dodge or look away, such as 
avoiding falling into a pit.

Dexterity or Intelligence

Will Resist mental assault, such as 
a witch’s charm spell.

Wisdom or Charisma

 Each ability indicates which defense to use (if any). Compute the 
target’s defenses using the following formula: 

Unit Meaning

5 ft Adjacent

15 ft Near

30 ft Close

60 ft Proximate

90 ft Far

120 ft Distant
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 = 10 + ½ target’s level + target’s attribute 
modifier + other modifiers

 Use the most advantageous attribute modifiers. For example, a 
character with 8 Wisdom and 15 Charisma would use Charisma to 
improve his Will. 
 The character using the ability makes an attack roll. If the result is 
above the target’s defense, then the target suffers the full effect. Other-
wise, the target is okay or suffers a moderated effect such as ½ damage. 
 Weapon Use: When you use a Medium or Heavy melee 
weapon like a sword to target a foe, you must overcome the foe’s 
Fortitude in order to hit. In contrast, when you target a foe while 
using a Light melee weapon like a dagger or a ranged weapon like 
a bow, you must overcome the foe’s Reflex. If you hit, determine 
damage as specified by the ability or by your weapon’s base damage 
(listed on pages 160-161). Whenever there is uncertainty, an ability’s 
description always trumps a weapon’s description. 
 Natural Weapons: Many creatures have natural weapons 
such as claws or a bite. The target defends against such attacks using 
Reflex unless the creature’s description says otherwise.
 Damage Type: Many abilities deliver damage of a specific 
type: acid, cold, electrical, fire, force, holy, necrotic, pain, psychic, 
sonic or vile. When a damage type is indicated, the target creature 
suffers damage of that type. Some abilities grant a bonus to DR to 
reduce damage caused by a type of energy. If the damage type is not 
indicated, then assume the target suffers mundane damage such as is 
caused by claws or a weapon.
 Most abilities harm vitality. When the character drops to 0 vital-
ity, he suffers wound damage. However, some abilities cause direct 
wound damage.
 Bonus: Abilities may provide bonuses. For example, an ability 
might grant a +5 bonus on Arcana skill checks. Bonuses from differ-
ent abilities stack (add upon) each other, while bonuses from the same 
ability do not. Exceptions to this rule are stated clearly. For example, 
a character cannot benefit from multiple uses of Mage Armor, nor can 
Mage Armor benefit a character who is already wearing armor, as stated 
in the ability’s description. Bonuses go away when the ability’s duration 
expires. A few abilities only work while a character is conscious, even 
if the ability’s duration has not expired. When an ability provides tem-
porary wound or vitality points, apply damage to the temporary points 
first. If points remain when the ability expires, those points are lost. 
 Penalty: Some abilities inflict penalties. For example, the 
Prayer spell inflicts a -1 penalty on foe’s d20 rolls, while the fatigued 
condition imposes a -2 penalty on die rolls and saves. Penalties from 
different abilities stack (add upon) each other, while penalties from 
the same ability replace each other. Thus, affecting a foe with the 
Slow spell 2x does not reduce its speed to ¼ normal. 
 Condition: An offensive ability may impose a condition, 
causing a foe to be blinded, confused, exhausted, nauseated or so 
forth. See page 228 for complete definitions of conditions.
 Improved Effect: Many abilities improve with level. For 
example, the Fireball spell’s damage equals 1d6 per level. Thus, a 
9th-level wizard inflicts 9d6 damage.
 Rounding Up: For abilities, always round up unless stated 
otherwise. For example, if a spell delivers 1d6 damage per 2 levels, 
and the character is 5th level, then the spell’s damage is 3d6.
 Limited Usage: Some abilities can be used once or more 
daily. When a description does not indicate how many uses, assume 
that use is unlimited or limited only by the character’s vitality.
 Vitality Cost: Use of most magical abilities and some mun-
dane abilities drains vitality. Unless stated otherwise, subtract the 
stated cost from the character’s total vitality when the ability is first 
activated. If the character lacks sufficient vitality then he suffers 
wound damage to cover the difference. A character with 0 vitality 
cannot activate abilities that require vitality.
 Taking an Ability Multiple Times: A few abili-
ties can be taken multiple times. Each time, the character receives 
an improved benefit. For example, each time an invoker takes Basic 
Divine Ability, he can select yet another boon from his god.

party roleS
While you create your character, review other 
player’s selections of class and abilities to ensure 
that most or all the following key roles are filled.
 Antimage: Detect and repress dangerous 
magic, bypass magical defenses of foes, and counter 
enemies’ spells. The barbarian, mageblade, and wiz-
ard suit this role.
 Booster: Aid and inspire party members, 
granting them bonuses or even extra actions. The 
bard, cleric, and paladin suit this role.
 Brute: Wade into the thick of battle and smash foes 
with impunity without regard to anyone’s safety. The barbar-
ian, blackguard, shifter, and sorcerer suit this role.
 Crafter: Appraise, create, and repair items, particularly magic 
items. A craftsman is cheaper and more reliable than treasure-hunt-
ing. The artificer and medicant suit this role.
 Defender: Protect your allies. Often this means preventing 
foes from moving past you. The fighter, monk, and paladin best fill 
this role.
 Devastator: Blast hordes of foes at once using magic like 
Fireball. The elementalist, invoker, necromancer, sorcerer, and wiz-
ard suit this role.
 Face: This person speaks with diplomacy and confidence when 
encountering new creatures. The bard, gallant, paladin, and witch 
best fill this role.
 Healer: Cure wounds and remove ailments. First Aid is use-
ful, but Lay on Hands and Healing Salve are best. The cleric, druid, 
medicant, and paladin best fill this role. The witch also heals.
 Manipulator: Subtly convince others through guile or 
magic to favor your goals. This is most useful to avoid confrontation. 
The bard, dhampir, psion, and witch best suit this role.
 Scout: Quietly survey situations. Flying, scrying, and darkvision 
are useful. The ranger, rogue, sorcerer, and witch suit this role. 
 Sneak: Hide in shadows and move silently, whether to pilfer, 
overhear conversations, or enter an area with ease. The rogue best 
suits this role.
 Striker: Deal maximum hurt to a single powerful foe. Often 
this person prefers preparation and proper positioning. The dhampir, 
gallant, gunslinger, necromancer, and ranger suit this role.
 Summoner: You conjure allies to defend you, scout, or keep 
watch.  Various classes such as artificer and necromancer fill this role 
at higher levels. The invoker may keep a network of allies.
 Traveler: Bypass or reshape the environment to afford easy 
travel or hinder movement of foes. The druid and elementalist suit 
this role, though the psion and wizard are most adept at magical 
escape in emergencies.

option: mayBe you can!
If the GM allows, you may attempt to use class abilities that you 
don’t know. After all, such abilities are highly related to your training 
and what you do already. 
 You can only try to use class abilities that have a vitality cost or an 
instantaneous effect, and the chance of success depends on how much 
time you devote your effort and the ability’s tier relative to the highest 
tier you already access.
Tier Try For 1 Round Try For 1  Minute

Below your highest tier 1 in 6 chance 1 in 4 chance

Same as highest tier 1 in 10 1 in 8

Above your highest tier 1 in 20 1 in 12
 
Whether you succeed or fail, you expend the ability’s vitality cost, 
or 1 vitality, whichever is more. You may try a particular ability only 
once per level and can use this rule up to once daily per point of 
Wisdom bonus (minimum once daily). 
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 Artificer
An artificer is a master of gadgets and crafter of magic items. 

Background & Adventures
An artificer is an alchemist, trapsmith, and mechanic. He can sculpt, 
extract, boost, and otherwise manipulate magic items for most peo-
ple to use.
 An artificer makes items. He can brew a potion, make a smoke 
bomb, craft a wand, lay a trap to debilitate a foe, or build a golem 
that follows his commands. An artificer can also analyze and repair 
magic items and even re-use magic. He can animate vehicles, such as 
prompting a carriage to fly.
 Artificers often team with wizards and hire adventurers to help 
them retrieve rare materials. Some artificers tinker with dozens of 
little projects while others spend years honing a single item.
 Artificers rely on equipment more than other classes and 
they are often busy crafting between adventures. Famous gad-
geteers enjoy designing and testing the most ingenious (and 
dangerous) items that they can dream up.

Class Details
Artificers have the following statistics.
——————————————————
 Prime Attribute: Intelligence. 
 Attack: d20 + ½ class level + Intelligence modifier.
 Defenses: Will +2.
——————————————————
 Armor: All Light and Medium armors, and shields. 
 Weapons: All firearms, hammers, small blades, 
small projectiles, and subdual weapons.
 Starting Gold: 5d4 x 10 (125 gp).
——————————————————
 Alignment: Any.
 Special: Abilities marked with a C require the use 
of an artificer’s lab that costs 250 gp and weighs 40 
pounds. You can also rent such a lab for 5 gp per day.
 Training: 3d4 years.
——————————————————
 

Core Abilities
Artificers start with the following abilities at 1st level.
 Artificer Training: Apply a +3 bonus on 
Arcana, Craft, and Mechanics checks. Also, you can read magic scrolls. 
 Brew PotionC: You place an ability that you or an adjacent 
ally knows into a potion, salve, oil, pill or similar mix that delivers a 
single-use effect to a creature or object. The cost and time equal 50 gp 
and 1 hour for a basic ability or 300 gp and 2 hours for an intermediate 
ability. You or an adjacent ally pay any vitality cost when brewing the 
potion. See page 196 for details and a list of common potions.
 InfuseM: You spend 1 minute and 2 vitality to place any artificer 
basic magic ability—even one you haven’t mastered yet—into a manu-
factured object of up to 250 pounds such as a sword, belt, hat, vase or 
suit of armor. Anyone can wear or hold the item to release the ability 
by concentrating as a standard action. Use your attack roll and level to 
resolve the effect. The user must expend vitality to power the effect, as 
normal. The infusion remains until used or for 1 hour maximum.

Basic Tier
Artificers select from the following basic abilities.
 Animate RopeM: You conjure a 30-ft-long magic rope into 
your hand. On your verbal command as a standard action, it either 
extends rigidly to afford climbing, binds a helpless Medium or Small 
adjacent foe, or entangles an adjacent Medium or Small target if 
you beat the target’s Reflex. An entangled foe cannot draw items 
or move from its space unless it resists using Reflex. The rope lasts 
1 hour and has 5 hit points and a DR equal to ½ your level. You can 
only have 1 rope at a time. Costs 1 vitality.

 Arcane MarkM: You mark an adjacent object with an invis-
ible sigil that glows when you or a designated creature holds it.
 Artisan: Boost Craft and Dungeoneering checks by +5.
 Continual FlameM: You cause an unattended adjacent 
object to permanently shed strong illumination in a 15-ft-radius area 
and weak illumination an additional 30 ft. Using this ability consumes 
25 gp worth of materials.
 Detect MagicM: You learn whether magic is present or absent 
within a 15-ft cone. Each time that you scan the same area, you learn 
the exact location (within 5 ft) and name of 1 magic ability present. 
This ability cannot locate invisible creatures or detect illusions.
  Fire TrapM: Your touch sets a password-protected trap on a 
container or door. Opening the container or door without speaking 
the password activates the trap and causes 1d4 fire damage per 2 
levels (max 5d4) to adjacent creatures, or ½ damage if Reflex resists. 
You can stack traps and maintain a number of traps at once equal to 

your level. Exceeding this limit cancels your oldest 
trap. Costs 1 vitality.
    FlareM: You conjure a signal flare that you 

can either shoot upward 240 ft or at a foe within 
60 ft. An aerial flare remains visible out to 10 miles 
for 1 minute. A combat flare causes 1d8 fire damage 

+ 1 point per level and blindness for 1 round if you beat 
the target’s Reflex. Costs 1 vitality.
 Gearhead: Apply a +5 bonus on Mechanics 
checks, or +10 when using steamgear.

     Identify: Apply a +5 bonus on Appraise checks. Also, 
after expending 1 hour of study and 1 vitality, you determine all 

properties of an adjacent magic item within view. You don’t 
need to touch it.

     Magic ArmorM: Your touch improves a suit of 
armor to provide +2 DR beyond its usual protection for 
4 hours + 1 hour per level. Costs 1 vitality.
 Magic WeaponM: As a move action, your 

touch grants a weapon a +1 bonus on attack rolls and a +2 
bonus on damage rolls. The bonus damage is an energy type 

of your choice such as acid or fire and does not harm the 
wielder. For a ranged weapon, you augment its ammu-
nition. The benefits last 5 minutes and aid anyone who 
uses the weapon. Costs 1 vitality.
 MendingM: Your touch repairs minor breaks and 

tears in an unattended mundane adjacent object up to 5 
pounds in weight or 2 square-ft in size, whichever is greater, 

making it like new. This ability does not affect creatures.
 Scatter SprayM: You conjure a myriad of sharp baubles 
that fly from your hand to slice and bruise creatures in a 15-ft cone. 
Affected creatures suffer 1d4 damage per 2 levels (max 5d4), or ½ 
damage when Reflex resists. Costs 1 vitality.
 Scribe ScrollC:  You place a magic ability that you or an adja-
cent ally know into a scroll or similar single-use media that a charac-
ter with this ability or with Arcane Training or Artificer Training can 
use. The cost and time equal 25 gp and 1 hour for a basic ability; or 
150 gp and 2 hours, 325 gp and 4 hours, or 750 gp and 8 hours for 
an intermediate, advanced or paragon ability, respectively.
 Spell Pilot: Boost Pilot checks by +5, or by +10 for spellships.
 Trapfinding: Apply a +5 bonus on Perception checks, or 
+10 to notice traps.
 Wheedle Magic: Apply a +5 bonus on Arcana checks, or 
+10 when trying to activate an unfamiliar magic item. 

Intermediate Tier
Artificers select from the following intermediate abilities. 
 Arcane StrikeM: This improves Magic Weapon such that your 
touch grants a +2 attack bonus and a +5 damage bonus. Costs 2 vitality.
 Craft Magic ItemC: You can place a magic ability that you 
or an adjacent ally knows into an reusable item that is worn, held 
or used such as a staff, wand, glove, robe or puzzle box. The craft 
cost equals 1,000 gp, 2,500 gp, 10,000 gp, and 25,000 gp for basic, 
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intermediate, advanced, and paragon tier items, respectively. See 
page 190 for details. The craft time equals 1 day per 1,000 gp. The 
market price equals 2x the craft cost. The item’s user must expend 
vitality to use abilities that have a vitality cost.
 Damage ConstructM: An adjacent construct suffers 1d8 
damage per 2 levels, or ½ damage if Fortitude resists. Costs 2 vitality.
 Deep PocketsM: One adjacent garment pocket stores up to 
500 pounds of nonliving gear, though the gear takes up no space, 
adds only 5 pounds to your weight, and fits regardless of pocket size. 
A DC 25 Perception check reveals the pocket. You add or remove 
an item as a move action. You can have only 1 pocket at a time. The 
effect lasts 24 hours. When the magic ends, any contents fall to the 
floor in front of you. Costs 2 vitality.
  Disable Magic DeviceM: An adjacent unattended item’s 
magic is suppressed for 1d4 rounds or for up to 5 minutes so long as 
you concentrate as a standard action each round. This ability can dis-
able adjacent magical traps. Requires Wheedle Magic. Costs 2 vitality.
 Fantastic MachineM: You summon a level 1 ergo (page 
245) within 30 ft to complete tasks for up to an hour, or a level 2 
ergo for 10 minutes, or a level 5 ergo for 2 minutes. Costs 5 vitality.
 Handy HaversackM: You conjure any nonmagical worked 
item weighing up to 5 pounds and costing 25 gp or less, so long as 
it contains no precious metals. The item lasts 5 minutes and then 
vanishes. Costs 2 vitality.
 HardenM: You boost DR by +5 for 2 minutes for an adjacent 
nonliving object such as a suit of armor weighing up to 250 pounds 
or a 5-ft square of a hull, wall or other surface. Costs 2 vitality.
 Heat MetalM: You target 1 metal-clad foe or metal item 
weighing up to 50 pounds within 30 ft. For 5 minutes, the metal is 
hot. Creatures suffer 1d4 fire damage for each round that they wear 
or touch the metal. Removing armor takes 1 minute. Costs 2 vitality.
 Improved Infuse: Using the Infuse ability takes only 1 stan-
dard action and costs only 1 vitality.
 Make WholeM: This improves Mending, such that you com-
pletely repair a mundane object of up to 10 cubic ft per level regardless 
of damage so long as at least 75% of the original material is present. 
Body parts mend into a whole corpse. This ability can reattach a con-
struct’s severed limbs, and it can mend a broken magic item at a cost 
equal to ¼ the item’s original creation cost. Costs 2 vitality.
 Minor CreationM: After 1 minute of work, you create to 
1 cubic ft per level of nonmagical, nonliving, unattended plant matter 
(typically, furniture or clothing). The item or items last 4 hours + 1 
hour per level or until dismissed. Requires an equal mass of any raw 
material. Costs 2 vitality.
 Propel CraftM: Apply a +5 bonus on Pilot checks. Also, you 
can animate an adjacent vehicle (wagon, ship, etc) weighing up to 1 ton 
(2000 pounds) per level to move at speed 30 for as long as you concen-
trate as a standard action each round + an additional 1d4 rounds. Costs 
2 vitality per hour.
 Repair ConstructC: You repair 1d4 wound points per 
level to an adjacent construct. Costs 2 vitality.
 Shrink ItemM: A touched nonliving item, either unattended 
or in your possession, shrinks to 1/16th its normal size and turns into 
weightless cloth. The effect lasts 72 hours. You can maintain a number 
of shrunken items at once equal to your level. Restoring a held item to 
its normal size and composition is a standard action. Costs 2 vitality.
 Sovereign GlueM: You coat an adjacent area of up to 
1-square-ft with a golden fluid that permanently adheres to anything 
nonliving held to it within 1 round of application. A successful DC 35 
Athletics check breaks the bond. Costs 2 vitality.
 Steam BlastM: You project a 30-ft-cone of billowing steam. 
Creatures in the area suffer 1d6 fire damage per level (max 10d6), or ½ 
damage when Reflex resists. Costs 2 vitality.
 Steel SkinM: You enjoy +3 DR for 1 hour as your skin acquires 
a hard, metallic sheen. Costs 2 vitality.
 Summon FamiliarM: You gain an ergo, homunculus or 
mechanite as a companion. Its level equals ½ your level (minimum level 
2). If you lose it, you may acquire another after 1 month and a 25 gp cost.

 Universal SolventM: You vaporize glue and other adhe-
sives in an adjacent space, causing bonded objects to separate. You can 
affect up to 1-square-ft or an area as small as a pin prick. Costs 2 vitality.

Advanced Tier
Artificers select from the following advanced abilities.
 Air CraftM: This improves Propel Craft such that the vehicle 
gains a fly speed of 5 ft per level. Costs 5 vitality per hour.
 Arcane SightM: This improves Detect Magic, such that using 
it is a swift action and it reveals magic within a 15-ft-radius around you. 
 Conjure LaboratoryM: You conjure before you a lab, 
fully-stocked and ready with mundane tools. The lab lasts 4 hours + 
1 hour per level and provides all the benefits of an artificer’s labora-
tory. The lab allows you or another artificer to freely use artificer 
abilities marked with a C. Items removed from the lab vanish to reap-
pear back inside the lab. Costs 5 vitality. 
 Extract MagicC: After 1 hour of work, you extract magic 
essence from a touched magic item equal to ¼ the item’s original 
cost. Reduce the cost of your next craft project by the same amount. 
This process destroys the drained item. Costs 5 vitality.
 Forge ConstructC: You may create any construct type 
creature. Its level must be equal to below your level. Each level costs 
10,000 gp and 10 days of uninterrupted work or 160 hours of work 
otherwise. The construct starts loyal to you and if nonsentient also 
obedient to your verbal commands.
 Major CreationM: This improves Minor Creation such 
that you can create nonvegetable material (such as metal armor). You 
are limited to 1 pound per level when conjuring precious metals and 
gems. Costs 5 vitality. 
 Master Artificer: Boost Appraise, Arcana, Craft, Mechan-
ics, and Warcraft checks by +4.
 Restore ConstructC: Your touch restores a destroyed 
construct to 1 wound point. Costs 5 vitality.
 Rusting GraspM: You target an exposed metal item of an 
adjacent foe. If Reflex fails, the item rusts and is destroyed. Magic items 
enjoy a +5 bonus to resist. You may target a construct for wound dam-
age equal to 1d4 + 1 point per level. Reflex negates. Costs 5 vitality.
 Scalding BlastM: This improves Steam Blast to affect a 
60-ft cone for up to 20d6 damage. Costs 5 vitality.
 Submersible: This improves Propel Craft such that the vehi-
cle gains a swim speed of 5 ft per level and passengers enjoy an airy 
bubble around the vehicle that shields them from water and provides 
fresh air for as long as the magic lasts. Costs 5 vitality per hour.
 Summon ConstructsM: You perform a 1-minute ritual to 
summon 1 or more constructs within 30 ft to serve you for 1 hour, after 
which they vanish. They rise out of the earth or assemble from local 
materials, as you desire. They obey your verbal commands.  You sum-
mon a number of construct levels equal to your level. Costs 10 vitality.
 Thrust: This improves Air Craft, Propel Craft, and/or Submersible 
to move up to 10 tons per level. Requires Propel Craft.
 Tricks:  You know 4 basic magic abilities drawn from any classes.

Paragon Tier
Alchemists select from the following paragon abilities.
 Drain Magic ItemM: After concentrating on a touched 
item for 1 minute, it loses all magical properties. This ability does 
not drain items crafted by deities. Costs 10 vitality.
 FabricateM: This improves Major Creation such that all con-
jured materials except precious metals and gems are permanent, and 
you can also create 10-ft-square x 1-ft-thick worked stone walls as 
well. Costs 10 vitality.
 Instant Magic ItemC: You quickly create a single-use 
magic item of basic, intermediate or advanced tier. This works like Craft 
Magic Item except that the item costs nothing, takes only 1 minute to 
conjure, and dissipates to nothingness after 5 minutes. Costs 25 vitality.
    Master Crafter: When crafting a magic item, reduce by 
25% the cost and time, or double a single factor (cost or time) but 
reduce the other by 50%.
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 Barbarian
A barbarian is a quick and indomitable warrior of the wild.

Background & Adventures
Barbarians typically hail from wild places. They are competent 
hunters, archers, swimmers, and horsemen in the harsh outdoors, 
whether in the dark of night, above a raging river, or straddling a 
sheer cliff. They are also wily and resilient warriors. 
 Why leave the wilds? Perhaps a barbarian searches for lost tribe 
members. Maybe he is marked as an outcast, fulfilling an oath or 
quest, or searches for his true home after being kidnapped and raised 
in the woods. Some so-called barbarians are tough gladiators. In the 
arena, they are as ferocious and cunning as a predator.
 A barbarian taps into primal energy to rage against foes. While 
enraged, he gains strength and vitality at the expense of a good 
defense. A raging barbarian is terrible to behold.
 Barbarians are quick to act. They get combat going, and their con-
fidence and style can slightly intimidate allies as well as foes. They 
have tremendous staying power and are best situated out in front 
of their punier friends where they can rush headlong into battle. 

Class Details
Barbarians have the following statistics.
——————————————————
 Prime Attribute: Strength.
 Attack: d20 + ½ class level + Strength 
modifier.
 Defenses: Fortitude +2, Reflex +2.
——————————————————
 Armor: All natural armors such as leather and 
hide, and shields.
 Weapons: All axes, bows, chains, close quar-
ters weapons, hammers, hand-to-hand weapons, 
heavy blades, light blades, pole arms, small projec-
tiles, subdual weapons, and spears.
 Starting Gold: 5d4 x 10 (125 gp).
—————————————————
 Alignment: Any nonlawful.
 Special: You cannot advance to the next 
level or use the Rage ability when you have 
a lawful alignment or if you carry on your 
person or claim ownership of more than 1 
magic item per level.
 Training: 1d4 years.
——————————————

Core Abilities
Barbarians start with the following 
abilities at 1st level.
  Longstrider: Boost your 
speed by +10 ft for 1 hour. Costs 1 vitality.
  Outdoor Athlete: Boost Athletics and Survival checks by +5.
  Rage: Once daily as a swift action, you can fly into a rage for 
2 minutes. In a rage, you temporarily gain a +1 bonus on Will and 
attack rolls, deliver +5 damage, and enjoy +5 vitality. The bonus vital-
ity goes away when the rage ends. While raging, you cannot use any 
Charisma-, Dexterity- or Intelligence-based skills except Acrobatics. 
You cannot use abilities that require concentration, activate craft abili-
ties or magic abilities except boons from your deity, or activate magic 
items except armor and weapons. You may prematurely end the rage 
as a swift action. After raging, you lose the rage modifiers and restric-
tions and are fatigued for 5 minutes (unless you have Tireless Rage).

Basic Tier
Barbarians select from the following basic abilities.
  Anti-Mage: When an adjacent creature uses a magic ability, 
you gain a single free melee weapon attack against it as an immediate 

action. Requires Rage and Outdoor Athlete. Costs 1 vitality.
 Bear’s Endurance: Apply a +5 bonus on Endurance 
checks. Also, you enjoy a +5 bonus to resist attacks that cause fatigue 
or exhaustion, and you can sleep in armor without experiencing 
fatigue the next day.
 Bull Rush: You shove an adjacent target. If you beat its Forti-
tude, the target is pushed back 1d4 x 5 ft. You must move at least 10 
ft in a straight line just prior to using this ability.
 Charge: As a swift action, apply +5 damage to your next 
melee weapon attack. You must move at least 10 ft in a straight line 
just prior to using this ability.
 Cleave: Up to once per round, when 1 of your melee attacks 
drops a foe (it falls unconscious or dies), you may immediately make 
1 more melee attack against any adjacent foe. This bonus attack 
delivers your weapon’s normal damage if you beat your target’s For-
titude, or Reflex for Light weapons.
 Diehard: When you fall below 0 wound points, you are not 

unconscious. Instead you are conscious and can continue to 
take a single move or standard action each round until you 
reach -10 wounds, at which time you die.
 Dodge: As an immediate action, you declare 

that you ignore 1 melee weapon attack before you know 
whether it hits you. Requires Dexterity 15+ and works only in 

Light or no armor. Costs 2 vitality.
    Endure Elements: You ignore the effects of extreme 
temperature. You can exist comfortably in conditions between -40º 
and 140º F without harm. Your gear is also protected. This ability is 

continuously in effect even when you are unconscious.
 Feral Senses: You gain low-light vision. Also, apply a +5 

bonus on Perception checks.
   Grapple: You grapple an adjacent foe up to 

1 size larger when you have 1 hand free and beat 
the foe’s Fortitude. A grappled creature cannot 
move from its space and can only use a Light melee 
weapon that is already in hand. Each round, you 

must expend a move action to maintain the grapple, 
and the foe can try to beat your Fortitude as a standard 
action to break the grapple. If you desire, you can block 
a grappled foe’s mouth with 1 hand to prevent speech.
 Horseman: Boost Handle Animal checks by 
+5, or by +10 when dealing with horses.
 Iron Fist: As a move action, apply a +2 bonus 
on your knock-out attempt (page 227) for that round. 

Requires Toughness. Costs 1 vitality.
 Menacing Glare: Boost Intimidate checks 
by +5, or by +10 once daily.

  Offensive Maneuver Training: 
Select 1 of the following abilities: Bull Rush, Charge, 
Disarm, Feint, Grapple, Overrun, Sunder or Trip. 
Whenever you use the selected ability, add +5 to 

your attack roll. Also add +5 to your save when some-
one else targets you with the ability. You must already pos-

sess the selected ability to benefit. You can take this ability more than 
once. Each time, select a different ability to improve.  
 Overrun: You easily push through a foe’s space. If you beat its 
Fortitude as a swift action, you freely pass through its space at your 
usual speed. If not, you stop adjacent to it and do not pass it.
 Power Attack: As a swift action, apply a -2 penalty to your 
next attack roll but add +5 damage to that attack’s damage if you hit.
 Raging Assault: Once daily, you may inflict +15 damage 
as part of 1 melee weapon attack. Costs 5 vitality.
 Sunder: You target a foe’s weapon within reach of your melee 
weapon. If you beat the foe’s Reflex, and your damage exceeds the 
targeted weapon’s weight in pounds, it breaks. Your foe suffers no 
harm. Metal parts are DR 10. Wooden parts are DR 5. You can’t 
sunder magic weapons. Requires Power Attack. Costs 2 vitality.
 Survival Training: Apply a +3 bonus on Handle Animal 
and Survival checks. Also, you know Signal Speak to communicate 
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using animal noises.
 Totemic Heart: Boost Heal and Religion checks by +5.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Vitality Surge: Once daily you regain 1d6 vitality.

Intermediate Tier
Barbarians select from the following intermediate abilities. 
 All You Need is Kill: An adjacent foe suffers 2d6 damage 
from your melee weapon, or is slain outright if it is level 2 or lower.
 Camouflage: Apply a +5 bonus on Stealth checks, or +10 
when you remain motionless in an outdoor area. The area must 
afford places to hide, as normal, and you do not benefit when a crea-
ture already notices you.
 Dazing Blow: As a swift action when making a melee attack 
while using Rage, the target must resist using Fortitude or be dazed 
for 1 round in addition to any damage you inflict. Costs 2 vitality.
 Favored Weapon: Select 1 weapon with which you are 
proficient. Apply a +2 bonus on attacks and +5 damage when using 
that weapon. Requires you know Power Attack and Rage.
 Great Cleave: This improves Cleave, such that you may use 
it up to 5x per round.
 Greater Bull Rush: This improves Bull Rush, such that 
you inflict damage equal to 2d6 + 1 per level and knock back your 
target by 1d6 x 5 ft if it is your size or smaller.
 Ignore Spell: As an immediate action while using Rage, you 
ignore 1 magic attack that targets you. Costs 2 vitality.
 Mental Barrier: Permanently boost your Will by +5.
 Oversized Weapon: You can use melee weapons as if they 
are 1 grade lighter than normal (you use Heavy weapons as Medium 
weapons and Medium weapons as Light weapons). You suffer a -2 pen-
alty on Reflex when you do so. Requires Strength score of 15+.
  Predator: While using Rage, your melee attacks inflict +1 
wound damage on top of other damage they deliver.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Retiarius: Boost net and trident attack rolls by +2. Apply +5 
Reflex to resist nets. Also, refolding a net is a standard action for you.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Bear’s Endurance.
 Thunderous Cry: All foes within 30 ft with fewer levels 
than you who hear your cry are shaken for 2 minutes. Costs 2 vitality.
 Trip: An adjacent foe must resist using Reflex or be knocked to 
the ground, suffer 1d6 damage, and be made prone.
 Unbreakable: This improves Diehard so you are never disabled.
 Uncanny Dodge: You ignore Sneak Attack damage when 
surprised or defenseless unless your attacker is 5+ levels above you.
 Wounding Strike: As a swift action, your next weapon 
attack delivers 1d2 wound damage in addition to any other damage 
dealt. Requires Rage. Costs 2 vitality.

Advanced Tier
Barbarians select from the following advanced abilities. 
 Athletic Combat: You ignore effects of difficult terrain, 
crossing such areas at your normal speed. Requires Outdoor Athlete.
 Barbarian King: Apply a +4 bonus on Acrobatics, Athlet-
ics, Handle Animal, Intimidate, and Survival checks. Requires Out-
door Athlete.
 Delay Death: This improves Diehard such that you survive 
down to -20 wounds.
 Greater Rage: This improves Rage, such that you boost Will 
and attack rolls by +2, deliver +10 damage, and gain +10 vitality.
 Impaling Strike: As a swift action when you successfully 
strike a foe while you Rage, you can let go of your weapon in order 
to immobilize your foe. If your foe is size Large or smaller and within 

5 ft of a wall or other obstacle, then you may impale it against the 
obstacle. Otherwise, you impale your foe into the ground. Either 
way, your foe is pinned and cannot move until succeeding on a DC 
30 Athletics check or until another creature succeeds on a DC 20 
Athletics check to remove the weapon. Your foe suffers 1d4 wound 
damage per round on its turn while impaled.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.  
 Leap Attack: You enjoy a +5 bonus on Athletics checks, or 
+10 when jumping. Also, whenever you are 5 ft, 10 ft or 15 ft above 
a foe, you can leap down as part of a single attack using a melee 
weapon. If you beat your foe’s Reflex, you deliver +3 damage per 5 
ft fallen (max +9 for 15 ft fallen) and the target creature falls prone 
and is dazed for 1 round if it is your size or smaller. You land on your 
feet and suffer no damage from the fall.
 Magic Resistance: You enjoy a +5 bonus on saves to resist 
magic abilities. Also, when you are targeted by a magic ability that 
does not allow a save, your foe must beat your Fortitude anyway, 
and if you successfully resist then the magic has no effect. Requires 
Diehard, Rage, and Resist Magic.
 Mighty Fist: This improves Iron Fist to provide a +4 bonus.
 One With Nature: Apply a +4 bonus on Athletics, Endur-
ance, Nature, Perception, and Religion checks. Requires Outdoor 
Athlete and Bear’s Endurance.
 Power Grapple: This improves Grapple such that each 
round, as a standard action, you may move a grappled foe 5 ft, either 
moving at the same time with the foe or repositioning the foe.
 Return From Death: Once daily, you are automatically 
restored to life 1d4 rounds after death and have 1d4 wound points. 
Ailments at your time of death remain. 
 Rock Throwing: You can throw a rock or similar object 
(weighing 5 and 25 pounds) out to a range of 15 ft, or 30 ft if ele-
vated above the target. If you beat its Reflex, the target suffers 1d6 
damage per 5 pounds of rock and is stunned for 1 round. Requires 
15+ Strength. Costs 1 vitality.
 Smash: An adjacent foe suffers 3d4 wound damage. Costs 5 vitality.
 Stunning Blow: As a swift action when you make a single 
melee attack while using Rage, your target (or 1 of your targets) 
must resist using Fortitude or be stunned for 1d4 rounds. Requires 
Dazing Blow. Costs 5 vitality.
 Terrorizing Cry: This improves Thunderous Cry, such that 
it affects foes of any level within range for up to 5 minutes.
 Tireless Rage: You are not fatigued when finished using Rage.
  Weapon Throw: You can use any melee weapon you are 
proficient with as a ranged weapon. Treat the weapon as having a 
range of 15 ft, or 30 ft with a -5 attack penalty on your attack roll.

Paragon Tier
Barbarians select from the following paragon abilities 
 Fling Foe: You target an adjacent foe of your size or smaller. 
If you beat its Fortitude, you throw it 5 to 30 ft (1d6 x 5 ft). Your 
foe lands prone, suffers 3d6 damage, and is stunned for 1d4 rounds. 
Even a foe who resists suffers 2d6 damage.
 Indomitable Will: You enjoy a +10 bonus on Will. This 
bonus stacks with all other bonuses. Requires Magic Resistance, 
Mental Barrier, and Rage.
 Kill: This improves Smash to inflict 6d4 wounds. Costs 10 vitality.
 Laugh at Magic: Improves Ignore Spell to block all magic 
attacks and effects until the start of your next turn. Costs 10 vitality.
 Mighty Rage: This improves Greater Rage, such that you 
gain a +5 bonus on Will and weapon attack rolls, deliver +15 dam-
age, and gain +20 vitality.
 Weapon Snatch: You target an adjacent foe who holds 
a weapon. If you beat its Reflex then you take possession of the 
weapon and can immediately use it to attack your foe or another foe 
in range provided you are proficient with the weapon. You must have 
at least 1 free hand to snatch and use a weapon, or 2 free hands if the 
weapon is a 2-handed weapon.
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 Bard
 A bard is a muse, performer, lorist, and jack of all trades. 

Background & Adventures
Whether by song, instrument, oration or humor, a bard inspires 
allies and misleads foes. A bard is also a skilled diplomat and presti-
digitator who confuses, bemuses, and enthralls.
 Epic quests inspire epic ballads. Bards often travel to record their 
allies’ heroics (and antics) and stimulate courage, creativity, and humor 
in times of dark uncertainty. Treasure is wonderful, but an exiting and 
memorable life is priceless.
 A bard is a master of arcane entertainment. A stray remark leads 
to a vorpal retort. Approach too close and enjoy a blast of fire. Insult 
him and you will dance until you die. 
 Bards are most useful in urban adventurers. However, their diplo-
macy and way with magic items makes them useful in any 
situation. Bards can also boost allies to bring out 
incredible performance from everyone.

Class Details
Bards have the following statistics.
————————————————
 Prime Attribute: Charisma.
 Attack: d20 + ½ class level + Charisma 
modifier.
 Defenses: Reflex +2, Will +2.
————————————————
 Armor: All Light armors. 
 Weapons: All bows, crossbows, light 
blades, subdual weapons, small projectiles, and 
the longsword and whip.
 Starting Gold: 4d4 x 10 (100 gp).
—————————————————
 Alignment: Any nonlawful.
 Special: All your magic abilities require a verbal 
component (you must sing, orate, play an instrument, or 
otherwise make noise). Otherwise, apply a -2 penalty on 
your attack roll.
 Training: 1d6 years.
——————————————————

Core Abilities
Bards start with the following abilities at 1st level.
 Fascinate: You distract nonallied persons and 
animals within 15 ft if you beat their Will. Affected 
targets do not move or attack and suffer a -5 pen-
alty on Perception checks. However, if an attack roll 
occurs within the area, the effect immediately ends. Otherwise, 
the effect lasts only as long as you play music or speak as a standard 
action each round to a maximum of 5 minutes. Costs 1 vitality. 
 Jack of All Trades: As a move action, apply a +2 bonus to 
a single skill check you make that same round. Costs 1 vitality. 
 Performer: You enjoy a +5 bonus on 2 of the following skills: 
Acrobatics, Bluff, Craft, Disguise, Literacy, Music or Trick.

Basic Tier
Bards select from the following basic abilities.
 AccompanimentM: You conjure 4 adjacent phantom musi-
cal instruments that play themselves in harmony with your own per-
forming, granting you a +5 bonus on Music checks. Listeners within 
30 ft suffer -2 on Perception checks. You can only have 1 accompani-
ment at a time. The instruments remain 1 hour. Costs 1 vitality.
 Actor: Apply a +5 bonus on Bluff and Disguise checks.
 Boost Morale: As a move action in combat, allies within 
60 ft who can see or hear you regain 1 vitality and enjoy a +1 bonus 
on all dice rolls until the start of your next turn. Costs 1 vitality.
 Cruel Prank: Once daily, an adjacent sentient foe is dazed 

for 1 round by your prank or stunned for 1 round if you beat its Will. 
Costs 5 vitality.
 Cutting RetortM: You target a sentient foe within 15 ft. You 
respond to its words or actions with a witty, cutting rejoinder. If you 
beat its Will, it suffers 1 pain damage and is dazed for 1 round. It does 
not need to understand your language. Costs 1 vitality.
 Ensorcell InstrumentC: You place a magic ability that 
is known to you or an adjacent ally into a masterwork musical instru-
ment that delivers a single-use effect when played. The cost and time 
equal 25 gp and 1 hour for a basic ability, 150 gp and 2 hours for an 
intermediate ability, 325 gp and 4 hours for an advanced ability or 
750 gp and 8 hours for a paragon ability. The instrument’s player pays 
any vitality cost. An instrument only holds 1 ability at a time.
 Faux FaceM: When activating this ability, select 1 race of per-
son other than your own. You enjoy a +20 bonus on Disguise checks 
for 4 hours + 1 hour per level to appear as a member of that race. 
You cannot look like anyone but you. Costs 1 vitality.
 Feats of Prowess: You move with grace and power. Apply 
a +5 bonus on Acrobatics and Athletics checks. 
 Flame GoutM: One foe within 15 ft suffers 1d6 fire damage per 
2 levels (max 5d6), or ½ damage if Reflex resists. Costs 1 vitality.
  IllusionistM: You conjure 4 torch-like orbs, 1 human-

oid apparition, 4 voices, 1 loud animal or machine noise, or a series 
of amusing stage tricks. The effects last 5 minutes, remain within 

30 ft, and do not cause damage or require a save, though they 
might fool the unwary. 
    Instant CostumeM: You are immediately dressed in 
a costume of your choice costing up to 100 gp (a fine noble’s 
outfit). Costume pieces vanish when removed. If the costume 
includes a mask, you enjoy a +5 bonus on Disguise checks to 
not be recognized as yourself.
 Linguist: You are fluent in 3 languages of your choice.
 Lore: You horde random bits of lore. Apply a +2 bonus on 
Arcana, History, Nature, Nobility, and Religion checks.
 Lucky: As a move action, apply a +1d6 bonus 
to your next d20 roll. Requires Jack of All Trades and Per-
former. Costs 2 vitality.
 MessageM: You whisper a message that is 
clearly audible to 1 target within 90 ft. You only need 
line of effect, not line of sight.
 Negotiator: Boost your Diplomacy and 
Insight checks by +5.
 Romantic: Apply a +5 bonus on Diplomacy 

checks, or +10 in romantic situations.
 Stage Magic: Boost Trick checks by +5, or by 
+10 while performing mundane stage tricks. 
 Summon InstrumentM: You conjure a 

handheld musical instrument.  You (and only you) enjoy 
a +5 bonus on Music checks while using it. You are limited to 1 

instrument at a time. It vanishes if it leaves your hands.
 Wheedle Magic: Apply a +5 bonus on Arcana checks, or 
+10 when trying to activate an unfamiliar magic item.

Intermediate Tier
Bards select from the following intermediate abilities. 
 Alluring MusicM: When you play or sing as a standard 
action, foes within 120 ft that hear you and fail to resist using Will 
suffer a -2 penalty on Perception checks and spend a move action on 
their next turn moving to you. Costs 2 vitality. 
 Cantor: Apply a +5 bonus on Religion checks. Moreover, 
when you use the Music skill as a standard action and pass a DC 15 
Music check, evil foes within 30 ft that can hear you are fatigued (no 
save) for 2 minutes. Costs 2 vitality.
 Duel of Half-WitsM: You cause 2 or more foes within 30 
ft who fail to resist using Will to waste a move action each turn for 5 
minutes cursing and insulting each other. The ability only works when 2 
or more targets fail to resist during the same round. Costs 2 vitality.
 EnthrallM: This improves Fascinate, such that it extends to all 
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sentient creatures within 30 ft and lasts up to 1 hour. Costs 2 vitality.
 Hideous LaughterM: A sentient creature within 30 ft 
falls prone and begins laughing uncontrollably for 1d4 rounds. While 
laughing, the target takes no actions though it can defend itself nor-
mally. Costs 2 vitality.
 Horrid JokeM: A sentient foe within 30 ft and line of hear-
ing that shares your language suffers 1d6 pain damage per level from 
a truly awful joke. Will resists for ½ damage. Costs 2 vitality.
 Inspire Competence: As a move action, you boost allies’ 
skillfulness. Allies within 30 ft and hearing range or line of sight 
enjoy a +2 bonus on skill checks for that round. The bonus stacks 
with Boost Morale when you use both abilities in the same round. 
Requires Performer.
 Knife Master: Apply a +1 bonus on attack rolls and a +5 
bonus on damage when using light blades.
 Orphic Talent: You know 2 basic magic abilities for which 
you qualify listed under the shaman, wizard or witch class.
 Pep Talk: Once daily, after 1 minute of inspiring words, you 
and up to 5 allies within 30 ft each recover 1d4+1 vitality.
 PyrotechnicsM: You boost a normal fire into either blinding 
fireworks or a thick cloud of choking smoke. If you choose fireworks, 
creatures within 120 ft of the fire are blinded for 5 minutes if you beat 
their Will or 1 round if you don’t. If you choose choking smoke, crea-
tures within 15 ft of the fire suffer a -2 penalty on all d20 rolls (no save) 
for 5 minutes as they cough.
 Sound BurstM: You evoke a cacophony in a 15-ft-
radius volume within 30 ft of you. Creatures caught in the area suffer 
1d8 + your level in sonic damage (no save). If you beat their Forti-
tude, they are also dazed for 1 round. Costs 2 vitality.
 Stilt WalkerM: You rise 5 ft to 15 ft into the air as a magi-
cal pair of stilts buoys you aloft. While on the stilts, you enjoy a +10 
bonus on Acrobatics checks and a +10 ft bonus to your speed. You 
gently descend to the ground when the stilts vanish after you dismiss 
them, or 5 minutes pass, or if a successful DC 20 Athletics check from 
a foe knocks you down, whichever occurs first. As a standard action, 
you can kick a creature within 10 ft to inflict 2d6 damage, and if you 
beat its Fortitude, the kicked creature falls prone. Costs 2 vitality.
 SuggestionM: If you beat the Will of a person within 30 ft, he 
does his best over a 1-hour period to complete a task that you phrase 
in 10 words or less. The person will not deliberately harm himself 
and the effect has a 50% chance to end each round that his life or any 
of his allies’ lives are in danger. Costs 2 vitality.
 Summon AnimalM: You summon an animal such as a 
bear, snake or wolf. Its level cannot exceed ½ your level. It appears 
adjacent to you in a puff of smoke and remains for 5 minutes, until 
dismissed by you, or until slain. It follows your verbal commands or 
attacks the nearest creature (excluding you). Costs 2 vitality.
 Summon Grand InstrumentM: This improves Sum-
mon Instrument, such that you can summon a Large or Huge mas-
terwork instrument such as a pipe organ. Costs 2 vitality.
 TonguesM: You can understand and fluently use 1 language for 
10 minutes. Costs 2 vitality.
 WhisperM: For 5 minutes, you and adjacent creatures are not 
heard talking by others and ignore Detect Thoughts. Costs 2 vitality. 

Advanced Tier
Bards select from the following advanced abilities. 
 Arcane Pallet: You imbue a paint pallet to act as a pallet of 
magical pigments (page 217) for 10 minutes. Costs 5 vitality.
 ConfusionM: Foes within 30 ft who fail to resist using Will 
act strangely for 5 minutes. For each affected creature on its turn, roll 
1d10 to determine the result: 1) attack you, 2) act normally, 3-5) do 
nothing, 6-7) flee from you at top speed, 8-0) attack nearest creature. 
After each round, a creature has a 10% chance to shake off the effect, 
which ends after 2 minutes in any case. Costs 5 vitality.
 Copy CatM: As an immediate action when you see a creature 
within 30 ft pass a skill check or attack roll, you declare your intent 
to use the number they rolled in place of the next roll you will make. 

You use that result on your next skill check or attack roll or until 5 
minutes elapse, whichever comes first. Costs 5 vitality. 
 Dancing SwordM: You animate 1 weapon within 60 ft. For 5 
minutes, whenever you concentrate as a move action, it moves up to 30 
ft or attacks a target as if you wielded it. The weapon hovers when not 
moving or attacking. Requires Vorpal Retort. Costs 5 vitality.
 Escape Artist: For 5 minutes, boost Acrobatics checks by 
+20 and ignore magic that slows your speed. Costs 5 vitality.
 Glibness: For 5 minutes, you enjoy a +20 bonus on Bluff 
checks and ignore magic that detects lies. Costs 5 vitality.
 Inspire Courage: You and allies within 60 ft that can hear 
or see you are immune to fear for 5 minutes. Costs 5 vitality.
 Instant StageM: You conjure before you a 30-ft-diameter 
stage complete with props and costumes for up to 8 people. The stage 
only appears if there is sufficient space, and it (and all props and cos-
tumes) vanish after 4 hours. You can only maintain 1 stage at a time. The 
props and costumes are well-made but plainly fake. Costs 5 vitality.
 Invigorating Act: Once daily, after 1 minute of music, 
oratory or singing, you and up to 1 ally per level within 30 ft recover 
1d8 vitality + 1 per level.
 Master Performer: Apply an additional +10 bonus to the 
2 skills you selected for the Performer ability. 
 Mirror MagicM: As an immediate action, you deflect 
a magic ability that targets you specifically (rather than targets an 
area or group). Roll d8 to determine in which direction the magic 
is reflected. The magic targets the first creature encountered in that 
direction rather than you. Costs 5 vitality.
 Rings of FireM: You project 1 ring of magical flames per 2 
levels. Each ring hits a different foe of your choice within 90 ft for 5d6 
fire damage. Reflex negates. Requires Flame Gout. Costs 5 vitality.
 ShoutM: Creatures in a 30-ft cone are deafened for 5 minutes 
and suffer 1d6 sonic damage per level, or ½ damage if Fortitude 
resists. Costs 5 vitality.
 Sound BlastM: This improves Sound Burst, such that targets 
that fail to resist are stunned instead. Costs 5 vitality.
   Ultimate EscapeM: You teleport up to 120 ft as an immedi-
ate action. If the destination space is occupied, you are shunted to 
the nearest open space and suffer 2d6 pain damage. Costs 5 vitality.
 Vorpal RetortM: This improves Cutting Retort, such that 
the target suffers 2d6 pain damage and is stunned 1 round if it fails to 
resist. Costs 5 vitality.

Paragon Tier
Bards select from the following paragon abilities.
 Dirge SongM: You cause foes within line of hearing that fail 
to resist using Will to fall prone and weep (they do not attack but 
defend themselves normally). You affect up to 1 creature per level. 
Each creature must be within 30 ft of you or another affected crea-
ture. The effect lasts for as long as you use the Music or Literacy skill 
as a standard action each round for up to 5 minutes. Once a creature 
saves, it is immune for the rest of the day. Costs 10 vitality.
   Irresistible DanceM: One target within 30 ft begins danc-
ing uncontrollably for 1d4+1 rounds. It can resist using Will only if 
you fail to dance with it. While dancing, it is dazed and defenseless. 
Costs 25 vitality.
 Legend Lore: After 1 hour of musing and artistic revelry, 
you learn an answer (yes/no/maybe/irrelevant) regarding a number 
of questions up to your level. Questions must be 10 words or less. 
Costs 25 vitality.
 Legendary Performance: Apply a +20 bonus on 
Music checks for 5 minutes. Costs 10 vitality.
 Mindbend: This improves Suggestion to target any creature.
 Passages: This improves Ultimate Escape such that the dis-
tance traveled equals up to 500 ft. Costs 10 vitality.
 Song of DiscordM: You strum a dissonant tune. Foes 
within 30 ft that hear you and fail to resist using Will use all means to 
aid you and harm their allies (they ignore unconscious bodies). Costs 
25 vitality.
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 Blackguard
A blackguard is a dreaded and profane warrior of pure evil. 

Background & Adventures
These mighty, evil warriors know no fear. They can see in darkness, 
sprout infernal spikes to impale foes, and regenerate wounds from 
the departing souls of their slain foes.
 Blackguards rarely stay in a single place. They have new lands to 
conquer, fallen fodder to step over, and mortals to convert or slay. 
They often focus their ire on clerics and paladins, or they are on a 
quest to awaken a fiend or retrieve an unholy item.
 A blackguard begins his career by sealing a pact with a fiend, 
whether a deceitful, strategic devil or a destructive, chaotic demon. 
To progress and gain more power, he must offer living sacrifices. Alas, 
his mortal frame can channel only so much energy.
 Blackguards tend to lead hordes to commit horrifying acts, for 
power or just for fun. Sometimes, a blackguard will dampen his 
nature to travel with a good-aligned band of adventurers in 
order to subvert them or even cooperate for a greater goal.

Class Details
Blackguards have the following statistics.
——————————————————
 Prime Attribute: Constitution.
 Attack Roll: d20 + ½ class level + 
Constitution modifier.
 Defenses: +2 Fortitude, +2 Will
————————————————
 Armor: All armors and shields.
 Weapons: All weapon groups.
 Starting Gold: 6d4 x 10 (150 gp).
———————————————
 Alignment: Any evil.
 Special: Whenever you become eligible to 
access a new tier of abilities, you must sacrifice 
a sentient good creature in a 1-hour ritual in 
order to advance. The sacrifice’s level must 
equal or exceed your current level. You made 
such a sacrifice in order to enter this class.
 Training: 1d4 years.
—————————————

Core Abilities
Blackguards start with the follow-
ing abilities at 1st level.
 Dread Glare: You enjoy 
a +5 bonus on Intimidate checks. 
Moreover, you can glare at a foe within 30 ft 
and line of sight. If the foe fails to resist using Will, it is shaken for 5 
minutes, which inflicts a -2 penalty on d20 rolls and saves. Once a foe 
successfully resists, it is immune to this ability for the rest of the day.
 Fearless: You ignore fear effects. You cannot be shaken, fright-
ened or panicked.
 Vile WeaponM: When attacking with a melee weapon, apply 
a +1 bonus on attack rolls and +2 vile damage.

Basic Tier
Blackguards select from the following basic abilities.
 Aggressive: Boost Athletics and Intimidate checks by +5.
 Aura of DespairM: Adjacent foes automatically suffer a -2 
penalty on saves due to your malign aura. The aura persists even if 
you are unconscious. Requires Dread Glare.
 Bane: As a move action, you cause foes within hearing range or 
line of sight out to a distance of 60 ft to suffer a -1 penalty on d20 
rolls for 5 minutes. Costs 1 vitality.
 Blood LifeM: You apply blood to yourself or a touched living 
ally to gain temporary wound points equal to 1d10 + your level. 

The points last for 5 minutes and then go away. Multiple uses do not 
stack. Costs 1 vitality.
 Bully: If you beat an adjacent person’s Fortitude, he loses 1d6 
vitality and either moves back 5 ft or falls prone, as you desire.
 Dark Lore: Boost Arcana and Dungeoneering checks by +5.
 DarkvisionM: As a swift action, your eyes turn black and you 
see in darkness as easily as in daylight. Ending the effect is a swift action.
 Detect GoodM: As a standard action, you note the presence 
or absence of celestials, clerics, and paladins within a 30-ft cone.
 Hex: As a swift action, you target 1 creature within 15 ft with a 
malign gesture, look or word. If you beat its Will, it suffers a -5 pen-
alty for 5 minutes on 1 save (Fortitude, Reflex or Will, as you like). 
Multiple effects of this ability stack for different saves but not for the 
same save. Costs 1 vitality.
 Improved Sunder: Apply a +5 bonus on your attack roll 
when using Sunder and on Reflex to resist Sunder when used by foes.
 Mounted Combat: Apply a +5 bonus on Handle Animal 
checks. Up to once per round while mounted you can negate an 
attack against you by using your mount as a block on a successful DC 

15 Handle Animal check. The mount takes no damage.
 NethersightM: This improves Darkvision, 

such that you can see in magical darkness as well as nor-
mal darkness.
      Power Attack: As a swift action, apply a -2 
penalty to your next attack roll but add +5 damage to 
that attack’s damage if you hit.
 Poison Use: You never risk accidentally 
poisoning yourself when applying poison to a weapon 

(rather than 5% chance), and you may apply poison 
as a move action (rather than standard action). 
   Profane Lore: Apply a +5 bonus to 

Arcana, Bluff, History, Insight, and Perception checks 
when dealing with a fiend or recalling lore about fiends. 
Also, you speak Abyssal and Infernal and have a perma-

nent fiendish sigil on your body that betrays your allegiance.
 Resist EnergyM: For 5 minutes, you or a touched ally 
enjoy +10 DR against 1 energy type, or a +2 bonus versus all 

energy types. Costs 1 vitality.
 Repulse GoodM: As a move action, your next success-
ful melee weapon attack that round against a good-aligned foe 
also pushes back that foe a distance of 1d4 x 5 ft. If there is no 
space to move back, your foe falls prone instead. Costs 1 vitality.

  Sunder: You target a foe’s weapon within reach 
of your melee weapon. If you beat the foe’s 

Reflex, and your damage exceeds the 
targeted weapon’s weight in pounds, it 
breaks. Your foe suffers no harm. Metal 
parts are DR 10. Wooden parts are DR 

5. You can’t sunder magic weapons. Requires 
Power Attack. Costs 2 vitality.
 Unholy SurgeM: Once daily, you can heal 2d4 wounds.
 Vile SmiteM: When you successfully strike a good-aligned 
nonperson foe, add +1 vile damage per level to your damage roll. 

Intermediate Tier
Blackguards select from the following intermediate abilities. 
 Dark BlessingM: Boost Fortitude, Reflex, and Will saves by 
+2. Requires Aura of Despair, Profane Lore, and an evil alignment.
 DarknessM: You create total darkness in a stationary 15-ft-
radius area around you or an unattended object within 30 ft. The 
darkness lasts 5 minutes and blocks vision including darkvision but 
not nethersight. Attacks made against or launched by obscured foes 
fail 50% of the time. You can maintain only 1 area of darkness at a 
time. Costs 2 vitality.
 Devil’s BeardM: As a move action, you grow a vile beard. 
If you grapple a foe or hit it with your melee weapon, the beard 
also hits. The struck creature takes 1d8 damage and must resist using 
Fortitude or be infected with a vile disease (incubation period 1 day, 
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damage 1d4 wound points per day). Damage is dealt at midnight 
each day until Cure Ailment or Remove Curse is applied. The beard 
lasts 5 minutes. Costs 2 vitality.
 False LightM: As a swift action, you radiate a good align-
ment, fluently speak Celestial, and enjoy a +10 bonus on Bluff and 
Disguise checks to look and sound like a celestial, cleric or paladin 
for 5 minutes. Costs 2 vitality. 
 Fearful Strike: As a swift action, you target a foe hit by 
your melee weapon that round. The foe must resist using Will or be 
shaken for 5 minutes. You can target a particular foe only once daily.
 Flame BladeM: As a swift action, your melee weapon sheds 
magical green flames that inflict 1 fire wound damage in addition to 
other damage dealt until the start of your next turn. Costs 2 vitality.
 Humiliate: This improves Bully such that the person loses 
4d6 vitality, or ½ that amount even when he resists, and also suffers 
1 wound damage, bursts into tears, and soils himself. 
 Impaling BarbsM: As a swift action, infernal barbs sprout 
from your armor and skin for 1 round. If you use a standard action 
and beat an adjacent target’s Fortitude, you impale the target on the 
barbs, causing 3d6 damage + 1 per level. The barbs are magical vile 
weapons. This ability does not hinder or augment any spikes you 
might already possess. Costs 2 vitality.
 Infernal WoundM: Whenever you inflict damage with a 
melee weapon, the wound persists and the injured foe loses 1d4 hit 
points each round after the first until a DC 15 Heal check or cure 
magic is applied to the wound.
 Marauder: As a standard action, you make 2 attacks at once, 
the first with a melee weapon and the second with armor spikes or 
shield spikes. Apply a -2 penalty on both attack rolls.
 Mental Barrier: Apply a permanent +5 bonus to Will.
 Profane RegenerationM: When you deliver a killing 
blow to a creature, you instantly heal 1d8 wound points + 1 point 
per level of the creature. Costs 2 vitality.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Twisted MienM: Once daily, after 1 minute spent bullying 
and humiliating an adjacent ally, you both recover 2d6 vitality.
 Unholy WeaponM: This improves Vile Weapon, such that 
you apply a +2 bonus on attack rolls and +5 vile damage.
 Vile SkinM: You gain an inky green, blue or red hide that grants 
a +2 DR. The effect lasts 24 hours, and you can hide or show the skin 
as a swift action. Requires Profane Lore and an evil alignment.

Advanced Tier
Blackguards select from the following advanced abilities.
 Balor NimbusM: You wreath yourself in greenish blistering 
flames for 5 minutes. Whenever a creature starts its turn adjacent to 
you, it suffers 1d6 fire damage per 2 levels. Costs 5 vitality.
 Barbed DefenseM: This improves Impaling Barbs, such that 
foes striking you with handheld or natural weapons automatically 
suffer 2d6 damage from your barbs (no save). Weapons with reach, 
such as long spears, do not endanger their users in this way.
 Blazing BladeM: This improves Flame Blade to inflict 1d4 
fire wound damage. Costs 5 vitality.
 Calumnious GuiseM: This improves False Light to last 24 
hours. Costs 5 vitality. 
 DemeanM: You mark a prone or stunned adjacent foe to per-
manently suffer a -2 penalty on all d20 rolls, damage rolls, and saves. 
Remove Curse ends the effect.
 DesecrateM: Once daily, you can fill a stationary 30-ft-square 
area around you with vile energy that lasts 4 hours + 1 hour per level. 
Celestials cannot be conjured into the area and fiends cannot be ban-
ished from it. If there is an unholy alter present, then celestials can-
not even enter the area. This ability negates the effects of Consecrate. 
Costs 10 vitality.
  Fear AuraM: As a swift action, you briefly radiate a 30-ft-
radius aura. Foes in the area must resist using Will or flee in fear. You 

can affect a particular foe only once daily. Costs 5 vitality.
 Fear’s Reflection: Attacks against you that cause fear are 
reflected back at your attacker, who must resolve his attack against 
himself. Requires Fearless.
 Fiendish Mien: Apply a +4 bonus to Bluff, Insight, Intimi-
date, Nobility, and Religion checks.
 Hell’s Acumen: Apply a +4 bonus on Bluff, Insight, Lit-
eracy, Religion, and Warcraft checks.
 Invisible In LightM: You are invisible for 2 minutes, with 
some limitations. You are invisible in any area of daylight or shad-
owy illumination. In darkness, you show as a faintly glowing outline 
visible out to 30 ft. Magical darkness conceals the glowing outline. 
Invisibility grants a +10 bonus on Stealth checks and refuses line of 
sight to you. Costs 5 vitality.
 Lasting HexM: This improves Hex, such that its usable as an 
immediate action and the effect is permanent if you beat the target’s 
Will until ended by you or Remove Curse. Costs 5 vitality.
 PoisonM: As a move action, you conjure greenish poison on 1 
weapon or cup of liquid in your possession. When a creature is struck 
by the weapon or ingests the liquid, it immediately suffers 1d10 vile 
wound damage and has a 50% chance to suffer an additional 1d10 
vile wound damage 5 minutes later. Unused poison dissipates after 5 
minutes. Requires Poison Use. Costs 5 vitality.
 Rend Armor: When you hit with a melee weapon, you may 
choose to deliver 4d8 damage + 1 per level to your foe’s armor 
instead of to your foe. Armor reduced to 0 hit points is destroyed and 
no longer provides protection. Requires Marauder.
 Stunning BlowM: As a swift action, the next foe hit by 
your melee weapon that round is stunned for 1d4 rounds if you beat 
its Fortitude. Costs 5 vitality.
 Torment: This improves Humiliate such that the target loses 
1d6 wounds (rather than just 1 wounds) and is shaken for 1 hour.
 Unholy BloodM: Once daily you heal all wound damage. 
You may activate the ability even if you are unconscious but alive.
 Vile MountM: Apply a +5 bonus to Handle Animal checks. 
Also, when on a mount, it gains DR 10, fast healing 5, darkvision, 
immunity to fire and poison, a +5 bonus on damage rolls against 
good foes, a 10 Intelligence, the ability to speak Common and either 
Abyssal or Infernal, and a +10 bonus to Athletics checks. Requires 
Mounted Combat.
 Vorpal VictoryM: As a swift action when your slashing 
weapon reduces a foe to below 0 vitality, the foe must resist using 
Fortitude or lose its head (or 1 head) and instantly die. This ability 
does not affect creatures without heads and does not instantly slay 
multi-headed targets. Requires Unholy Weapon. Costs 5 vitality.

Paragon Tier
Blackguards select from the following paragon abilities.
 Corrupting UrgeM: You cause an adjacent person to 
slowly become evil. Each day, it feels an evil urge. It must resist using 
Will or commit an evil act. After it commits more evil acts than it 
has levels, its alignment changes to evil. Miracle or Wish negates the 
effect. Costs 10 vitality. 
 Corrupting WeaponM: This improves Unholy Weapon, 
such that you apply a +5 bonus on attack rolls and +15 vile damage 
when targeting good foes.
 Extract HeartM: An adjacent living foe of size Large or 
smaller with 10 vitality or less must resist using Fortitude or imme-
diately die as you draw forth its heart. Costs 10 vitality.
 Fiendish GuidanceM: After 1 hour of occult ritual, you 
receive a response (yes/no/maybe/irrelevant) from a powerful 
fiend regarding a number of questions up to your level. Questions 
must be 10 words or less. Costs 25 vitality.
 Mass HarmM: You irradiate foes with a harmful fiendish 
aura. All foes within 30 ft suffer 4d12 vile damage. Costs 10 vitality.
 Vile DescentM: You become fiendish. For 5 minutes, you 
gain +5 DR, fast healing 5, nethersight, immunity to fire and poison, 
and black wings that provide a fly speed of 30 ft. Costs 25 vitality.
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 Cleric
A cleric is a priest, healer, sage, and voice of divine office. 

Background & Adventures
Clerics are servants and shepherds for their band or community. 
They can close wounds and remove ailments, create food, detect evil 
and falsehood, rebuke undead, perform exorcisms, pray for allies, 
and smite fiendish foes. 
 Some clerics reside in a church or monastery, while others travel 
on diplomatic missions and holy quests. Ideally, every priest leads a 
pilgrimage once in his life. His travels may lead to ruined temples, 
ancient fonts, and dense libraries of holy (or vile) power.
 Officially, clerics are guardians of all that is right and good. In fact, 
many focus on mundane concerns and some pursue selfish goals such 
as acquiring wealth and power. The occasional evil priest is usually war-
locks and necromancers in disguise.
 Every adventuring band benefits from a cleric. Clerics are sturdy 
and heal allies. A cleric can also be a formidable combatant against 
undead, fiends, and other evil foes.

Class Details
Clerics have the following statistics.
—————————————————
 Prime Attribute: Wisdom.
 Attack: d20 + ½ class level + Wisdom 
modifier.
 Defenses: Fortitude +2, Will +2.
———————————————
 Armor: All Light armors and shields. 
 Weapons: The weapon group that 
includes your deity’s weapon.
 Starting Gold: 5d4 x 10 (125 gp).
——————————————
 Alignment: Any nonevil.
 Special: You worship a nonevil deity. If 
you are evil then you cannot use class abili-
ties until another cleric uses Atonement 
on you. You must pray 1 hour each day to 
access your class magic abilities for that day. 
Finally, you must present a holy symbol, 
rod or book when using class magic 
abilities. When you do not, apply a -2 
penalty to your attack rolls.
 Training: 3d4 years.
—————————————

Core Abilities
Clerics start with the following abilities at 1st level.
 Holy BlastM: You project a 15-ft cone of luminous holy 
energy. The energy harms aberrations, undead, and fiends while 
leaving other creatures unscathed. The damage equals 1d6 per 2 
levels (max 5d6). Costs 1 vitality.
 Lay on HandsM: Your touch heals an ally’s wound damage. 
The amount of wounds healed equals 1d8 + your level (max +5). A 
creature can benefit 3x daily if it is good, 2x daily if it is neutral, and 
once daily if it is evil. You must be nonevil to use this ability.
 Religious Study: Boost Heal, Insight, and Religion checks 
by +3. Also, you can read magic scrolls. 

Basic Tier
Clerics select from the following basic abilities.
 Celestial Lore: Apply a +5 bonus on Arcana, Bluff, History, 
Insight, and Perception checks when dealing with celestials or recall-
ing lore about celestials. Also, you speak Celestial.
 Create Holy WaterM: You conjure up to 5 gallons per 
level of fresh water per day. One person requires 1 gallon of water to 
survive for 1 day. Also, if you sacrifice 5 pounds of silver (25 gp), you 

can create 1 vial of holy water. Holy water inflicts 2d4 damage to an 
undead creature or fiend.
 Dazzle BoltM: A foe within 15 ft suffers 1d4+1 fire damage, 
or 5d4 fire damage if it is normally harmed by light. Costs 1 vitality.
 Detect EvilM: You learn whether fiends and/or undead are 
present within a 30-ft cone.
 Detect ConditionM: You learn whether disease, poison or 
a curse is present within or on an adjacent object or creature.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to halt 
bleeding. Normally, a DC 15 Heal check stabilizes a bleeding character. 
 HaloM: You have a halo that sheds strong illumination in a 15-ft 
radius around you and weak illumination outward an additional 30 
ft. You can hide or show the halo as a swift action.
 HealerM: An adjacent ally heals 1d4 wounds. Costs 1 vitality.
 HeavensightM: You see in conditions of blinding illumina-
tion as easily as seeing in normal daylight. Heavensight is in full color.
 Holy VestmentM: You bless a sash or robe. It bestows +2 
bonus to the wearer’s DR for 5 minutes. You can maintain 1 holy vest-
ment at a time, and a creature only benefits from 1 vestment at a time.
 Know StatusM: You are aware at all times of the general 
condition (wound points and vitality points) of up to 8 allies.  You 
must touch an ally to establish a link and begin monitoring him. You 
can terminate a link as a swift action.
 PrayerM: For 5 minutes, you and allies within 60 ft enjoy a +1 
bonus on d20 rolls while foes within 60 ft suffer a -1 penalty on d20 
rolls. Costs 1 vitality.
 Priestly Office: You understand people’s spiritual needs. 
Boost Diplomacy and Insight checks by +5.
 Quell CurseM: Your touch blocks a curse’s effect. Costs 1 
vitality for 5 minutes or 5 vitality for 1 hour of protection.
 Resist EnergyM: For 5 minutes, you or a touched ally enjoy 
+10 DR against 1 energy type, or a +2 bonus versus all energy 
types. Costs 1 vitality.
 Righteous AngerM:  You direct pure holy energy at a non-
good foe within 15 ft. It suffers 4d6 holy damage, or ½ damage if 
Will resists. Good creatures are immune. Costs 5 vitality.

 SanctuaryM: As a move action, the next foe that directly tar-
gets you before your next turn must resist using Will or not do so 

and take a different action. Your attacking ends the effect. Costs 
1 vitality.

 Vow: Select a vow such as not speaking, eating, hav-
ing sex, accepting money or harming others. On days you 
keep the vow, you enjoy a +3 bonus on Will.
 War Priest: You are proficient with Medium 
armors and shields as well as all clubs, hammers, and 
subdual weapons. 

Intermediate Tier
Clerics select from the following intermediate abilities. 

 AuguryM: You ask your deity for insight regarding an immedi-
ate choice you face such as whether to open a chest or enter a room. 
You receive an answer of weal (good fortune), woe (bad fortune), or 
unclear (mixed fortune). The chance you receive an answer equals 
70% + 1% per level. The answer is based on the likely outcome 
within the next 10 minutes. Costs 2 vitality.
 CensureM: As an immediate action, you target 1 evil person, fiend 
or undead foe within 30 ft that is activating a magic ability. If you beat its 
Will, you negate that use of its magic. Requires Detect Evil and a good 
alignment. Costs 1 vitality + the countered ability’s vitality cost, if any.
 CommandM: You issue a simple verbal suggestion that a per-
son within 30 ft who hears you obeys if you beat his Will. Options 
include: approach you, drop held items, fall prone, halt (do not 
move), kneel and pray, leave you, praise a deity, sit down, stand up, 
or strike an adjacent creature. The effect lasts 1 round during combat 
or 1 minute out of combat. A person who resists is immune to it for 
the rest of the day. Costs 2 vitality.
 Create Food and WaterM: You conjure simple nutri-
tious food and water to satisfy 3 persons or 1 mount. Costs 2 vitality.
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 Cure AilmentM: You remove an ailment from yourself or a 
touched ally. Ailments include blindness, confusion, deafness, disease, 
exhaustion, fatigue, infertility, insanity, nausea, poison, and taint. This 
ability does not remove curses such as lycanthropy. Costs 2 vitality.
 DaylightM: You shed strong light 60 ft outward and weak 
light an additional 60 ft outward for 5 minutes. Also, aberrations, 
fiends, and undead suffer 1d4 holy wound damage upon first expo-
sure to the strong light and 1 wound damage each round thereafter 
while in the strong light. Costs 2 vitality.
 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally.
 Detect Lies: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
 Flame StrikeM: You call down holy fire upon a single target 
within 60 ft. The strike inflicts 1d6 damage per level. The damage is 
50% fire and 50% holy energy. Costs 2 vitality.
 Gods Lore: You enjoy a +10 bonus on Religion checks.
 Greater Sanctuary: This improves Sanctuary to affect 
the first 5 foes until your next turn. Costs 2 vitality.
 Holy CircleM: You evoke around you a stationary 5-ft-radius 
circle inscribed with angelic runes. Evil creatures cannot pass or 
break the circle’s perimeter as long as you concentrate as a standard 
action each round + an additional 1d4 rounds. Exiting the circle 
ends the effect. Costs 2 vitality.
 Holy Flame TongueM: Apply to 1 of your weapons a +2 
bonus on attacks, +1d6 fire damage, and +1d6 holy damage for 5 
minutes. Costs 2 vitality.
 IntercessionM: Once daily you focus as a move action and 
select any 1 ability of your race or 1 cleric magic ability of a tier you 
can access except paragon tier. You can and must immediately use the 
ability or you lose it. Using the selected ability costs no vitality but 
inflicts 1 wound damage. You must be a cleric to use this ability.
 Pontificate: Once daily, after 1 minute spent speaking and 
praying with up to 5 adjacent allies, you each heal 1d6 vitality.
 Protection From EvilM: For 5 minutes, the creature 
touched enjoys a +5 bonus to DR and saves to resist attacks by aber-
rations, fiends, and undead. Also, the subject ignores effects of pos-
session by such creatures. Costs 2 vitality. 
 Remove CurseM: You negate 1 curse affiliating the touched 
creature. A creature can so benefit only once daily. Costs 2 vitality.
 Sacred GlyphM: You conjure a glyph over a doorway or 
similar portal. Any creature that moves through the portal and does 
not match your alignment or worship your deity suffers 1d6 holy 
damage per 2 levels. The glyph lasts 24 hours or until activated or 
dispelled. Noticing a glyph is a DC 30 Perception check.  You can 
maintain 1 glyph at a time. Costs 2 vitality.
 SilenceM: You cloak yourself with a stationary 15-ft-radius 
sphere in which all sound is suppressed. Sonic energy and abilities 
that rely on sound fail to affect targets within the sphere. The silence 
grants a +10 bonus on Stealth checks. The effect lasts as long as you 
concentrate + an additional 1d4 rounds. Costs 2 vitality.

Advanced Tier
Clerics select from the following advanced abilities. 
 AtonementM: You and a touched nonevil creature participate 
in a 1-hour ritual, after which the creature is in good standing with 
your deity, regains the full use of class abilities that depend on good 
behavior or your deity’s blessing, can use faith points starting at his 
next level, and can continue to progress in his class.
 Blade BarrierM: You evoke around you or a point within 30 ft 
a stationary 15-ft-radius ring or 90-ft-long wall of slashing blades for 5 
minutes. Creatures that start within or pass through the ring suffer 1d6 
damage per level or ½ damage if Reflex resists. Costs 5 vitality.
 Blinding Light: This improves Daylight, such that sentient 
nongood creatures are blinded (no save) while they remain in the area.
 ConsecrateM: You fill a stationary 30-ft-square area around 

you with light and holy energy that lasts 4 hours + 1 hour per level. 
Undead and fiends cannot be created or conjured in the area, and can-
not even enter the area if a holy alter is present. This ability negates 
the effect of Desecrate and Death Zone. Costs 10 vitality.
 ExorcismM: You target 1 fiend, undead or possessed creature 
within 15 ft. If you beat its Will, it is destroyed (if undead), banished 
to its home realm (if a fiend) or freed from possession. Costs 5 vitality.
 Find the PathM: For 5 minutes, apply a +20 bonus on 
Dungeoneering and Nature checks to learn the most direct route to 
a destination within 5 miles. Costs 5 vitality.
 Greater PrayerM: This improves Prayer, such that the 
bonus is +3 for you and allies and -3 for enemies. Costs 5 vitality.
 Mark of CompassionM: You target 1 creature within 
30 ft that has performed an evil act in the last 7 days. A permanent 
sigil appears on its forehead indicating its act and thereafter it suffers 
exhaustion for 1 hour whenever it performs an evil act (no save). 
Atonement negates this ability. Costs 5 vitality. 
 RegenerateM: You restore 1 lost limb or organ such as an eye 
or arm of an adjacent ally after 1 minute of work. Costs 5 vitality. 
 Replenishing Prayer: Once daily, you spend 1 hour in 
deep prayer, after which you recover to full vitality. Adjacent nonevil 
allies who join you for the full hour each recover 1d6+1 vitality.
 RevivifyM: You restore to life an adjacent creature that has died 
within the past 3 rounds. The creature returns with 1 wound point. 
Ailments at its time of death remain. Costs 5 vitality. 
    Righteous Mien: Apply a +4 bonus on Diplomacy, Heal, 
Insight, Nobility, and Religion checks.
    Summon CelestialsM: You perform a 1-minute ritual to 
summon 1 or more celestials within 30 ft. Their total levels cannot 
exceed your level. They freely aid you for 1 hour, after which they 
vanish. A celestial will never perform evil acts or bring harm to non-
evil creatures. Costs 10 vitality.
 SutureM: Once daily your touch heals all wound damage and 
4d6 vitality. You can suture yourself or an adjacent ally. Requires Halo.
 True Censure: This improves Censure to target any type of foe.

Paragon Tier
Clerics select from the following paragon abilities.
  CommuneM: After 1 hour of prayer, you receive a response 
(yes/no/maybe/irrelevant) from your deity regarding a number 
of questions up to your level. Questions must be 10 words or less. 
Costs 25 vitality.
 Craft RelicC: You can craft a holy item from the bones or 
garments of a celestial creature or good person. Once daily, the item 
can produce any 1 paragon cleric ability or any 1 advanced and 2 
intermediate cleric abilities. Only a good-aligned person can use the 
relic. Evil creatures suffer 1 wound per round while touching it.  The 
relic costs 25,000 gp and takes 25 days to make.
 HealM: Your touch cures an ally of all wound damage and ail-
ments and restores 4d6 vitality. Also, lost limbs rapidly regrow and 
scars vanish. Each ally can benefit only once daily by this. Requires 
Cure Ailment, Lay on Hands, and Regenerate. Costs 10 vitality. 
 Holy AscensionM: You become angelic. For 5 minutes, 
you gain +5 DR, darkvision and heavensight, fast healing 5, immu-
nity to disease and poison, and feathery wings that provide a fly speed 
of 30 ft. Costs 25 vitality.
 Holy WordM: Your deity speaks through you, affecting all 
creatures within 60 ft. Evil creatures are stunned for 1d4 rounds. 
Neutral creatures are dazed 1d4 rounds. Good creatures are cured of 
all wound damage. Costs 25 vitality.
 Mass Heal: This improves Heal to aid you and up to 10 allies 
within 30 ft. Usable once daily. Costs 5 vitality + 5 per person.
 Mass RevivifyM: This improves Revivify to affect all allies 
within 30 ft. Costs 10 vitality.
 Raise DeadM: After a 1-hour ritual, you restore a dead crea-
ture to life, full wounds, and 0 vitality. It must have died within the 
past 1 day per level. The ritual requires 5000 gp in materials. You can-
not raise a creature that wishes to not return to life. Costs 10 vitality.
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 Dhampir
The seductive power of vampire blood runs in your veins.

Background and Adventures
These charming night-dwellers harbor vampire blood. Dhampirs 
start their careers as living mortals, but as they embrace ancient, 
accursed urges and powers, they travel a path into undeath.
 Dhampirs tend to be loners, as they are the unwholesome, rare 
result of a mortal and vampire union. Some dhampirs quickly turn 
evil because the easiest means to unlock new powers is by tasting 
warm blood. They specialize in charming and exsanguinating the 
innocent. In contrast, a few dhampirs struggle to maintain their 
humanity. They resist their nature and either drink expensive pre-
served blood or prey on animals, criminals or even vampires.
 A dhampir begins his career with his first kill, intentional or not, 
and is forever haunted by memories of that person. 
 Due to their penchant for destruction, dhampirs tend to 
keep moving, to escape the law or find a palliative, whether 
that be love, blood, luxury or redemption. Alas, all who 
touch the undead are cursed! 

Class Details
Dhampirs have the following statistics.
————————————————
 Prime Attribute: Charisma.
 Attack Roll: d20 + ½ class level + Charisma 
modifier.
 Defenses: +2 Fortitude, +2 Reflex, +2 Will
——————————————————
 Armor: All Light armors such as leather.
 Weapons: All light blades plus 1 other weapon 
group of your choice.
 Starting Gold: 6d4 x 10 (150 gp).
——————————————————
 Alignment: Any nongood.
 Special: You suffer 2 conditions. First, you are daz-
zled in daylight. A dazzled creature takes a -2 penalty on 
attack rolls and Perception checks. Second, whenever 
you become eligible to access a new tier of abilities, 
you must drain and drink the blood of 1 healthy living 
mortal person during a 10-minute ritual in order to 
advance. You did so in order to enter this class. 
The Sun-Sired ability cancels these conditions.
 Training: 1d12 years.
———————————————

Core Abilities
Dhampirs start with the following abilities at 1st level.
 Blood LustM: At the start of each day, you gain +5 vitality for 
that day if you drink 1 vial of fresh blood taken from a healthy person. 
On days you forego blood, you gain 0 vitality and suffer -2 comeliness. 
If you imbibe blood of an animal or unhealthy person, you only gain 2 
vitality. Buying fresh blood is described on page 166. Using Vampiric 
Bite (below) to inflict wounds grants 1 vial of fresh blood.
 Night VisionM: You enjoy darkvision to see in darkness as 
easily as in daylight. If you already possess that, you enjoy nethersight 
instead and are able to see normally even in magical darkness.
 Vampiric BiteM: You can show or hide a set of nasty vampiric 
fangs as a swift action. Your bite inflicts either 1d4 damage per 2 
levels (max 5d4)—or 1 wound point if you like—against an adjacent 
living foe. Fortitude resists for ½ damage—or 0 wounds. 

Basic Tier
Dhampirs select from the following basic abilities.
 Action Ready: Boost Athletics and Perception checks by +5.
 Artful Style: Boost Acrobatics and Stealth checks by +5.
 Bat FormM: You transform into a Tiny bat as a standard action. 

In this form, you gain a +10 bonus on Acrobatics checks and can fly 
at a speed of 20 ft. You return to your normal form at the end of your 
turn. You cannot make attacks in this form. Costs 2 vitality.
 Charm PersonM: A targeted person within 15 ft is friendly 
to you for 5 minutes if you beat his Will. While charmed, he will not 
act in a way that brings harm to you, himself or his allies. Otherwise, 
he will follow you and respond aggressively to creatures that threaten 
you. He will take you to safety if you are incapacitated. You can dis-
miss the charm as a swift action. If you treat the person well, he may 
remain friendly after the charm wears off. This ability does not grant 
a shared language or alter a person’s alignment. Costs 1 vitality. 
 Comely: Your comeliness permanently improves by +2.
 Courtly Ruse: Boost your Bluff and Nobility checks by +5.
  Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
    Endure Elements: You ignore the effects of extreme tem-
perature. You can exist comfortably in conditions between -40º and 
140º F without harm. Your gear is also protected. This ability is con-
tinuously in effect even when you are unconscious.
 Expeditious StrideM: As a swift action, apply a +30 ft 
bonus to your land speed for 5 minutes. Costs 1 vitality.
 False LifeM: You or a touched living ally gains temporary 
wound points equal to 1d10 + your level. The points last for 5 min-
utes and then go away. Multiple uses do not stack. Costs 1 vitality.
   Grapple: You grapple an adjacent foe up to 1 size larger when  
you have 1 hand free and beat the foe’s Fortitude. A grappled crea-
ture cannot move and can only use a Light melee weapon that is 
already in hand. Each round, you must expend a move action to 

maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
  Hustle: As a swift action up to 1/round, you gain a bonus move 
action. Requires Blood Lust and Repletion. Costs 1 vitality.
  Improved Grapple: Apply a +5 bonus on attack rolls 
when initiating or resisting the Grapple ability. Requires Grapple.
  JumpM: You leap outward, downward or upward up to 30 ft as 
a standard action without a running start or Athletics check or fear 
of harm on impact. Costs 1 vitality.
 MessageM: You whisper a message that is clearly audible to 1 
target within 90 ft. You only need line of effect, not line of sight.
  RepletionM: By expending 1 vitality point, you do not need 

to eat or drink for 24 hours. This does not negate your need 
for blood as described under Blood Lust.
         Romantic: Apply a +5 bonus on Diplomacy 
checks, or +10 in romantic situations.
    Slam Attack: An adjacent foe must resist using 

Reflex or suffer 1d6 damage (or 1d4 if you are Small). Apply a 
+1 bonus to your attack roll and add your Strength modifier to your 
damage roll.
 Spider ClimbM: You gain a climb speed of 30 ft for 5 minutes. 
While climbing, you are not defenseless and you enjoy a +10 bonus 
to Athletics and Acrobatics checks. Costs 2 vitality.
 Supernatural Lore: Boost Arcana, Dungeoneering, and 
Religion checks by +3.
 Unnatural Aura: Boost Diplomacy, Disguise, and Intimi-
date checks by +5 involving undead, but penalize Diplomacy, Dis-
guise, and Handle Animal checks by -2 involving animals and children.
 Vampiric Avenger: You are now proficient with Medium 
armors and shields except tower shields.
 Vampiric Multi-Attack: You can use Vampiric Bite and 
Slam Attack in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls. Requires you know Vampiric Bite and Slam Attack.

Intermediate Tier
Dhampirs select from the following intermediate abilities.
 All You Need is Kill: An adjacent foe suffers 2d6 damage 
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from your bite or slam attack, or is slain outright if it is level 2 or lower.
 Beauty: Boost your comeliness by +4.
 BlinkM: As a move action you briefly vanish and then reappear 
up to 15 ft away in an empty space of your choice. Requires Blood 
Lust. Costs 2 vitality.
 Blood’s BlessingM: Boost Fortitude, Reflex, and Will saves 
by +2. Requires Blood Lust, Supernatural Lore, and Unnatural Aura.
 Charm UndeadM: As Charm Person, but affects undead 
instead and lasts 1 hour. The target does not gain extra intelligence 
or special knowledge. Costs 2 vitality.
 Dazing Bite: As a swift action when you successfully use 
Vampiric Bite, the target must resist using Will or be dazed for 1 
round in addition to any damage you inflict. Costs 2 vitality.
 Death GuardM: For 2 minutes, you are immune to the 
effects of all ailments, curses, and necrotic and vile energy damage. 
Costs 2 vitality.
 Detect ThoughtsM: You note the presence or absence 
of thoughts (from conscious, sentient creatures) within a 60-ft cone. 
After concentrating for a second round, you learn the number of think-
ing minds and the Intelligence of each. After concentrating for a third 
round, you “hear” the current surface thoughts of 1 creature of your 
choice within range for 2 minutes if you beat its Will. Costs 2 vitality.
 Disease Immunity: You are immune to all diseases. 
Requires Blood Lust.
 Far JumpM: This improves Jump to safely take you out to 90 
ft. Costs 2 vitality.
 Gaseous FormM: You become an insubstantial gas and fly 
slowly for 5 minutes. In this form, your speed is 10 ft, you can only 
take move actions, you can perceive as normal, gain DR 10, and are 
immune to all ailments. You can pass through cracks but you cannot 
enter liquids. The Gust of Wind ability affects you normally as if you 
were air. Costs 2 vitality.
 Grave SkinM: You skin acquires a permanent magical tough-
ness that grants a +2 bonus to your DR. Requires Blood Lust.
 Hypnotic GazeM: One person within 30 ft and line of sight 
must resist using Will or be dazed for 1d4 rounds. Costs 2 vitality.
 Improved Initiative: You react quickly to attack. Apply a 
+5 bonus on initiative checks or +2 when over-loaded. 
 Improved Slam Attack: This improves Slam Attack, 
such that you apply +2 on attack rolls and inflict +5 damage.
 Lasting Vigor:  Boost your maximum vitality by +5 points. 
 Mental Barrier: Permanently boost your Will by +5.
   NightformM: For up to 5 minutes you become a Tiny or 
Small nighttime animal such as a bat, rat, spider, snake or black dog. 
You gain a burrow, climb, fly or swim speed of 30 ft, or a land speed 
of 60 ft (choose 1 option) and you enjoy a +3 bonus on Endurance, 
Perception, and Stealth checks. You radiate faint magic. You cannot 
make attack rolls in this form. You can return to your normal form 
as a move action. Requires Blood Lust. Costs 2 vitality.
 See InvisibilityM: As a standard action, you clearly notice 
for 1 round any invisible or incorporeal creatures within 30 ft.
 Summon SwarmM: A dark swirl vomits a mass of vermin 
that occupy a pair of adjacent 5-ft spaces within 30 ft. The vermin are 
bats, spiders, rats, beetles or such as you imagine. Living creatures 
in the affected spaces immediately suffer 1d4 damage per round (no 
save) and must resist using Fortitude or be dazed for 1 round. The 
swarm lasts while you concentrate + 2 rounds. Costs 2 vitality.
 Sun-Sired: You ignore the 2 special conditions for this class. 
You must be nonevil to benefit from this ability.
 Unnatural CommunionM: Once daily, after 1 minute 
of using your fangs or a fine blade to help trade blood with a person, 
you each heal 2d6 vitality. Alternatively, 1 of you heals 4d6 vitality.
 Worldly Vampire: Boost Appraise, Diplomacy, History, 
Insight, Music, and Nobility checks by +3.

Advanced Tier
Dhampirs select from the following advanced abilities.
 BeguileM: As Charm Person but lasts 24 hours. Costs 5 vitality.
 Blood LinkM: You telepathically transmit up to 25 words—or 1 

clear image or sensation for 1 minute—to a person on the same world 
or realm of existence, on whom you have used Vampiric Bite, Reviving 
Blood or Unnatural Communion. Requires Message. Costs 2 vitality.
 Elder Lore: Boost History and Nobility checks by +10.
 Fast Healing: Each round at the end of your turn, you auto-
matically recover 1 wound point. This occurs even if you are uncon-
scious but not dead. Requires Blood Lust and Self-Regenerate.
 Greater Slam Attack: This improves Improved Slam 
Attack to grant +3 on attack rolls and +10 damage.
 Greater Vampiric BiteM: This improves Vampiric Bite to 
inflict 1d6 damage per 2 levels (max 10d6) or 1d6 wound points, as 
you desire, against an adjacent foe.
 Lasting Nightform: This improves Nightform to last 4 
hours + 1 hour per level. Costs 5 vitality.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.  
 Lethal BiteM: One adjacent person must resist using For-
titude or be reduced to -1 wounds by your terrible bite and begin 
dying. Even if the person successfully resists, he suffers 3d6 necrotic 
damage. Requires Vampiric Bite. Costs 5 vitality.
 Life’s PassagesM: When tasting the blood of a living creature, 
you may learn the answer (yes/no/maybe/irrelevant) to 1 question 
phrased in 10 words or less. The chance of success equals 70% + 1% 
per level. You can analyze a dead person’s blood if he died in the past 1 
hour. You can so analyze a given creature only once ever. Costs 5 vitality.
 Mountain and River: Apply a +10 bonus on Acrobatics 
and Athletics checks. Requires Blood Lust.
 Reviving BloodM: By sharing some of your blood, you 
restore to life an adjacent animal, person or vampire that has died 
within the past 3 rounds. It returns with 1 wound point. Ailments at 
its time of death remain. Requires Blood Lust. Costs 5 vitality.
 Poison Immunity: You are immune to all poisons. 
Requires Blood Lust.
 Self-RegenerateM: You regrow 1 lost limb or organ such as 
an eye or arm after 1 minute. Requires Blood Lust. Costs 5 vitality. 
 Swift Jump: This improves Jump and Far Jump such that you 
can activate them as swift actions.
 Vampiric Skin: This improves Grave Skin to provide +4 DR.

Paragon Tier
Dhampirs select from the following paragon abilities.
 Beguile UndeadM: As Beguile, but affects undead instead. 
Requires Charm Undead. Costs 10 vitality.
 Dhampir Apotheosis: After a 1-hour ritual, you perma-
nently transform. You do not need to breathe, eat or sleep unless you 
wish to. You have no need to make Endurance checks. Also, add 400 years 
to your lifespan. Requires Blood Lust, Fast Healing, and Lasting Youth.
 Form of NightM: You transform into a bat swarm with a 30 
ft fly speed, a rat swarm with a 20 ft burrow speed, or a snake swarm 
with a 30 ft swim or climb speed, as you choose. Whatever the form, 
you occupy a 10-ft-square area as a Large creature, though you may 
co-occupy space with other creatures. Also, you enjoy DR 10, fast 
healing 5, and retain all your other traits and abilities. Finally, when 
a creature begins its turn in your space, you can swarm it, inflicting 
1d6 necrotic damage per level. Fortitude resists for ½ damage. The 
transformation lasts 2 minutes. You regain 2d4 wound points when 
you return to your normal form. Costs 25 vitality.
 Life’s ContingenciesM: This improves Gaseous Form 
such that once daily, it automatically activates whenever you would 
normally fall unconscious or be slain in corporeal form. Once the 
gaseous form has activated at the start of your next turn, you are 
conscious and restored to 1 wounds.
 Mighty Slam Attack: This improves Greater Slam Attack, 
such that you apply +5 to attack rolls and inflict +15 damage.
 Stunning Bite: As a swift action when you successfully use 
Vampiric Bite or Greater Vampiric Bite, the target must resist using 
Will or be stunned for 1 round in addition to any damage you inflict. 
Costs 10 vitality.
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 Druid
A druid is a caretaker, student, and champion of Nature’s wisdom.

Background & Adventures
Due to ancient rites with fey and similar nature spirits, a druid can 
speak with plants and animals, influence the weather, step vast dis-
tances via trees, and transform into various animals. 
 Most druids gather in small groups called groves and cooperate in 
loose affiliation with other groves as part of a global network. Often, 
druids adventure to courier messages to other druidic groves, learn 
about the larger world, or complete a quest commissioned by hiero-
phants, who are powerful and mysterious fey-like druids.
 Druids revere nature and confront those who bring harm to it. 
Activities needed for survival such as sustainable agriculture and ani-
mal husbandry are okay. Needless activities such as clear-cutting and 
trophy hunting are not.
 In an adventuring party, a druid serves as an advisor, guide, and 
protector. He may be kindly and calm or an ardent avenger skilled in 
combat. He prefers the outdoors.

Class Details
Druids have the following statistics.
———————————————
 Prime Attribute: Wisdom. 
 Attack: d20 + ½ class level + Wisdom 
modifier.
 Defenses: Fortitude +2, Will +2.
—————————————————
 Armor: All natural armors such as leather 
and hide, and wooden shields.
 Weapons: Nonmetal weapons such as bows, 
clubs, and slings. Also, the dagger and scimitar.
 Starting Gold: 2d4 x 10 (50 gp).
————————————————
 Alignment: Any neutral.
 Special: You cannot use class magic abilities 
when you are non-neutral. You must not use 
metal armaments (except dagger and scimitar) 
or harm nature, and when you do so, you can-
not use class magic abilities for 24 hours. You 
must hold hemlock, mistletoe or wolvesbane 
when using class magic abilities, or apply a -2 
penalty to your attack rolls.
 Training: 3d4 years.
—————————————

Core Abilities
Druids start with the following abilities at 1st level.
 Druidic Rite: You enjoy a +2 bonus on Handle Animal, 
Nature, Religion, and Survival checks. Also, you speak Druidic, the 
secret language of druids. 
 Fey Gift: You know 1 druid basic magic ability of your choice.
 Speak With AnimalsM: For 5 minutes, you can ask ques-
tions and receive answers from animals. They are not necessarily 
cooperative or knowledgeable. The animal performs a small favor on 
successful DC 15 Handle Animal check. Costs 1 vitality.

Basic Tier
Druids select from the following basic abilities.
 Animal HelperM: You conjure a Tiny ground animal such 
as a cat, hare or mouse. It appears adjacent to you and remains for 1 
hour. It can keep watch, courier notes, scout or entertain a crowd. It 
can’t make attacks. It has 2 wound points, DR 1, a land speed of 30 
ft, and Perception, Stealth and Trick modifiers of +10 + your level. 
Its vitality and saves equal your own. Costs 1 vitality.
 Bark SkinM: For 5 minutes, you enjoy a bark-like skin that 
grants you a +2 DR. This works with worn armor. Costs 1 vitality.

 Delay AilmentM: For a touched ally, you temporarily halt the 
progress of poison for 1 hour or disease for 1 day. Costs 1 vitality.
 Detect WildlifeM: You learn whether animals, fey, and/or 
plant creatures—alternatively, hemlock, mistletoe or wolvesbane—
are present within a 30-ft cone. By concentrating a second round on 
the same area, you learn the specific creatures or plants present.
 Endure ElementsM: You ignore effects of extreme tem-
perature. You can exist comfortably in conditions between -40º and 
140º F without harm. Your gear is also protected. This ability is con-
tinuously in effect even when you are unconscious.
 Ensorcel StaffC: You place a magic ability that you know 
into a masterwork staff or club that delivers a single-use effect when 
activated as a standard action. The cost and time equal 25 gp and 1 
hour for a basic ability, 150 gp and 2 hours for an intermediate abil-
ity, 325 gp and 4 hours for an advanced ability or 750 gp and 8 hours 
for a paragon ability. If the ability costs vitality, you spend vitality 
when ensorcelling the staff. A staff can hold 1 ability at a time and be 
reused in the future.
 Feral Senses: You gain low-light vision. Also, apply a +5 bonus 
on Perception checks.
 Fey Friend: Apply a +5 bonus on saves to resist fey magic 
abilities and a +5 bonus on Diplomacy and Insight checks involving 
fey creatures. 

     First Aid: Boost Heal checks by +5, or by +10 to halt 
bleeding. A DC 15 Heal check stabilizes a bleeding character. 
  GoodberryM: Your conjure 2d4 berries, nuts or similar 

small uncooked edibles. When eaten, a berry provides nourish-
ment as if it were a normal meal for a person and cures either 
1 wound damage or 1d4 vitality. A creature can benefit from up 

to 3 berries in a 24-hour period. Costs 1 vitality.
  Guard StaffM: You awaken a masterwork staff to sen-
tience for 4 hours + 1 hour per level. The staff gains an 8 Intelligence 
and sense organs that grant it a +10 bonus on Perception checks. If 

the staff is not surprised, neither are you. You can instruct the staff 
to alert you with a mild tingle or strong jolt whenever it detects 

the arrival of a creature within 15 ft of it. A jolt wakes you from 
sleep. Only you can control the staff. Costs 2 vitality.

 Nature’s Ally: Boost Handle Animal checks by 
+5, or by +10 once daily.

 Nature’s Peace: Boost Diplomacy, 
Insight, Music, and Perception checks by +2. 
Also, you speak Sylvan.

     ShillelaghM: Any wooden druidic melee 
weapon that you wield counts as magical and inflicts damage 
equal to 1d8 + 1 point per level (max +5) with a +1 bonus 
on attack rolls. The weapon is unexceptional in others’ hands. 
Requires Druidic Rite.

 Trackless Step: You leave no trail in natural surroundings 
and cannot be tracked. You may choose to leave a trail.
   Woodland Stride: You move through any sort of natural 
undergrowth (natural thorns, briars, overgrown areas, etc) at your 
normal speed and without taking damage or suffering any other 
impairment. Undergrowth that is enchanted or magically manipu-
lated to impede motion still affects you.

Intermediate Tier
Druids select from the following intermediate abilities. 
 Call LightningM: You invoke lightning upon 1 target within 
120 ft to inflict 1d8 electrical damage per 2 levels (max 10d8). Forti-
tude resists for ½ damage except no save outdoors. Costs 2 vitality.
 Disease Immunity: You are immune to all diseases. 
Requires Herbalist.
 EntangleM: You evoke and animate plant life in a 15-ft radius 
around a point up to 90 ft away. Each round, creatures in the area must 
resist using Reflex. Those that fail are held tightly for that turn, unable 
to move, limited to a single other action, and suffering a -2 penalty on 
d20 rolls. Those that resist move at ½ speed. The effect lasts 5 min-
utes. This only works outdoors or underground. Costs 2 vitality.

Chapter 4: Classes



55

 Forest Avenger: Apply a +2 bonus on attack rolls and +5 
damage when using druidic weapons. Requires Druidic Rite.
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 Magic FangM: For 5 minutes, a touched animal enjoys a +1 
bonus on attacks and delivers +2 damage per attack, and its attacks 
count as magical. Costs 2 vitality.
 Resist Fey: Apply a +2 bonus on Will, or +10 versus fey foes.
 Speak With PlantsM: For 5 minutes, you ask questions 
and receive answers from natural plants. They are cooperative but can 
only report what they observe without inferences. A plant will gladly 
watch a 10-ft-square area for you for 1 day. Costs 2 vitality. 
 Stone ShapeM: You mold adjacent stone into new shapes. 
You affect up to 10 cubic ft + 1 cubic ft per level. You can form rocks 
into a stone bridge, warp a pillar to make it fall, form a hole in a wall, 
and so forth. Costs 2 vitality.
 Sweet WaterM: You conjure a handful of pure water that if 
drunk within 1 round cures 3d6 wound points. Costs 2 vitality.
 Tree ShapeM: You become a tree. In tree form, you see and 
hear normally but can take no other actions. Apply a +20 bonus on 
Disguise checks to be mistaken for a normal tree. You radiate faint 
magic. You can return to your normal form as a move action. Lasts 4 
hours + 1 hour per level. Costs 2 vitality.
 Wall of ThornsM: You evoke a 5-ft-thick thorny mass that is 
5 ft x 20 ft or 10 ft x 10 ft. The mass appears within 30 ft of you in any 
spot where it can anchor (meld) into earth or vegetation on at least 1 
side. It has DR 5, 120 hp per 5-ft square, and lasts 1 hour. Costs 2 vitality.
 Water BreathingM: You can breathe in water as easily as 
in air for up to 4 hours + 1 hour per level over a 24 hour period. You 
can use the hours nonconsecutively and may expend hours to grant 
touched allies the ability to breathe water too. Costs 2 vitality.
   Wild ShapeM: For up to 5 minutes you become a Tiny or 
Small animal. You gain a burrow, climb, fly or swim speed of 30 ft, or a 
land speed of 60 ft (choose 1 option relevant to the animal form) and 
you enjoy a +3 bonus on Endurance, Perception, and Stealth checks. 
You radiate faint magic. You cannot make attack rolls in this form. You 
can return to your normal form as a move action. Requires Druidic 
Rite. Costs 2 vitality.
 Wood ShapeM: You mold an adjacent woody mass into new 
shapes. You affect up to 10 cubic ft + 1 cubic ft per level. You can 
form lumber into furnishings, warp a door to pass it, fashion a canoe 
from a fallen log, create an open window on the underside of a ship, 
or so forth. Costs 2 vitality.

Advanced Tier
Druids select from the following advanced abilities. 
 Carnivorous GrowthM: This improves Entangle such 
that the plants automatically bite all creatures in the area each round 
for 1d8 damage + 1 point per level (no save). Costs 5 vitality.
 Control WaterM: You raise or lower the level of water 
within 500 ft of you. You can affect up to 1 10-ft-square area per 
level, raising or lowering it by 2 ft per level. The effect lasts while 
you concentrate + 2d6 rounds. Costs 5 vitality.
 Creeping DoomM: One target within 90 ft suffers 1d10 
damage per level (max 10d10) from biting insects that pour forth from 
its gear and orifices. Fortitude resists for ½ damage. Costs 5 vitality.
 Druidic CircleM: You evoke around you a stationary 10-ft-
radius circle inscribed with druidic runes. Animals, elementals, fey, 
and plants cannot pass or break the circle’s perimeter as long as you 
concentrate as a standard action each round + an additional 1d4 
rounds. Exiting the circle ends the effect. Costs 5 vitality.
 Feyweald StrideM: This improves Woodland Stride. You move 
through magically manipulated plant-life without harm or impediment.
 ForestfoldM: You and up to 8 touched allies enjoy a +10 
bonus on Stealth checks while moving through natural terrain for 4 
hours + 1 hour per level. Costs 1 vitality + 1 per ally.

 Hierophant: You are trained in ancient druidic ways. Apply a 
+4 bonus on Arcana, Diplomacy, Insight, Nature, and Religion checks.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Lasting Wild Shape: This improves Wild Shape to last 4 
hours + 1 hour per level. Costs 5 vitality.
 Move EarthM: This works like Control Water, except that it 
moves loose or packed earth (but not stone) instead. Costs 5 vitality.
 Poison Immunity: You are immune to all poisons. Requires 
Herbalist.
 QuenchM: You target up to 1 30-ft-cube area per level within 
500 ft of you and extinguish all nonmagical fires in the area. Alter-
natively, you extinguish 1 magical fire effect (such as a Wall of Fire) 
within 90 ft for 5 minutes, or you target a single creature within 90 ft 
to blast it with 1d6 cold damage per level, or ½ damage if Fortitude 
resists. Costs 5 vitality.
 Rusting GraspM: You target an exposed metal item of an adja-
cent foe. If Reflex fails, the item rusts and is destroyed. Magic items 
enjoy a +5 bonus to resist. You may target a construct for wound dam-
age equal to 1d4 + 1 point per level. Reflex negates. Costs 5 vitality.
 Tree StrideM: You step into an adjacent tree and move to 
another tree within 500 ft. From there, you can step out at your desti-
nation or continue to another tree within range. You can sense any trees 
in range. Stepping into or out of a tree is a standard action. Moving 
between trees is a move action. Costs 2 vitality per tree stepped into.
   Summon Nature’s AlliesM: You perform a 1-minute 
ritual to summon 1 or more animals, plants or fey creatures within 30 
ft to serve you for 1 hour, after which they return to their fey realm. 
Their total levels equal your level, and they never act to harm nature 
or its allies. Costs 10 vitality.
 WhirlwindM: You conjure within 90 ft a windy funnel that is 
up to 40 ft high and 10 ft in diameter. The funnel moves at a speed of 60 
ft in any direction you desire out to 250 ft and inflicts 2d8 damage on 
creatures in its path. A creature in the funnel is thrown 10-60 ft and lands 
prone if you beat its Reflex. The funnel lasts as long as you concentrate 
as a standard action each round + an additional 1d4 rounds. You can 
maintain 1 Whirlwind at a time. Costs 5 vitality.

Paragon Tier
Druids select from the following paragon abilities.
 Animal ShapesM:  This improves Wild Shape to affect you 
and up to 8 touched allies. Costs 2 vitality + 2 per ally.
 Commune With NatureM: After 1 hour of meditation, 
you receive a response (yes/no/maybe/irrelevant) to a number of 
questions up to your level regarding the local natural environment (5 
square miles) and creatures in it. Questions must be 10 words or less. 
Costs 10 vitality.
 Control WeatherM: After 1 minute of concentration, you 
direct the weather in a 5-square-mile area to shift 1 grade to become 
clearer or stormier, hot or colder, calmer or windier, as you like. The 
new weather takes effect after 10 minutes and lasts while you concen-
trate as a move action each round + 1d4 hours before reverting to 
normal. See page 237 regarding weather. Costs 10 vitality.
 Fey ApotheosisM: For 5 minutes, you gain +5 DR, darkvi-
sion, fast healing 5, the Feyweald Stride ability, immunity to magic that 
allows Will to resist, and the ability to alter your appearance at will to 
look like any Small or Medium humanoid. Costs 25 vitality.
 Lightning Storm: This improves Call Lightning such that 
you strike up to 1 target per level with 120 ft. Costs 10 vitality.
 ReincarnateM: After a 10-minute ritual costing 1,000 gp, 
you cause a touched corpse of a person that died in the past 7 days to 
crumble to dust. Simultaneously, the person returns to life in a fresh 
youthful body that emerges nearby from the earth. The person’s new 
race is determined randomly. If the target has ever killed another person, 
there is a 1 in 4 chance he returns as that other race or sex. The person 
loses all statistics and abilities of his previous race for the new race and 
vaguely recalls narrative details of his former life. He keeps all his other 
statistics such as class, deity, level, and theme. Costs 10 vitality.
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 Elementalist
A elementalist manipulates the elements to destructive ends. 

Background & Adventures
Elementalists delve the mysteries of air, earth, fire, and water. They 
can conjure fire, trap foes in ice, transform into an airy gas, call down 
meteors from the sky, and much more.
 Some elementalists specialize in a single element while others 
dabble in all four. In ancient times, the first mortal elementalists 
trained under genies to become mages of renown that helped their 
lieges build kingdoms. Then as now, their training focused on har-
nessing Nature’s spirit and powers. 
 An elementalist’s personality tends to reflect his element. A fire 
mage might be shifting and chaotic, while an earth wright might be 
steady and stoic. A few seek a harmonious balance between elements.
 Elementalists often act as war mages and enjoy raining havoc upon 
foes. Thus, they make potent if aggressive allies. Some differ in that 
they calmly seek to learn nature’s secrets.

Class Details
Elementalists have the following statistics.
—————————————————
 Prime Attribute: Wisdom. 
 Attack: d20 + ½ class level + Wisdom modifier.
 Defenses: Fortitude +2, Will +2.
————————————————— 
 Armor: None.
 Weapons: Light blades, the quarterstaff, 
and spear.
 Starting Gold: 2d4 x 10 (50 gp).
——————————————————
 Alignment: Any.
 Training: 3d4 years.
———————————————————

Core Abilities
Elementalists start with the following abilities at 1st level.
 Elemental LoreM: Apply a +2 bonus on Arcana and 
Nature checks. Also, you speak 2 of the following languages: 
Aquan, Auran, Ignan or Terran.
 Endure ElementsM: You ignore effects of extreme 
temperature. You can exist comfortably in conditions 
between -40º and 140º F without harm. Your gear is also 
protected. This ability is continuously in effect even when 
you are unconscious.
 Primordial RayM: One foe within 60 ft suffers 
1d6 damage per 2 levels (max 5d6) from either cold, elec-
tricity or fire (as you desire), or ½ damage if Fortitude 
resists.

Basic Tier
Elementalists select from the following basic abilities.
 Air WalkM: For 5 minutes, you tread just above 
a permeable surface (including water, snow, ice, and sand dunes) 
as if it were solid dry land. If you activate this ability underwater, you 
move to the surface at 4x your normal land speed. Costs 1 vitality.
 Burning HandsM: All creatures within a 15-ft cone suffer 
1d4 fire damage per level (max 5d4) or ½ damage when they resist 
using Reflex. Costs 1 vitality.
 Create WaterM: You conjure up to 10 gallons per level of fresh 
water. One person requires 1 gallon of water to survive for a day. Costs 
1 vitality.
 Drying TouchM: One touched wet object, mass or person 
weighing up to 250 pounds becomes dry. Items such as firearms that 
are harmed by immersion become usable again. Costs 1 vitality.
 EarthskinM: Your skin acquires a thin but hard film of earth 
that provides +2 DR for 5 minutes. This stacks with worn armor. 

Costs 1 vitality.
 Energy FistM: For 5 minutes, your unarmed attacks inflict 
1d4 damage + 1d6 energy damage (cold, electricity or fire) on an 
adjacent foe when you beat its Reflex. Costs 1 vitality.
 Feather FallM: As an immediate action, you or 1 ally within 
120 ft descends gently to the ground rather than falls. Costs 1 vitality.
 Fiery WakeM: When you move, you briefly produce fire in 
each space you pass through. Creatures in the area during that round 
suffer 1d4 fire damage + 1 point per level. Costs 1 vitality per round.
 Fire BoltM: One target within 30 ft suffers 1d6 fire damage 
per 2 levels (max 5d6) plus ½ that amount on its next turn unless it 
expends a standard action to extinguish the flames. Reflex negates. 
Costs 1 vitality.
 FlitM: As a standard action, you gain the ability to fly with a 30 ft  
speed for the remainder of your turn. You must end flight on a solid 
surface that supports you. Costs 1 vitality.
 IceM: You coat a single object or 10-ft-square area within 30 ft 
with slippery ice for 5 minutes. Creatures that attempt to hold or 

use an icy object must resist using Reflex or drop the object. Crea-
tures that attempt to pass through an icy area must resist using 

Reflex or fall prone. A creature that runs or uses Bull Rush 
or Charge suffers a -5 penalty on its save. Climbers on an 

incline (or wall) slide (or fall) if they fail to resist. Magical 
fire applied to the icy area or object instantly ends the 
effect. Costs 1 vitality.

      Resist EnergyM: For 5 minutes, you or a 
touched ally enjoy +10 DR against 1 energy type, 
or a +2 bonus versus all energy types. Costs 1 

vitality.
    StompM: Creatures up to size Medium within 

15 ft and in contact with the ground must resist using 
Reflex or fall prone. Costs 1 vitality.

 Sudden BurialM: One creature within 30 
ft that is touching soft ground (dirt, mud or snow but 

not stone or ice) is drawn into the earth and buried up to 
its neck for 5 minutes, or is slowed for 1 round if Reflex 

resists. A buried creature is physically restrained but can use 
magic or verbal abilities, and his allies can spend 1 minute to 
extract him. Apply -5 on your attack roll if the target is above 
5th level. Costs 1 vitality.
      Swim SpellM: For 5 minutes, you gain a Swim speed 
of 30 ft. This also grants a +10 bonus on Athletics checks in 
water. Costs 1 vitality.

Intermediate Tier
Elementalists select from the following intermediate abilities. 
  Desiccating TouchM: One adjacent foe suffers 
1d6 damage (max 10d6) per level due to water loss, or ½ 
damage if Fortitude resists. The effect bypasses DR. Costs 2 

vitality.
 FireballM: You project a red ray out to 90 ft 
that blossoms into a 15-ft-radius ball of fire. Creatures 
in the area suffer 1d6 fire damage per level (max 10d6), 

or ½ damage when Reflex resists. Costs 2 vitality.
 Flash FreezeM: You project a blue ray out to 90 ft that 

blossoms into a ball of freezing cold. The target suffers 1d8 cold dam-
age + 1 point per level and is encased in ice if you beat its Reflex. An 
affected creature is encased for 2 minutes and cannot move. A success-
ful DC 20 Athletics check by the target or its allies ends encasement. 
Affected objects cannot be picked up or moved until similarly freed. 
Magical fire applied to an affected target immediately ends the effect, 
with the encased creature or object taking no damage. Costs 2 vitality.
 Gaseous FormM: You become a dark insubstantial gas and 
waft slowly for 5 minutes. In this form, you have a 10 ft fly speed, 
can only take move actions, perceive as normal, have DR 10, enjoy a 
+5 bonus on Stealth checks, and enjoy immunity to all ailments. You 
can pass through cracks but cannot enter liquids. The Gust of Wind 
ability affects you normally. Costs 2 vitality.
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 Gust of WindM: You project a 60-ft line of forceful wind. 
Medium and smaller creatures cannot move toward you for 1 round. 
Those who fail to resist using Reflex are also knocked prone (or are 
pushed back 1d6 x 10 ft if flying). The wind grants a sailing ship its 
standard speed for 1 round. Costs 2 vitality.
 Mass BurialM: This improves Sudden Burial, such that it 
affects up to 1 creature per level within 60 ft. Costs 2 vitality.
 Maximize Elements: Once daily, you cause 1 elemental-
ist magic ability to function with all numeric values at maximum.
 Meld Into StoneM: You vanish into an adjacent 5-ft-cube 
stone volume for up to 5 minutes. You can hear but not see and can 
take no actions except to end the effect as a standard action. You are 
undetectable from outside the stone. Costs 2 vitality.
 Protection From EnergyM: You or a touched ally 
enjoy +20 DR against 1 energy type, or a +5 bonus versus all energy 
types, for 4 hours + 1 hour per level. Costs 2 vitality.
 Rip TideM: You move 1 foe immersed in water within 30 ft up 
to 120 ft in any direction so long as the foe remains in or adjacent to 
water. Only foes with a Swim speed can resist using Fortitude to end 
the effect. Costs 1 vitality.
 Scorching RaysM: You target up to 4 foes within 60 ft with 
ruby red rays. Each foe suffers 1d6 fire damage per 2 levels (max 
5d6), or ½ that amount when Reflex resists. Costs 2 vitality.
 Stone ShapeM: You mold adjacent stone into new shapes. 
You affect up to 10 cubic ft + 1 cubic ft per level. You can form rocks 
into a stone bridge, warp a pillar to make it fall, form a hole in a wall, 
or so forth. Costs 2 vitality.
 Summon MephitM: You gain a mephit as a permanent com-
panion. Its level equals ½ your own. If you lose it, you may acquire 
another after 1 month and a 25 gp cost.
  TremorM: This improves Stomp, such that you affect creatures 
up to Large size out to a distance of 30 ft, and creatures must resist 
using Fortitude or suffer 1d8 damage per 2 levels. Buildings in the 
area suffer the same damage and collapse if reduced to 0 hit points. 
Costs 2 vitality.
 Wall of StoneM: You conjure a 1-ft-thick stone slab that is 
5-ft x 20-ft or 10-ft x 10-ft. The slab appears within 30 ft of you in any 
spot where it can anchor (meld) into existing voluminous stone or 
dense earth on at least 1 side. The wall has DR 10 and 120 hit points 
per 5-square-ft area. It lasts 5 minutes. Costs 2 vitality.
 Water BreathingM: You can breathe in water as easily as 
in air for up to 4 hours + 1 hour per level over a 24 hour period. You 
can use the hours nonconsecutively and may expend hours to grant 
touched allies the ability to breathe water too. Costs 2 vitality.

Advanced Tier
Elementalists select from the following advanced abilities. 
 Airy GiftM: This improves Gaseous Form such that you can 
target an adjacent ally rather than yourself for the usual 2 vitality.
 BurrowM: For 5 minutes, you gain a burrow speed of 30 ft. 
You can move through earth but not stone or metal. You leave a 2-ft 
diameter path. Costs 5 vitality. 
 Cone of ColdM: You inflict 1d6 cold damage per level to all 
creatures in a 60-ft cone. Reflex resists for ½ damage. Costs 5 vitality.
 Control WaterM: You raise or lower the level of water 
within 500 ft of you. You can affect up to 1 10-ft-square area per 
level, raising or lowering it by 2 ft per level. The effect lasts while 
you concentrate + 2d6 rounds. Costs 5 vitality.
  Elemental Focus: Once daily as a move action, you gain 
4d6 vitality points that you must use before the end of your next turn 
or lose them. Requires Elemental Lore.
 Elemental ImmunityM: You are immune to 1 energy type 
for 24 hours. Requires Resist Energy. Costs 5 vitality.
 Energy AlternationM: As a move action, you change 
energy released by you, from an item held by you, or being released 
by an adjacent ally, to a different energy type of your choice for that 
round. The energy options are acid, cold, electrical, fire, and sonic.
 FlyM: You can fly at speed 30 ft. You drop gently to the ground in 

1 round if the magic ends while airborne. Costs 1 vitality per minute.
 Move EarthM: This works like Control Water, except that it 
moves earth (but not worked stone) instead. Costs 5 vitality.
 Primal StormM: You target a point within 120 ft. Until the 
start of your next turn, a sudden hail of roiling brimstone inflicts 5d6 
damage to all creatures within 15 ft of the point up to an elevation 
of 30 ft. The damage is cold, electricity or fire, as you like. Creatures 
in the area are also blinded and deafened for 5 minutes, or 1 round 
if Fortitude resists. When the storm ends, no trace of hail remains. 
Costs 5 vitality.
 Rock to MudM: Up to 1 5-ft cube per level of stone within 60 
ft changes to mud. Creatures in the area must resist using Fortitude to 
move 5 ft per turn or else they are stuck with a 0-ft speed and suffer a -5 
penalty on d20 rolls. The mud hardens after 1 minute. Stone buildings 
suffer 1d6x100 damage. Costs 10 vitality.
 StatueM: You gain the appearance and properties of a stone 
statue (DR 8) for up to 4 hours + 1 hour per level. You can hear and 
think as normal but you cannot move or attack except to end the 
effect as a swift action. Costs 5 vitality.
 StoneskinM: You enjoy DR 10 for 2 minutes or until the 
spell blocks 10 points of damage per level, whichever comes first. 
Requires Earthskin. Costs 5 vitality. 
 Summon ElementalsM: You perform a 1-minute ritual to 
summon 1 or more elemental type creatures within 30 ft to serve you 
for 1 hour, after which they vanish. They obey your verbal commands. 
Their total levels cannot exceed your level. Costs 10 vitality.
 Wall of FireM: You conjure an opaque 20-ft-high sheet of 
flame for 5 minutes that is either a curtain up to 20-ft long per level 
or a ring with a radius up to 5 ft per 2 levels. Creatures within 10 ft 
of the flame suffer 1d6 fire damage. Those caught in the flame or who 
pass through it suffer 4d6 damage and catch fire, suffering 1d6 fire 
damage per round until they spend a standard action to extinguish 
it. Applying 10 points of cold damage to a 5-ft square of wall extin-
guishes that section. You can maintain 1 Wall of Fire at a time. Costs 
5 vitality.
 WhirlwindM: You conjure within 90 ft a windy funnel that is 
up to 40 ft high and 10 ft in diameter. The funnel moves at a speed of 60 
ft in any direction you desire out to 250 ft and inflicts 2d8 damage on 
creatures in its path. A creature in the funnel is thrown 10-60 ft and lands 
prone if you beat its Reflex. The funnel lasts as long as you concentrate 
as a standard action each round + an additional 1d4 rounds. You can 
maintain 1 Whirlwind at a time. Costs 5 vitality.

Paragon Tier
Elementalists select from the following paragon abilities.
 Horrid WiltingM: This improves Desiccating Touch such 
that you target all foes within a 30-ft-radius area up to 120 ft away. 
Costs 10 vitality.
 Liquid FormM: You become an insubstantial liquid for 5 
minutes. In this form, you have a swim speed of 60 ft and gain DR 
10, fast healing 5, and immunity to all ailments. You can pass through 
cracks and are immune to cold and fire energy attacks. You cannot 
use your gear in this form. Requires Swim Spell. Costs 10 vitality.
 Meteor SwarmM: You call down 4 meteors. Each explodes 
on impact and inflicts 2d6 force damage, 2d6 sonic damage, and 2d6 
fire damage on foes and objects in a 60-ft-radius burst. You can con-
jure each meteor up to 500 ft away from you. A creature caught in 
the area of multiple meteors suffers damage from each one. Costs 10 
vitality.
 Overland FlightM: You and up to 5 touched allies can use 
Fly but with a speed of 120 ft for up to 4 hours + 1 hour per level. 
An ally who touches solid ground ends the effect for himself only. 
Requires Fly. Costs 2 vitality per recipient.
 QuakeM: This improves Tremor, such that you affect creatures 
up to size Huge out to a distance of 120 ft, and targets are panicked 
if you beat their Will. Costs 10 vitality.
 WhirlpoolM: As Rip Tide, but up to 1 immersed foe per 
level within 120 ft, and targets suffer 4d6 damage. Costs 10 vitality.
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 Fighter
A fighter is a skilled soldier trained for organized warfare.

Background & Adventures
A fighter is a highly trained and often keenly intelligent combatant 
who can deliver terrible blows with finesse. He is trained in the use 
of all armors, shields, and weapons.
 Many fighters specialize in the use of a particular one-handed 
melee weapon such as a longsword, great axe or warhammer. In 
the other hand is their trusty shield, which they may also use as a 
weapon. Other fighters prefer burly 2-handed weapons such as the 
greatsword.
 In the heat of battle, a fighter maintains focus that allows him to 
deliver blows at the right moment. With experience, he 
learns to sustain his focus for maximal effect to inflict 
severe damage in a single blow. He can also direct 
his allies to improve their tactics and possibly gain 
a bonus move. 
 A fighter may be a lone wolf, team player, sup-
portive defender or loud leader. Even when foes 
attempt to focus on a fighter’s allies, they should 
watch themselves. A fighter can likely pin or 
shove a combatant in addition to hacking and 
slashing.

Class Details
Fighters have the following statistics.
———————————————
 Prime Attribute: Strength.
 Attack: d20 + ½ class level + Strength 
modifier.
 Defenses: Fortitude +2.
———————————————
 Armor: All armors and shields.
 Weapons: All weapon groups.
 Starting Gold: 6d4 x 10 (150 gp).
———————————————
 Alignment: Any.
 Training: 1d4 years.
———————————————
 

Core Abilities
Fighters start with the following abili-
ties at 1st level.
 Combat Focus: As a move action 
you concentrate to achieve focus. Apply a +2 
bonus on your next attack roll. After attacking, the focus ends.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Weapon Focus: When you take this ability, select a melee 
weapon such as the longsword. Apply a +1 bonus on attack rolls and 
+2 damage when using that weapon.

Basic Tier
Fighters select from the following basic abilities. 
 Action Ready: Boost Athletics and Perception checks by +5.
 Bull Rush: You shove an adjacent target. If you beat its Forti-
tude, the target is pushed back 1d4 x 5 ft. You must move at least 10 
ft just prior to using this ability.
 Charge: As a swift action, apply +5 damage to your next 
melee weapon attack roll. You must move at least 10 ft in a straight 
line just prior to using this ability.
 Cleave: Up to once per round, when 1 of your melee attacks 
drops a foe (it falls unconscious or dies), you may immediately make 
1 more melee attack against any adjacent foe. This bonus attack deliv-

ers your weapon’s normal damage if you beat the target’s Fortitude, 
or Reflex for Light weapons.
 Combat Reflexes: As a swift action during combat, modify 
your attack rolls by -5 and your Reflex by +5 for 1 round.
 Defensive Block: As an immediate action, you hamper 1 
adjacent foe who is taking a move action. If you beat its Reflex, your 
foe cannot willingly move (or keep moving) that round though it 
may take other actions as normal.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to stop 
bleeding.  Normally, a DC 15 Heal check stabilizes a bleeding character.
 Forge Master: You enjoy a +5 bonus on Warcraft checks. 
Moreover, when you have access to a forge (50 gp, 400 pounds), you 
can make mundane armor and weapons at ½ their normal cost. The 
time required equals 1 day per 5 gp. You can make a masterwork item 
on a successful DC 20 Warcraft check.

 Horseman: Boost Handle Animal checks by +5, 
or by +10 when dealing with horses.
     Hustle: As a swift action up to 1/round, you 
gain a bonus move action. Requires Combat Focus 

and Rapid Attack. Costs 1 vitality.
     Mounted Combat: Apply a +5 bonus 

on Handle Animal checks. Up to once per round while 
mounted you can negate an attack against you by using 

your mount as a block on a successful DC 15 Handle Ani-
mal check. The mount takes no damage.

     Offensive Maneuver Training: Select 1 
of the following abilities: Bull Rush, Charge, Disarm, Feint, 

Grapple, Overrun, Sunder or Trip. Whenever you use the selected 
ability, add +5 to your attack roll. Also add +5 to your save when 

someone else targets you with the ability. You must already possess 
the selected ability to benefit. You can take this ability more than 
once. Each time, select a different ability to improve. 
 Pack Mule: Treat your Strength score as 4 points higher than 
normal when determining your carry capacity.
 Power Attack: As a swift action, apply a -2 penalty to your 
next attack roll but add +5 damage to that attack’s damage if you hit.
 Powerful Blow: Once daily as a swift action, when you hit 
a target with your melee weapon, apply +15 damage. Costs 5 vitality.
 Rapid Reload: When your ranged weapon requires a standard 
action to reload, you may use a move action instead to reload it.
 Respect: Boost Intimidate and Nobility checks by +5.

   Spirited Charge: When mounted, apply +5 damage 
with a melee weapon. You must move at least 10 ft just prior 
to using this ability. Requires Mounted Combat.
    Sweeping Blade: Once daily, using your melee 

weapon, all adjacent foes suffer the weapon’s base damage + 
your Strength modifier (no save). Costs 5 vitality.

    Tactical Pep: As a move action, you or an adjacent ally enjoys 
a +1 bonus on attack rolls, Reflex, and damage rolls until the start of 
your next turn. Costs 1 vitality.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Vitality Surge: Once daily you regain 1d6 vitality.
 War Training: You have practical knowledge of warfare. 
Boost Warcraft checks by +5, or by +10 once daily.

Intermediate Tier
Fighters select from the following intermediate abilities.
 Ace: You suffer no attack penalty using Rapid Attack.
 All You Need is Kill: An adjacent foe suffers 2d6 damage 
from your melee weapon, or is slain outright if it is level 2 or lower.
 Armor Specialization: Whatever armor you wear pro-
vides +2 DR above normal. The boost only works for you.
 Defensive Maneuver Training: When a foe targets 
you with the Disarm, Feint, Grapple, Sunder or Trip ability, apply a 
+5 bonus to resist the ability.
 Defensive Spasm: You shake off foes. All adjacent foes and 
foes that grapple you are thrown back 1d4 x 5 ft. If a foe has no space 
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Advanced Tier
Fighters select from the following advanced abilities.
 Art of War: Apply a +4 bonus on Bluff, Diplomacy, 
Insight, Nobility, and Warcraft checks. Requires Warlord.
 Assess Combatants: As a swift action, you learn the level 
of all creatures within 30 ft and line of sight.
 Devastating Charge: This improves Spirited Charge 
such that you deal 3x damage with a melee weapon (or 4x damage 
with a lance). 
 Nightmare Assault: As a swift action, apply +25 dam-
age to your next melee weapon attack, or +10 if your foe resists 
using Fortitude. Costs 5 vitality.
 Phalanx Fighting: When you and an adjacent ally are 
both using shields and are proficient with those shields, then you and 
your ally each enjoy +2 DR. Requires Shield Specialization.
 Pinning Shield: As a swift action, when you threaten a foe 
that cannot move backward (due to a wall or similar obstacle) then 
you can use your shield to prevent it from moving in any direction 
until the start of your next turn if you beat its Fortitude. Requires 
Shield Specialization.
 Power Grapple: This improves Grapple such that each 
round as a standard action, you may move a grappled foe 5 ft, either 
moving at the same time with the foe or repositioning the foe.
 Sacrificial Defense: As an immediate action, you protect 
yourself by using an adjacent creature of your size or smaller as a 
dupe. If the dupe fails to resist using Fortitude, it takes full damage 
from the next melee attack made by a foe that targets you.
 Skewer: You target 1 adjacent foe with your melee weapon. If 
you beat its Fortitude, it is reduced to -1 wounds and begin dying. 
Otherwise, it suffers 3d6 damage. This supersedes all other usual 
effects. Requires Sacrificial Strike. Costs 5 vitality.
 Stalwart Defense: Adjacent allies enjoy a +1 bonus to 
DR provided you hold a melee weapon or wear a shield. 
 Stormtrooper: On the first round of combat, you gain a 
bonus move or standard action to use a nonmagical ability. 
 Swift Vitality: Once daily as a swift action you regain 4d6 
vitality. Requires Second Wind.
 Warlord General: When you use the Warlord ability as a 
standard action, all allies who can see or hear you gain a bonus move 
action usable on their next turn. Costs 5 vitality.
 Whirlwind Attack: Each and every adjacent foe must 
resist using Reflex or suffer damage from your melee weapon equal 
to 4d6 damage + 1 per level. Requires Sweeping Blade.
 Wounding Weapon: As a swift action, your next suc-
cessful attack that round deals +1d6 wound damage. Costs 5 vitality.

Paragon Tier
Fighters select from the following paragon abilities.
 Combat Awareness: As a swift action, you learn the cur-
rent hit points, saves, and ongoing conditions of all creatures within 
30 ft and line of sight. Requires Assess Combatants.
 Deep Impact: As a move action, you ignore your foe’s DR 
when resolving your next melee attack. Costs 5 vitality.
 Many Strike: This improves Rapid Strike, such that you may 
make 3 melee attacks (rather than 2) but suffer a -2 penalty on each 
of the attack rolls. The Ace ability does not offset the penalty.
 Swift Coup de Grace: You can deliver a killing blow to a 
helpless foe as a move action (rather than as a standard action).
   Ultimate Warrior: For 5 minutes, you gain +3 DR, a 
+5 bonus on all saves, a +10 ft land speed, 1 bonus move action per 
round, and +10 damage on all weapon attacks. Costs 25 vitality.
   Weapon Mastery: This improves Weapon Specialization, 
such that you apply a +5 bonus on attack rolls and +15 damage when 
using the weapon.
 Whirlwind Pushback: This improves Whirlwind 
Attack, such that all foes who suffer damage are also pushed back 
1d4 x 5 ft. If a foe has no space to move back (the space is occupied 
or absent), it falls prone instead.

to move back (the space is occupied or does not exist), it falls prone 
instead. Costs 5 vitality.
 Disarm: You target 1 of your foe’s held items with your 
weapon. If you beat its Reflex, your foe drops the targeted item. The 
item lands in an adjacent square.
 Feint: As a move action, an adjacent foe must resist using Will 
or suffer a -5 penalty on Reflex until the start of its next turn. 
 Goad Foe: One foe within 60 ft and line of sight must resist 
using Will or break off its current foes (if any) and move to attack you.
 Grapple: You grapple an adjacent foe up to 1 size larger when  
you have 1 hand free and beat the foe’s Fortitude. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Great Cleave: This improves Cleave, such that you may use 
it up to 5x per round.
 Improved Critical: Select 1 weapon group. When using 
weapons from that group, your threat range improves from just 20 
to 19-20, or from just 19-20 to 18-20. Requires Rapid Attack.
 Lasting Vigor:  Boost your maximum vitality by +5 points. 
 Overrun: You push through a foe’s space as a swift action. If you 
beat its Fortitude, you can freely pass through its space while main-
taining your speed. If not, you stop adjacent to it and do not pass it.
 Rapid Rise: You stand up from prone as a swift action.
 Ride-By Attack: While mounted and moving, you may split 
your mount’s movement and apply it before and after you attack. The 
total distance moved cannot exceed your mount’s speed. Requires 
Mounted Combat.
 Sacrificial Strike: As an immediate action when armed, 
you forfeit resisting a melee attack directed at you by an adjacent 
foe. That is, you are struck. In exchange, your foe must immedi-
ately attempt to resist using Reflex or suffer 4d6 damage from your 
weapon. Do not add any other bonus or effect to the damage.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires you know Combat Focus.
 Shield Bash: In addition to any attacks made with a weapon, 
you can make 1 additional attack each round with your shield against 
an adjacent foe. If you beat its Fortitude, your foe suffers 1d6 damage.
 Shield Slam: You strike an adjacent foe with your shield. It 
suffers 1d6 damage (no save) and must resist using Fortitude or be 
dazed until the start of your next turn. Requires Shield Bash.
 Shield Specialization: Your shield provides +2 DR 
above normal. The boost only works for you.
 Stability: Up to once per round, you ignore any nonmagical 
ability that attempts to move you or knock you prone such as Bull 
Rush or Trip.
 Sunder: You target a foe’s weapon within reach of your melee 
weapon. If you beat the foe’s Reflex, and your damage exceeds the 
targeted weapon’s weight in pounds, it breaks. Your foe suffers no 
harm. Metal parts are DR 10. Wooden parts are DR 5. You can’t 
sunder magic weapons. Requires Power Attack. Costs 2 vitality.
 Swift Switch:  You can stow 1 weapon and ready another as 
a swift action.
 Trip: An adjacent foe must resist using Reflex or be knocked to 
the ground, suffer 1d6 damage, and be made prone.
 Warlord: As a move action, you direct allies to act with 
tactical coherence. All allies within hearing range or line of sight out 
to a distance of 60 ft enjoy a +2 bonus on attack and damage rolls 
until the start of your next turn. Costs 2 vitality.
 Weapon Specialization: This improves Weapon Focus, 
such that you apply a +2 bonus on attack rolls and +5 damage when 
using the weapon.
 Wounding Strike: As a swift action, your next weapon 
attack that round delivers 1d2 wound damage in addition to any 
other damage dealt. Requires you know Combat Focus. Costs 2 
vitality.
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 Gallant
A gallant is a charming, dexterous fighter with a quest.

Background & Adventures
A gallant is a charismatic, agile fighter. Whatever his ethics and mor-
als, he draws strength from and encourages his allies while doggedly 
pursuing a difficult if not impossible quest.  
 A gallant is skilled with few weapons and only light-weight armor. 
His prowess is his will, his smile, and either his adherence to roman-
tic high ideals (if good) or his showy display of vain power-lust (if 
evil). Often he sports 1 weapon that represents his character and 
cause, and the exact nature of a gallant’s quest varies individually.
 Though technically a warrior, a gallant tends to win battles and 
win-over foes more through natural charm or guile than a sword or 
bow. He can be so convincing, or annoying, that people may think 
(incorrectly) that he relies on magic. However he chooses to com-
port himself, his will is steely and his heart difficult to 
sway.
 A gallant often acts as a charismatic “face” for an 
adventuring party and is also a strong contributor dur-
ing urban adventures.

Class Details
Gallants have the following statistics.
————————————————
 Prime Attribute: Charisma.
 Attack: d20 + ½ class level + Charisma 
modifier.
 Defenses: Reflex +2, Will +2.
————————————————
 Armor: All Light armors.
 Weapons: Light blades plus 1 other weapon group.
 Starting Gold: 6d4 x 10 (150 gp).
—————————————————
 Alignment: Any nonlawful. 
 Special: Selects a specific quest that is difficult and 
distant. The quest can be to slay a creature, retrieve a 
treasure, rescue someone, redress a grievance, or earn 
a title. A gallant cannot advance in levels if he actively 
abandons his quest.
 Training: 1d4 years.
—————————————————
 

Core Abilities
Gallants start with the following abilities at 1st 
level.
 Courtly Mien: You can present yourself as an aristocrat. 
Boost Diplomacy and Nobility checks by +5.
  Dazing Riposte: You respond to a person’s words or actions 
with a demoralizing rejoinder. The person is dazed for 1 round if you beat 
his Will and he is within 30 ft and line of hearing. Creatures that do not 
speak your language or with 2 or more levels than you are unaffected.
 Trusted Weapon: Select 1 specific Light or Medium 
melee weapon such as a longsword. When using this weapon, apply a 
+1 bonus to attack rolls and a +2 bonus on damage rolls.

Basic Tier
Gallants select from the following basic abilities.
 Beautiful Stab:  Your charming (or conniving) smile has a 
way distracting foes, opening them to attacks. As a swift action, apply 
your Charisma bonus to your damage rolls for 1 round. Costs 1 vitality.
 Bob and Weave: When you are adjacent to 2 or more 
foes, you can bob and weave, using each foe as a shield against the 
other, such that you enjoy a +2 bonus on saves to resist their attacks. 
Requires Charming Defenses.
 Combat Reflexes: As a swift action during combat, modify 
your attack rolls by -5 and your Reflex by +5 for 1 round.

 Comely:  Your comeliness permanently improves by +2.
 Comely Distraction: Your elegance distracts others. 
When you target a person within 15 ft, the target suffers a -5 penalty 
on Perception checks for 1 round. Costs 1 vitality.
 Dialogue: You can freely speak as you move and fight, up to 
25 words per turn, in addition to all your other actions.
  Disarm: You target 1 adjacent foe’s melee or ranged weapons 
with your own weapon. If you beat its Reflex, your foe drops the 
targeted weapon. The weapon lands in an adjacent square.
 Disarming Prose: You have a beautiful if misleading way 
with words. You enjoy a +5 bonus on Bluff and Literacy checks.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
 Feats of Prowess: You move with strength and grace. 
Apply a +5 bonus on Acrobatics and Athletics checks.
 Feint: As a move action, an adjacent foe must resist using Will 
or suffer a -5 penalty on Reflex until the start of its next turn.
         Fool’s Lure: You target 1 person within 15 ft. If you 
beat his Will, he makes a foolish remark, such that sentient creatures 

within 30 ft and hearing range are 1 step less friendly to him. 
A particular person can only be affected by you once per day. 
Costs 1 vitality.
     Hustle: As a swift action up to 1/round, you gain a 
bonus move action. Requires Dodge and Feint. Costs 1 vitality.
    Improved Disarm: You enjoy a +5 bonus on your 
attack roll when using the Disarm ability and a +5 bonus on 

Reflex to resist the Disarm ability used by others against you.
    Improved Trip: You enjoy a +5 bonus on your attack roll 
when using the Trip ability and a +5 bonus on Reflex to resist when 
Trip is used against you.
   Joker’s Mask: You enjoy a +5 bonus on Intimidate checks 
and a +5 bonus to resist Intimidate and fear effects.
  Opportune Retort: The first time you are harmed in com-

bat during an encounter, you gain a bonus nonmagical attack against 
your attacker as an immediate action. Costs 1 vitality.
 Renewed Purpose: Once daily, you may end fatigue or being 
shaken, turn exhaustion into fatigue, or turn fear into being shaken.
      Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
    Swashbuckler’s Mark: As a move action, you leave a 
permanent scar on a dazed or defenseless foe.
     Tricky: Boost Trick checks by +5, or by +10 once daily.

    Trip: An adjacent foe must resist using Reflex or be knocked 
to the ground, suffer 1d6 damage, and be made prone.
 Vitality Surge: Once daily you regain 1d6 vitality.

Intermediate Tier
Gallants select from the following intermediate abilities.
 Amazing Moment: Once daily as a swift action, add a 
+10 bonus to your next d20 roll.  You apply the bonus before learn-
ing the result of the roll. Requires Free Thinker.
 Beauty: Your comeliness permanently improves by +4.
 Blue RoseM: Once daily, you can conjure a blue flower that if 
eaten within 1 round restores 4d6 vitality.
 Bully the Bully: As an immediate action, a foe that is tar-
geting you with Intimidate, Bully, Humiliate or Torment automati-
cally fails and is shaken for 1 round, or 5 minutes if you beat its Will. 
 Charming Defenses: Apply a +2 bonus on Fortitude, 
Reflex, and Will. The bonus applies even if you are unconscious. 
Requires Charisma 13+.
 Favored Weapon: This improves Trusty Weapon, such that 
you enjoy a +2 bonus on attack rolls and +5 damage.
 Feign DeathM: When you fall below 0 wounds, you look like 
you are dead but you stabilize and stay conscious (able to hear, feel, and 
smell as normal but not see) and cannot take actions until you heal.
 Fleet of Foot: Boost your land speed by +10 ft.
 Free Thinker: When you have failed to resist an attack using 
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Will, you may reroll 1 round later and take the better of the 2 results. 
Costs 2 vitality.
 Goad Foe: One foe within 60 ft and line of sight must resist 
using Will or break off its current foes (if any) and move to attack you.
 Heart Throb: Apply a +5 bonus on Bluff, Diplomacy, 
Intimidate, and Streetwise checks with creatures of your type.
 Ignore Damage: Once daily you may completely ignore all 
damage from any 1 attack as an immediate action by causing some-
thing odd or absurd to deflect the attack.
 Ignore Maneuver: As an immediate action you ignore 1 
Disarm, Feint or Trip effect. Requires Dodge. Costs 2 vitality.
 KissM: Once daily, after 1 minute spent kissing an adjacent ally, 
you both recover 2d6 vitality.
 Minor Magic: You learn and can use any 1 basic magic abil-
ity of your choice for which you qualify from any class. You can take 
this ability up to 3x, each time selecting a different magic ability.
 Opportune Strike: When an adjacent foe has failed to tar-
get you on its most recent turn, apply +5 damage as a swift action if 
you successfully hit the foe this turn.  The foe is not surprised by this 
ability or otherwise disadvantaged.
 Pep Talk: Once daily, after 1 minute of inspiring words, you 
and up to 5 allies within 30 ft each recover 1d4+1 vitality.
 Point the WayM: Once daily, you learn the direction and dis-
tance to travel with the most speed and safety to a stated destination. 
The destination may be specific or general. Costs 5 vitality.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Ridicule: This improves Dazing Riposte to work on all targets.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Renewed Purpose.
 Sly Maneuvers: Apply a +2 bonus on attack rolls when 
using the Disarm, Feint, and Trip abilities. Moreover, you enjoy a 
+5 bonus on saves to defend against someone else’s Feint, Trip, or 
Disarm attempts against you.
 Sort Friend From Foe: You enjoy a +5 bonus on Bluff 
and Insight checks and can use 1 skill (or both simultaneously) against 
a target as a move action.
 Toe Stomp: As a move action, you distract an adjacent human-
oid foe by stomping on his foot. If you beat its Reflex, it moans in 
pain, drops held items, and is dazed until the start of your next turn. 
 Tumbling Fall: You ignore the first 10 ft of damage due to 
falling if you are conscious and within 5 ft of a vertical surface such 
as a wall or curtain.
 Wit and Charm: If you beat its Will, a targeted person 
within 30 ft is friendly to you for 5 minutes. While charmed, it will 
not act in a way that brings harm to you, itself or its allies. Other-
wise, it follows and defends you. It will take you to safety if you 
are incapacitated. If you treat the target well and your goals align, it 
remains friendly after the charm ends. This ability does not grant a 
shared language or alter a creature’s alignment. Costs 2 vitality. 

Advanced Tier
Gallants select from the following advanced abilities.
 Battle Dance: This improves Bob and Weave, such that it 
grants better cover (50% miss chance).
 Brilliant Move: Once daily as a swift action you gain a 
bonus standard action or 2 bonus move actions to use as you wish.
 Debilitating Strike: Your wit hides a terrible impending 
assault. As a swift action, when you successfully strike an adjacent foe, 
it must resist using Will or move at ½ speed for 5 minutes.
 Deep Insight: Few can fool you. You enjoy a +10 bonus on 
Insight and Perception checks.
 Evasive Ridicule: Whenever a foe’s attack fails against you, 
it must resist using Will or be fatigued for 5 minutes. Effects of mul-
tiple failures do not stack.
 Fools Errand: One target within 30 ft must resist using 

Will or spend 1d10 minutes attempting to fulfill any “seemingly rea-
sonable” course of action you propose in 10 words or less.  Harming 
itself is never reasonable. The target must be sentient and know your 
language. Costs 5 vitality.
 Follow the Path: This improves Point the Way, such that 
you can use it 3x daily.
 Grandiloquent Speech: You enjoy a +10 bonus on Bluff, 
Diplomacy, Literacy and Nobility checks for 5 minutes. Costs 5 vitality.
 Heirloom Weapon: This improves Favored Weapon, such 
that you enjoy a +3 bonus on attack rolls and +10 damage, and you 
automatically resist Disarm attacks.
 Hero of the People: Others love you, even if you are 
dastardly. You enjoy free lodging and meals wherever you go.
 Improved Opportune Strike: This improves Oppor-
tune Strike, such that you inflict +10 damage.
 Karmic RetortM: You designate a foe as a swift action. For 
5 minutes,whenever that foe strikes you, record the hit point damage 
dealt. The next time you strike that foe, deal damage as normal or the 
largest amount recorded, whichever is more. Costs 5 vitality.
 Lucky Emblem: Select 1 personal item such as a vest or neck-
lace. When wearing this item, you enjoy a +1 bonus on skill checks and 
attack rolls. 
 Major Magic: As Minor Magic except you select an inter-
mediate ability for which you qualify instead. 
 Seduction: You target 1 sentient creature outside of combat. 
If you beat its Will, you consume its attention with romance for 4 
hours + 1 hour per level, during which time it suffers a -5 penalty on 
Perception checks and does not move more than 30 ft from you. Even 
if it saves, it is distracted for 1 minute. If the locale is romantic, apply 
a -2 penalty to the target’s save. Conversely, modify the roll by +5 if 
the target is a different creature type than you. The target gets a new 
save whenever it notices an attack roll or aggressive use of magic.
 Sly Weapon: When using your Trusted Weapon on the first 
round of combat, you may use Disarm, Feint, or Trip as a move 
action, assuming you already know the ability.
 Spring Attack: When attacking with a melee weapon, you 
can move both before and after the attack provided your total dis-
tance moved is not greater than your speed. You can’t do this if you 
are wearing Heavy armor. Requires Dodge or Evasion.
 Stab: As a move action, apply +1d6 wound damage to your next 
successful melee weapon attack that round.
 Taking the Fall: Every round that a foe is within 5 ft of a 
vertical drop and within 15 ft of you, it must resist using Will or fall 
into the drop as you taunt and distract it.
 White RoseM: Once daily, you can conjure a white flower that 
causes the person who accepts it to fall madly in love with you. The 
person follows you everywhere, sings your praises, showers you with 
kisses, defends you as best it can, and may resist the effect using Will 
every 24 hours. You can only affect 1 person at a time.

Paragon Tier
Gallants select from the following paragon abilities.
 Crippling Strike: This improves Debilitating Strike, such 
that the target’s speed decreases to 5 ft.
 Greater Opportune Strike: This improves Improved 
Opportune Strike, such that you inflict +15 damage.
 Greater Tumbling Fall: This improves Tumbling Fall, 
such that you can ignore the first 50 ft of damage due to falling.
 Legendary Weapon: This improves Heirloom Weapon, 
such that you enjoy a +5 bonus on attack rolls and +15 damage, and 
you also automatically resist Sunder attacks.
 Ignore Death: Once daily as an immediate action you 
ignore any attack that would normally kill you by causing something 
odd or absurd to deflect the attack. Requires Ignore Damage.
 Mass Ridicule: Foes within 30 ft and line of hearing are 
dazed for 1 round if you beat their Will. Requires Ridicule.
 Perfect Parry: You forfeit all your actions and ignore all 
mundane attacks against you until the start of your next turn.

Chapter 4: Classes



62

Chapter 4: Classes

 Gunslinger
A gunslinger is a firearms expert and agile warrior. 

Background & Adventures
Gunslingers are adroit, swift masters of firearms. They are known to 
draw with lightning speed, rapid-fire a pair of guns, target with high 
precision, and dish out devastating damage that kills with a single 
perfect shot. Many gunslingers modify their favorite gun, fire adeptly 
while running or mounted, and can quickly repair gun glitches. 
 A gunslinger may be a callous outlaw, brave soldier, mysterious 
avenger, treasure delver, monster hunter, or protective folk-hero. 
Firearms are very noisy and a skilled gunman may easily leave many 
bodies in his wake. People often admire, covet, and fear gunslingers.
 Some gunslingers study eldritch secrets. These gun mages use sil-
ver, lead or wooden bullets against supernatural foes and may even 
etch runes that channel magic through their weapons. 
 A gunslinger is a boon to an adventuring party. He is quick and 
deadly. A smart gunslinger cools his heels for the best moments, 
takes time to muffle his shots, and travels with a 
healer for when his luck runs out.

Class Details
Gunslingers have the following statistics.
—————————————————
 Prime Attribute: Dexterity.
 Attack: d20 + ½ class level + 
Dexterity modifier.
 Defenses: Reflex +2.
——————————————
 Armor: All Light and Medium 
armors.
 Weapons: All axes, firearms, hand-
to-hand weapons, small blades, and subdual 
weapons.
 Starting Gold: 6d4 x 10 (150 gp).
———————————————
 Alignment: Any.
 Training: 1d4 years.
———————————————

Core Abilities
Gunslingers start with the following 
abilities at 1st level.
 Firearms Focus: Apply a +1 
bonus on attacks and +2 damage when 
using firearms.
 Gunslinger Skills: Apply a +2 bonus on Acrobatics, Heal, 
Mechanics, Perception, and Trick checks.
 Personal Firearms: You gain 800 gp worth of firearms 
and ammunition. Also, select 1 gun as a personal weapon. Anyone 
but you must pass a DC 20 Mechanics check to fire it. If you lose it, 
you can spend 1 hour to personalize another gun. You are limited to 
1 personal weapon at a time. 

Basic Abilities
Gunslingers select from the following basic abilities.
 Appraise Firearms: Apply a +10 bonus on Appraise 
checks to identify and price a firearm or ammunition. Use DC 18 
for a holstered firearm, DC 12 for a brandished firearm, and DC 6 
for a firearm in your hand.
 Cool Head: As a move action you concentrate to achieve 
mental focus. Apply a +2 bonus on your next attack roll using a 
firearm. After attacking, the focus ends.
 Deadeye: You can target foes who are up to 2x beyond your 
firearm’s normal range. Doing so inflicts a -2 penalty on such attack 
rolls. Costs 1 vitality.
 Deadly Shot: Once daily as a swift action, add +10 dam-

age to your next successful firearm attack that round, or +5 if  Will 
resists. Requires Firearms Focus. Costs 5 vitality.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
 Drop Dodge: As an immediate action, you drop prone to 
enjoy a +5 bonus to Reflex for 3 rounds or until you stand. You can 
only use this ability while wearing Light or no armor and are not 
over-loaded. Costs 1 vitality.
 Drying TouchM: One touched wet object, mass or person 
weighing up to 250 pounds becomes dry. Items such as firearms that 
are harmed by immersion become usable again. Costs 1 vitality.
 Eldritch Hunter Lore: As a swift action, you focus on 
a target within 30 ft and line of sight. If you pass a DC 15 Arcana 
check, you learn the ammunition material such as silver or lead, if 
any, for which the foe has a weakness. If you fail the check by 10 or 
more, you guess the wrong material.

 First Aid: Apply a +5 bonus on Heal checks, or 
+10 to stop bleeding. Normally, a 
DC 15 Heal check stabilizes a 
bleeding character.

 Gambler: Boost Trick checks by 
+5, or by +10 playing games of chance.

  Grit: You start each day with 1d4+1 grit 
points. Any time that day, you may spend some or 

all the points as an immediate action to improve your next 
Reflex save or attack using a firearm on a point for point basis. 

Unused points are lost at the day’s end. Costs 1 vitality to spend 2 
or more grit points at once.
 Gun Magic: Boost Arcana by +5, or by +10 on checks 
involving firearms.
   Gunwright: Apply a +5 bonus on Mechanics checks to craft 
and repair explosives, firearms, and gun ammunition. Also, when 
using a tinkerer’s toolkit and forge, you craft these items for ½ the 
usual cost and time. See page 106 under Mechanics for details.
 Gun Tricks: Boost Trick checks by +2, or by +10 involving 
firearms.
 Hustle: As a swift action up to 1/round, you gain a bonus move 
action. Requires Gunslinger Skills. Costs 1 vitality.
 Military Skills: Boost Athletics, Endurance, Perception, 
Survival, and Warcraft checks by +2.
 Mounted Combat: Apply a +5 bonus on Handle Animal 
checks. Up to once per round while mounted you can negate an 
attack against you by using your mount as a block on a successful DC 
15 Handle Animal check. The mount takes no damage.
 Perfect Aim: Once daily as a move action, apply a +10 bonus 
to your next attack roll using a firearm. Requires Firearms Focus.
 Quick Repair: Apply a +2 bonus on Mechanics checks. Also, 
you can correct a jammed or broken firearm in hand such that it 
works normally. Doing so requires a standard action, or a move 
action if you spend 1 vitality.
 Rapid Fire: You may make 2 attacks with the same firearm in 
rapid succession as a standard action. Alternatively, you can fire 2 
Light firearms, 1 in each hand, as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Rapid Reload: When your firearm requires a standard 
action to reload, you may use a move action instead to reload it.
 Slip Shadow: Boost Bluff, Disguise, and Stealth checks by +3.
 Steady Hands: When targeting a foe with a firearm, ignore 
penalties to your attack roll caused by conditions such as being 
shaken and sickened.
 Sucker Shot: As a move action you utter a verbal insult and 
the next foe struck that round by your firearm suffers +1d6 damage.

Intermediate Tier
Gunslingers select from the following intermediate abilities.
 Basic Magic: You learn 1 basic magic ability of your choice 
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for which you qualify from any class, though the ability must target 
you or a single foe. Requires Gun Magic and Intelligence 9+. You 
may take this ability a second time to gain another basic magic ability.
 Critical Firearms Shot: For 5 minutes, your firearm 
attacks deliver a critical hit on a natural roll of 19 or 20 (rather than 
just a 20). Costs 2 vitality.
 Debilitating Shot: As a move action, the next foe struck 
by your firearm that round is blinded or deafened (as you like) for 
1d4+1 rounds, or 1 round if it resists using Reflex. Costs 2 vitality.
 Defensive Maneuver Training: When a foe targets 
you with the Disarm, Feint, Grapple, Sunder or Trip ability, apply a 
+5 bonus to resist the ability.
 Detect Invisibility: As a standard action, you learn which 
space an invisible or incorporeal creature is located so long as it is 
within 30 ft and line of sight. This nonmagical ability relies on tell-
tale physical clues.
 Disarm: You target 1 of your foe’s held items with your fire-
arm. If you beat the target’s Reflex, it loses the item, which lands 
1d4 x 5 ft away from it.
 Dust Walker: Up to 3x daily when you use a firearm to 
critically hit a foe or reduce it to negative hit points, you regain 1 grit 
point. Requires Grit.
 Eldritch Senses: Apply a +5 bonus on Perception checks, 
or +10 involving foes that are not persons and possess magic abilities. 
 Fearless: You ignore fear effects: you cannot be shaken, fright-
ened or panicked.
 Firearm Specialization: This improves Firearms Focus, 
such that you apply a +2 bonus on attack rolls and +5 damage.
 Gun Ace: You suffer no attack penalty using Rapid Fire.
 Gun Mage: As a move action, you briefly charge your held 
firearm with a basic magic ability you know that normally targets a 
single foe. If you hit, you discharge the magic ability’s effect in addi-
tion to other damage dealt. The target may be able to resist the magic 
ability, as usual. The firearm must be etched with arcane runes, a 
permanent augmentation that takes 4 hours and 100 gp in special 
materials. Requires Gun Magic. Costs 2 vitality.
 Improved Initiative: You react quickly to attacks. Apply 
a +5 bonus on initiative checks or +2 when over-loaded.
 Hindering Shot: As a move action, the next foe struck by 
your firearm that round is slowed for 1d4 rounds to a 5 ft speed (or 
10 ft if it has 4+ legs). Costs 2 vitality.
 Menacing Shot: You shoot into the air. Living foes within 
30 ft are shaken for 2 minutes or 1 round if they resist using Will. Foes 
that are 5+ levels below you are frightened instead, fleeing as best 
they can for 1 hour or cowering if they cannot flee. Costs 2 vitality.
 Nameless Guise: Apply a +5 bonus on Disguise checks, or 
+10 to be recognized as no one in particular and of no importance.
 Pistol Whip: You are proficient to use your firearm as a small 
club to inflict 1d4 damage (Light firearm), 1d6 damage (Medium 
firearm) or 1d8 damage (Heavy firearm). Add your Strength modi-
fier to the damage dealt. Also, a struck foe must resist using Forti-
tude or be knocked prone.
 Quick Draw: You draw a weapon, even a concealed one, as a 
swift action. Normally, drawing a weapon is a move action.
 Rapid Rise: You stand up from prone as a swift action.
 Ride-By Attack: While mounted and moving, you may split 
your mount’s movement and apply it before and after you attack. The 
total distance moved cannot exceed your mount’s speed. Requires 
Mounted Combat.
 Slicing shot:  You may target an adjacent foe with both your 
firearm and its bayonet as a standard action without penalty. Requires 
Military Skills.
 Swift Perfection: This ability improves Perfect Aim, such 
that you can use it as a swift action.

Advanced Tier
Gunslingers select from the following advanced abilities.
 Acrobatic Shot: When firing a gun, you can move both 

before and after the attack, provided that your total distance moved 
is not greater than your speed. At the end of moving, you fall prone.
 Black Boot: You enjoy a +4 bonus on Bluff, Disguise, Intimi-
date, Stealth, and Survival checks.
 Bleeding Shot: As a move action, you cause your next fire-
arm attack that round to deliver 1d4 wound damage in addition to 
other damage dealt. Requires Firearm Specialization. Costs 5 vitality.
 Cheat Death: As an immediate action when an attack would 
reduce you to 0 or fewer wound points, you may spend 1 or more 
grit points to offset damage on a point-for-point basis. Requires Grit.
 Dazing Shot: As a swift action, the next target struck by 
your firearm that round must resist using Will or be dazed for 1 
round. Costs 5 vitality.
 Evasion: You can avoid attacks with great agility. When you 
successfully resist an attack using Reflex, you take no damage from 
it as you dodge out of the way, even if you would normally suffer a 
partial effect. You still take full damage when you fail to resist. You do 
not gain this benefit when you are helpless or wearing Heavy armor. 
 Expert Loading: Firearms wielded by you never misfire or 
cause harm to you or an ally. Requires Personal Firearms.
 Extra Grit: This improves Grit such that you start each day 
with +5 grit points.
 Fine Aim: Apply a +5 bonus on attacks to hit Tiny targets. Also, 
you may elect to not damage a target that is an unattended object and 
instead move it up to 15 ft away into a space of your choice.
 Firearm Expertise: This improves Firearm Specialization, 
such that you apply a +3 bonus on attack rolls and +10 damage. 
 Intermediate Magic: As Basic Magic, but requires Intel-
ligence 12+ and grants a similarly-defined intermediate ability. 
Requires Basic Magic. You may take this ability a second time to gain 
another intermediate magic ability.
 Killing Shot: As a move action, the next foe struck by your 
firearm that round must resist using Reflex or be reduced to -1 
wounds and begins dying. Even if it successfully resists, it suffers the 
weapon’s normal damage. Costs 5 vitality.
 Lightning Reload: Up to once per round, you may load a 
held  firearm with 1 piece of ammunition as a swift action. Requires 
Personal Firearms. Costs 2 vitality.
 Master Gunslinger: Apply a +4 bonus on Acrobatics, 
Heal, Mechanics, Perception, and Trick checks.
 Ricochet Shot: You can fire a shot at a wall or piece of 
solid terrain, and have it ricochet off. When you do so, use the space 
immediately in front of the wall or terrain to determine line of sight 
to a target, and this space is considered the new origin square of the 
attack. Costs 5 vitality.
 Stunning Shot: As a move action, the next target struck 
by your firearm that round is stunned for 1 round. Will resists. Costs 
5 vitality.
 Terminate: Whenever you score a critical hit using your per-
sonal firearm, the target must resist using Fortitude or immediately 
die. Even when the target resists, it suffers the gun’s usual effects. 
Requires Personal Firearms.
 Uncanny Dodge: You ignore Sneak Attack damage when 
surprised or defenseless unless your attacker is 4+ levels above you.
 White Glove: You enjoy a +4 bonus on Diplomacy, Heal, 
Literacy, Music, and Nobility checks.

Paragon Tier
Gunslingers select from the following paragon abilities.
 Deep Impact Shot: As a move action, ignore your foe’s DR 
when resolving your next firearm attack that round. Costs 5 vitality.
 Firearm Mastery: This improves Firearm Expertise, such 
that you apply a +5 bonus on attack rolls and +15 damage.
 Improved Evasion: This improves Evasion, such that you 
only suffer ½ damage even when you fail to resist using Reflex.
 Multi-Fire: This improves Rapid Fire, such that you may 
make 3 firearm attacks (rather than 2) as a standard action but suffer 
a -2 penalty on each of the attack rolls.
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 Inquisitor
An inquisitor roots out foes of his faith by varied means. 

Background & Adventures
Inquisitors promote strong religious faith and purity of dogma, 
sometimes by extraordinary means. They go by many titles such as 
catechist, confessor, faith keeper, foe hunter, judge, pact master, or 
slayer depending on their moral outlook and role.
 Inquisitors tend to stand above their church’s conventions and 
answer directly to their deity as they seek to ensure piety and serve 
justice. They have a keen eye to notice assassins, heretics, and spies 
as well as the magically charmed and possessed. No persons, even 
themselves, are above suspicion.
 Inquisitors use rites, marks, penances, and similar magic to ensure 
devotion to their deity, though some are open to extreme measures 
to root out heretics, whether acting as double agents or resorting to 
flagellation, iron maidens, mind spiders, and other tortures. 
 In an adventuring party, inquisitors excel at gathering information 
and bypassing persons and laws. They also protect against outside 
magical influences and encourage strong bonds of cooperation.

Class Details
Inquisitors have the following statistics.
—————————————————
 Prime Attribute: Wisdom.
 Attack: d20 + ½ class level + Wisdom modifier.
 Defenses: Fortitude +2, Will +2.
——————————————————
 Armor: All Light armors. 
 Weapons: Bows, chains, crossbows, light 
blades, subdual weapons, and the group that 
includes your deity’s weapon.
 Starting Gold: 5d4 x 10 (125 gp).
—————————————————
 Alignment: Any lawful.
 Special: If you are chaotic then you cannot use 
class abilities until another inquisitor uses Dispensa-
tion on you. You must pray 1 hour each day to access 
your class magic abilities for that day. Finally, you 
must present a religious symbol, rod, weapon or book 
when using class magic abilities. When you do not, 
apply a -2 penalty to your attack rolls.
 Training: 3d4 years.
—————————————————

Core Abilities
Inquisitors start with the following abilities 
at 1st level.
 Inquisitor Training: Apply a +2 
bonus on Insight, Intimidate, Literacy, Religion, and Survival checks. 
 Mark of JudgmentM: Your touch inscribes a magic 
sigil on an adjacent person’s forehead. The sigil denotes an obvious 
transgression indicated by you. This ability does not reveal facts you 
don’t already know. A target may resist using Will if its level equals 
or exceeds your own. The sigil lasts for a duration you specify when 
placing it or until you dismiss it with a gentle touch.
 Pain TouchM: An adjacent living creature suffers 1d4 pain 
damage per 2 levels (max 5d4). Moreover, if you beat its Will, it is 
dazed for 1 round. Your touch leaves no markings. Costs 1 vitality.

Basic Tier
Inquisitors select from the following basic abilities.
 Bane WeaponM: Select 1 creature type (such as aberra-
tion, fiend or person) and 1 weapon held by you or an adjacent ally. 
That weapon enjoys +1 bonus on attack rolls and delivers +2 dam-
age against creatures of that type for 2 minutes. Requires you know 
Mark of Judgment. Costs 1 vitality. 

 CommandM: You issue a simple verbal suggestion that a per-
son within 30 ft obeys if you beat his Will. Options include: approach 
you, drop held items, fall prone, halt (do not move), kneel and pray, 
leave you, praise a deity, sit down, stand up, or strike an adjacent 
creature. The effect lasts 1 round during combat or 1 minute out of 
combat. A person who resists is immune to it for the rest of the day. 
Costs 2 vitality.
 Comprehend SpeechM: You and 1 creature within 30 ft 
understand each other’s words for 10 minutes. Costs 1 vitality.
 Conjure CatechismM: You conjure a mundane book 
that thoroughly describes your alignment, deity, and/or religion. 
The book also shows your name or personal sigil on its first and last 
pages. Costs 1 vitality.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to stop 
bleeding.  Normally, a DC 15 Heal check stabilizes a bleeding character.
 Identify CreatureM: You target 1 creature within 30 ft 
and line of sight and learn its type (page 244). Costs 1 vitality.
 Insightful: Boost Insight checks by +5, or by +10 once daily.
 Intimidating: Your presence is enough to cause foes to back 
down. Boost Intimidate checks by +5, or by +10 once daily.
 Inviolate RestraintsM: An adjacent helpless foe is 
bound in conjured masterwork iron bands at the wrists and legs. The 
restraints have DR 10 and 10 hit points. A DC 25 Acrobatics check 
or DC 25 Athletics check negates 1 band. The restraints last 4 hours 
+ 1 hour per level or until dismissed by you. Costs 1 vitality.
 Lay on HandsM: Your touch heals an ally’s wound damage. 
The amount of wounds healed equals 1d8 + your level (max +5). A 
creature can benefit 3x daily if it is lawful, 2x daily if it is neutral, and 
once daily if it is chaotic. You must be nonchoatic to use this ability.
  Pain WeaponM: When you expend 1 vitality as a swift 
action while using a weapon, that weapon delivers +2 pain damage 

and dazes a struck foe that fails to resist using Will.
 RedactionM: You touch a book or scroll and cause con-
tent within it that is contrary to your alignment, religion and/
or deity to be blacked out and unreadable. You also learn what 
percent of the content is affected. If you expend 1 vitality, you 
instead engulf the book in fire and reduce it to ashes in 1 round.
 Respect: Boost Intimidate and Nobility checks by +5.
    Stern Gaze: You easily intimidate foes and sense 
deception. Apply a +3 bonus on Bluff, Insight, and Intimidate 
checks.
    Summon Torture ImplementM: You conjure 1 
handheld implement of torture such as a flenser or thumb screw.  
You (and only you) enjoy a +5 bonus on Intimidate checks while 
using it. You are limited to 1 implement at a time. It vanishes after 

10 minutes. See pages 168-169 for implements.
   Track: Apply a +5 bonus on Survival checks, 
or +10 when tracking in natural environments.

         Trapmaker: Boost Mechanics checks by +5, 
or by +10 to craft traps.

 Urban Sneak: Boost Stealth and Streetwise checks by +5.

Intermediate Tier
Inquisitors select from the following intermediate abilities.
 Analyze AllegianceM: You learn which deity (if any) 
the adjacent person worships and its standing with that deity. It may 
resist using Will if its level exceeds your own. Costs 2 vitality.
 ConfessionM: An adjacent person with fewer levels than you 
must resist using Reflex or be converted to your alignment, deity, 
and cause for 4 hours + 1 hour per level. If you wish, the person 
also loves you romantically. You are knocked prone and stunned for 
1 round when you successfully use this ability. You can only affect 1 
person at a time, you can affect a person only once in its life, and 
you can dismiss the effect at any time. The affected person retains his 
common sense and aids you but will not act to end his own life or 
follow obviously foolish suggestions. Remove Curse ends the effect. 
Requires Inquisitor Training and Mark of Judgment. Costs 5 vitality. 
 Danger Sense: When you make an initiative check, roll 2x 
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and take the higher of the 2 rolls.
 Detect AlignmentM: You focus on 1 creature within 30 ft 
and learn its alignment if it fails to resist using Will. Otherwise, you 
learn only whether or not it is chaotic. Costs 1 vitality.
 Detect Lies: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
 Detect ThoughtsM: You note the presence or absence 
of thoughts (from conscious, sentient creatures) within a 60-ft cone. 
After concentrating for a second round, you learn the number of think-
ing minds and the Intelligence of each. After concentrating for a third 
round, you “hear” the current surface thoughts of 1 creature of your 
choice within range for 2 minutes if you beat its Will. Costs 2 vitality.
 Diehard: When you fall below 0 wound points, you are not 
unconscious. Instead you are conscious and can continue to take a single 
move or standard action each round until you reach -10 wounds, at which 
time you die.
 Flame ScourgeM: You lash 1 target within 10 ft with a 
magical scourge-like ribbon of painful supernatural fire. The lashing 
inflicts 1d6 damage per level. The damage is 50% fire and 50% pain. 
Will resists for ½ damage. Costs 2 vitality.
 Hold PersonM: One person within 30 ft is aware but help-
less and cannot do actions for 1d4 rounds. Will resists. Costs 2 vitality.
 Ignore Pain: You ignore harmful effects of abilities that con-
tain the word Pain or inflict pain damage.
 InjunctionM: A targeted person within 60 ft must resist 
using Will or do his best over 1 hour to avoid 1 of the following 
activities, as you specify: approach a named person, enter a specific 
locale, approach or touch a specific object, give or receive coins or 
goods, make attack rolls, make skill checks, cast spells, speak or sleep 
or eat, sit or stand, be intimate, or move from the current space. The 
person may resist whenever following the injunction brings clear and 
immediate danger to his life. Requires Command. Costs 5 vitality.
 JudgmentM: You target 1 foe within 30 ft as a move action. 
The next time you successfully harm it with a weapon or ability, it 
suffers +5 pain damage and must resist using Fortitude or be stunned 
for 1 round. You can only target 1 creature at a time. Costs 2 vitality. 
 Mental Barrier: Permanently boost your Will by +5.
 Planar PrisonM: A helpless adjacent Large or smaller 
creature is drawn into a barren extradimensional 10-ft-cube space 
for 4 hours + 1 hour per level.  The space can be light or dark, cool 
or warm as you desire (0 °F to 100 °F). You and the occupant can 
speak to and hear each other. You can see it but it cannot see you. You 
can free it as a move action. Costs 5 vitality.
 Reveal TracksM: For 5 minutes, when using Survival to 
track creatures, ignore the effect of mundane and magical wards that 
obscure or eliminate tracks. Requires Track and Inquisitor Training.
 Summon Torture DeviceM: This improves Summon 
Torture Implement, such that you summon a Medium or Large mas-
terwork torture device such as an iron maiden. Costs 2 vitality.

Advanced Tier
Inquisitors select from the following advanced abilities.
 Anti-magic Restraints: This improves Inviolate 
Restraints such that the wearer cannot use magic abilities or magic 
items or be moved by magical means. Costs 5 vitality.
 Battle Scourge: This improves Flame Scourge to target all 
foes within 15 ft. Costs 5 vitality.
 Confess Monster: This improves Confession such that 
you can affect any type of creature. Costs 5 vitality.
 Dimensional AnchorM: A target within 30 ft that fails 
to resist using Reflex cannot use magic items or magic abilities to 
move, such as a Fly or Teleport spell for 5 minutes. Costs 5 vitality.
 DispensationM: You and a touched nonchaotic creature par-
ticipate in a 1-hour ritual, after which the creature is in good stand-
ing with its deity, regains the full use of class abilities that depend on 
lawful behavior or a deity’s blessing, and can continue to progress in 
his class. Any marks placed by you or another inquisitor also end, if 

you wish.
 ExcoriateM: Damage you deliver cannot be healed until 
the struck foe benefits from Atonement, Dispensation or Remove 
Curse. Requires Inquisitor Training and Ignore Pain.
 Extract PainM: This improves Pain Touch and Pain Weapon 
such that you instantly regain wound points equal to the pain damage 
dealt when using those abilities, up to your normal maximum.
 Final JudgmentM: One adjacent, sentient, living creature 
must resist using Fortitude or fall to -1 wounds and begin dying. 
Even if it resists, it suffers 3d6 pain damage. Requires Judgment. 
Costs 10 vitality.
 Greater Bane Weapon: This improves Bane Weapon to 
grant +3 on attacks and +10 damage. Costs 5 vitality.
 Hold MonsterM:  This improves Hold Person, such that 
you can target any type of creature within 60 ft. Costs 5 vitality.
 Intense PainM: An adjacent living creature suffers 4d6 pain 
damage (no save) and is stunned for 1 round if it fails to resist using 
Will. Requires Pain Touch. Costs 5 vitality.
 Mark of JusticeM: You target 1 creature within 30 ft that 
has performed a chaotic act in the last 7 days. A permanent sigil 
appears on its forehead indicating its chaotic act (no save). It suffers 
exhaustion for 1 hour whenever it performs a chaotic act (no save). 
Atonement or Dispensation negates this ability. Costs 5 vitality.
 Master Catechist: You enjoy a +20 bonus on Religion 
checks to correctly recall and apply details of your own alignment, 
deity, and religion.
 Master Confessor: When you use Confession, you are 
merely dazed rather than stunned. 
 Master Inquisitor: Apply a +3 bonus on Bluff, Endur-
ance, Insight, Intimidate, Literacy, Religion, and Survival checks.
 Permanent Injunction: This improves Injunction, 
such that the effect is permanent until dismissed by you or ended by 
Dispensation.
 Stalwart: Your faith blocks certain attacks. If you successfully 
resist an attack using Fortitude that normally delivers a partial effect 
(resist for ½ damage, etc), you ignore the effect entirely. Requires 
Inquisitor Training and Ignore Pain.
 Waves of PainM: You inflict 1d6 pain damage per level to all 
living creatures in a 30-ft cone, or ½ damage when their Fortitude 
resists. Costs 5 vitality.

Paragon Tier
Inquisitors select from the following paragon abilities.
 ConformityM: You cause an adjacent person to slowly 
become lawful. Each day, it notices a means to nurture orderliness 
and discipline and must resist using Will or commit a lawful act. 
After it commits more lawful acts than it has levels, its alignment 
changes to lawful. Only Miracle or Wish negates the effects of this 
ability. Costs 10 vitality.
 Lasting Confession: This works like Confession except 
the effect is permanent. You can keep a person using Confession and 
a second person using Lasting Confession, for 2 persons total at a 
single time. Costs 10 vitality.
 Lasting Hold: This improves Hold Person to last 4 hours + 
1 hour per level, and the target has a 5% chance every 1 hour to end 
the effect on his own. Costs 10 vitality.
 Mass Marks of Justice: This improves Mark of Justice 
to target all foes with 30 ft. Costs 10 vitality.
 MindbarM: As an immediate action, you ignore 1 attack that 
allows you to resist using Will. Costs 5 vitality.
 Probe ThoughtsM: You focus on 1 willing or helpless sen-
tient target for up to 1 round per level. You gain access to all its 
memories and knowledge. You can learn the answer to 1 question 
per round, to the best of the subject’s knowledge. Each round, the 
subject has a 50% chance to resist the effect for that round only. 
You pose questions and learn answers telepathically without need 
for a shared language. Less intelligent creatures may yield only visual 
images. Requires Detect Thoughts. Costs 10 vitality.
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 Invoker
An invoker carries a deity’s blood and often calls upon the deity.

Background & Adventures
Invokers, also called favored souls and divine scions, carry a godly 
spark within them. Perhaps a god parented their ancestors, they 
were exposed to intense divine energy in the womb, or a secret 
rite energized them. Whatever the story, they carry themselves and 
recruit followers with the ambition and grace of a godling.
 Invokers often hold positions of power, perhaps due to the adora-
tion of others, though most defer to their deity. They make potent 
leaders with a deep interest in the affairs of allies and foes.
 Invokers are known for heroic exploits and evoking great deeds. 
Be they good, evil, lawful, chaotic, or somewhere in between, they 
share with their deity a hunger to fulfill whatever destiny or damna-
tion is whispered to them by their godly patron.
 Though they lavish support and inspiration on allies, invokers 
view themselves as exceptional and tend to be egotistical in their 
desire to come even closer to their god, and godhood.

Class Details
Invokers have the following statistics.
————————————————
 Prime Attribute: Charisma. 
 Attack: d20 + ½ class level + Charisma 
modifier.
 Defenses: Fortitude +2, Reflex +2, Will +2.
————————————————
 Armor: All Light and Medium armors and 
shields.
 Weapons: The weapon group that includes 
your deity’s weapon.
 Starting Gold: 5d4 x 10 (125 gp).
————————————————
 Alignment: Any. 
  Special: Select 1 deity. You are descended from 
or carry the mark of this deity. You do not need to 
be the same alignment as the deity. Also, you can-
not multiclass to or from this class.
 Training: 1d4 years.
————————————————

Core Abilities
Invokers start with the following abilities at 1st level.
 Divine BloodlineM: A god’s blood runs in your veins. 
At any time, you may inflict 1 point of wound damage to yourself 
to produce a drop of blood that heals 1d4+1 wound points for an 
adjacent willing or helpless creature (and not yourself).
 Divine ProtectionM: Your divine heritage protects you 
from danger. Apply a +2 bonus to DR.  The protection persists even 
when you are unconscious. Requires Divine Bloodline.
 Lasting Life: When you suffer wound damage, you automati-
cally stabilize. Requires Divine Bloodline.

Basic Tier
Invokers select from the following basic abilities.  
 Basic Divine Ability: Each day you may know for 24 hours 
1 basic tier ability (boon) offered by your deity at no cost. See page 
129 for details. Typically, you draw the deity’s occult circle and call 
its name. You can take this ability multiple times. Each time you get 1 
more basic divine ability for the day. Requires you be an invoker.
 Charismatic: Boost all Charisma-based skill checks by +2.
 Cult SigilM: You apply a permanent sigil to an ally. The sigil 
indicates your deity. Only you and those who also have your sigil 
can see it. For others, it is invisible. The abilities Erase and Remove 
Curse eliminate the sigil.
 Divine FavorM: Apply a +1 bonus on attack rolls and +2 

damage when you use your deity’s favored weapon. Also, the weapon 
counts as magical when wielded by you. Requires Divine Bloodline.
 Evangelist: You promote your deity. Apply a +3 bonus on Lit-
eracy and Religion checks. Also, you speak 1 supernatural language of 
your choice (Abyssal, Celestial, Infernal or Sylvan).
 FlitM: As a standard action, you gain the ability to fly with a 30 ft  
speed for the remainder of your turn. You must end flight on a solid 
surface that supports you. Costs 1 vitality.
 Furious MienM: After you first suffer wound damage in com-
bat, apply +1 bonus on attack and damage rolls for 5 minutes.
 Keen Senses: Boost Insight and Perception checks by +5.
 PrayerM: For 5 minutes, you and allies within 50 ft enjoy a +1 
bonus on d20 rolls as you invoke your deity’s protection. Similarly, 
foes suffer a -1 penalty on d20 rolls. Costs 1 vitality.
 ProgenyM: Once daily, when engaged in romantic intimacy, 
the interlude results in a magical pregnancy and birth of your child 
within 9 days. The child has your alignment and carries your dei-
ty’s blood or mark. Both parents are fatigued while the pregnancy 
occurs. Requires Divine Bloodline.

 Resist EnergyM: For 5 minutes, you or a touched ally 
enjoy +10 DR against 1 energy type, or a +2 bonus 

versus all energy types. Costs 1 vitality.
    ResistanceM: You or a touched ally gain 

a temporary rune and enjoy a +2 bonus on 
saves for 5 minutes. Costs 1 vitality.
 Respect: Boost Intimidate and Nobil-
ity checks by +5.
 Spiritual HammerM: You con-
jure within 30 ft a mass of energy formed 

like your deity’s weapon. Each round 
as a swift action you can direct the 
“hammer” to fly up to 30 ft or attack 
a creature adjacent to it. The hammer 
automatically hits to deliver 1d8 force 
damage + 1 per level, or ½ damage if 
the target resists using Will. The ham-
mer remains for 5 minutes or until 
you and the hammer  are more than 

90 ft apart. Costs 1 vitality.
 SustenanceM: You do not 

need to eat or drink (unless you 
wish to), and you enjoy a +5 bonus 
to resist ingested poisons and sleep 
magic.

Intermediate Tier
Invokers select from the following intermediate abilities.
    AweM: Persons who are 5 or more levels below you revere you 
and must resist using Will before initiating a first attack against you 
that day. Once a person resists, he is immune to the effect for the rest 
of the day. Requires Divine Bloodline.
 Bolt of WrathM: One foe within 60 ft suffers 1d6 dam-
age per 2 levels (max 10d6). The damage is 50% force and 50% pain. 
Requires Prayer. Costs 2 vitality.
 BroadcastM: At any time, you can whisper a 25-word mes-
sage that is clearly audible to 1 ally per level within 2 miles. You do not 
need line of sight or line of effect. Costs 2 vitality.
 Cult SacrificeM: When you ritually slay a creature in your 
deity’s name after a 10-minute rite, you and all allies within 30 ft 
enjoy +1 temporary wound points per level for 24 hours. The sacri-
fice’s level must equal or exceed your own. Participating allies must 
be marked with your Cult Sigil. A creature cannot benefit from more 
than 1 cult sacrifice at a time.
 Divine GuidanceM: Once daily, you ask a single 25-word 
question of your deity. You receive an answer of up to 10 words. The 
chance that you correctly interpret the answer equals 70% + 1% per 
level. Requires Divine Bloodline. Costs 2 vitality.
 Divine PowerM: Once daily for 5 minutes you enjoy the 
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power of your deity. You temporarily gain a +2 bonus on attack rolls 
and Will, deliver +5 damage per hit, and enjoy +5 vitality. The bonus 
vitality goes away when this ability ends. Requires Divine Bloodline.
 Fervor: As a move action, you direct allies to act with spiritual 
fervor and divine insight. Allies within hearing range or line of sight 
out to a distance of 60 ft enjoy a +2 bonus on damage rolls for 1 
round. Affected allies also enjoy a +5 bonus on saves to resist fear 
and sleep effects. Costs 1 vitality.
 Gods Lore: You enjoy a +10 bonus on Religion checks.
 Heroic Moment: Once daily as a swift action, apply a +10 
bonus on a single d20 roll of your choice. Requires Divine Bloodline.
 HeroismM: As a move action, you or a touched ally enjoy a +2 
bonus on all d20 rolls for 5 minutes. Costs 2 vitality.
 Improved ResistanceM: This improves Resistance, such 
that the bonus equals +4. Costs 2 vitality.
 Intermediate Divine Ability: As Basic Divine Ability 
but you gain an intermediate divine ability for the day instead.
 Know Deity: If you beat an adjacent person’s Will, you learn 
which deity he worships. Costs 2 vitality.
 Lasting Vigor:  Boost your maximum vitality by +5 points. 
 Pontificate: Once daily, after 1 minute spent speaking and 
praying with up to 5 adjacent allies, you each heal 1d6 vitality.
 RefreshmentM: As a move action, allies within 30 ft imme-
diately recover from fatigue and fear effects, and exhaustion and nau-
sea become fatigue. Costs 2 vitality.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Secret HavenM: You create an invisible 5-ft-wide, 10-ft-high 
magic portal directly in front of you. All who enter the portal move 
into a 15-ft-cube extradimensional chamber (the chamber exists in 
the Astral Realm). The chamber’s interior reflects the themes of your 
divine bloodline. Only creatures (not unattended objects or natural 
phenomena such as wind) may pass through the portal with your per-
mission. The chamber holds comfortably up to 8 Medium creatures 
and lasts for 4 hours + 1 hour per level. Creatures caught in the cham-
ber when the magic ends are dumped at its entrance. Costs 2 vitality.
 SermonM: All persons within 90 ft and line of hearing must 
resist using Will or halt their activities and listen to you for 10 min-
utes. Any attack roll in the area ends the effect. Costs 2 vitality.
 VocalizeM: Creatures within 500 ft clearly hear your words 
for 5 minutes, which you may speak at a normal volume, even 
through obstacles such as water or stone but not iron. Costs 2 vitality.

Advanced Tier
Invokers select from the following advanced abilities.
 Advanced Divine Ability: As Basic Divine Ability but 
you gain an advanced divine ability for the day instead
 Belay DeathM: As an immediate action, you prevent 1 ally 
within 30 ft with your cult sigil from falling below 0 wound points. 
Instead, it drops to 1 point. Requires Cult Sigil. Costs 5 vitality.
 Bestow MagicM: An adjacent ally can use 1 basic ability you 
know of your choice for 24 hours. You can still use the ability and 
may grant multiple abilities to 1 creature. Costs 5 vitality. 
 Deep RefreshmentM: This enhances Refreshment, such 
that allies immediately recover from all ailments. Costs 5 vitality.
 Destiny’s ChildM: Once daily as an immediate action, you 
vanish from your current space and appear in a safe, restful place 
where your deity (or its servants) heal you 5 vitality, heal you of all 
wound damage and ailments, and provide you with an answer (yes/
no/maybe/irrelevant) regarding a single 10-word question of your 
choice. Afterward, no time passes relative to when you left and you 
reappear in the space you left or the nearest open space. You can take 
no actions while resting. Requires Divine Guidance.
 Divine AuspiceM: This improves Divine Favor to grant a +2 
bonus on attack rolls and +5 damage using your deity’s weapon. 
  Divine Focus: Your godly heritage rescues you in your time 
of need. Once daily as a move action, you gain 4d6 vitality points that 
you must use before the end of your next turn or lose them.
 Fate’s EmbraceM: One foe within 30 ft of you is immedi-

ately sucked through a magic gateway that traps it in a punishing 
prison at your deity’s abode. It remains there for 2 minutes, of for 3 
rounds if it resists using Will, suffering 1d6 damage per round, after 
which it returns to its departure point if it is still alive or it vanishes 
forever if the prison killed it. This ability does not affect faithful wor-
shipers of your deity. Costs 5 vitality.
    Fearless FervorM: When you use Fervor, allies are immune 
to fear and gain a bonus move action usable on their next turn.
  Furious Fugue: This improves Furious Mien, such that you 
apply a +3 bonus to attack rolls and a +5 bonus on damage rolls. 
 GeasM: You target 1 creature within 30 ft. If it fails to resist using 
Will and has levels less than ½ your own, it is compelled to carry out a 
service or refrain from some action or course of activity, as desired by 
you, for up to 1 day per level. You cannot compel a creature to kill itself 
or perform acts that would result in certain death, but you can geas it 
to complete any other instructions of 25 words or less. A clever target 
can subvert some instructions. Each day that an affected creature freely 
chooses to disobey the geas, it suffers a cumulative -2 penalty to all d20 
rolls (max penalty -8). Obeying the geas again ends the penalty after 
24 hours. You can cancel the effect at any time. Remove Curse also 
ends it. Costs 5 vitality.
 Greater ResistanceM: This improves Improved Resistance, 
such that the bonus is +6. Costs 5 vitality.
    Heroes FeastM:  You conjure a sumptuous ambrosial feast that 
takes 1 hour to consume. Up to 8 feasters are cured of disease and nau-
sea, and enjoy immunity to fear and poison and also gain 1d8 temporary 
wound points + 1 point per level for 12 hours. If the feast is inter-
rupted, the effect is ruined. Costs 5 vitality.
 Magic Resistance: You enjoy a +5 bonus on saves to resist 
magic abilities. Also, when you are targeted by a magic ability that 
does not allow a save, your foe must beat your Fortitude anyway, and 
if you save then the magic has no effect. Requires Divine Protection, 
Divine Guidance, and Resist Magic.
 Mass ResistanceM: This improves Resistance, such that allies 
within 60 ft enjoy a +2 bonus on saves for 5 minutes. Costs 5 vitality.
 SutureM: Once daily your touch heals all wound damage and 
4d6 vitality for yourself or an adjacent ally. Requires Divine Bloodline.
 SummonsM: This improves Broadcast, such that allies enjoy a 
+30 ft boost to their speed for 5 minutes and, if you choose, must 
resist using Will or feel compelled to move toward a locale specified 
by you. Costs 5 vitality.
 Wrathful InvocationM: One target within 15 ft suffers 
6d6 damage. The damage is untyped raw energy. Costs 5 vitality.

Paragon Tier
Invokers select from the following paragon abilities.
 Divine FormM: For 5 minutes, you gain +5 DR, nethersight 
and heavensight, fast healing 5, and wings that provide a fly speed of 30 
ft. Also, you ignore harm from nonmagical weapons. Costs 25 vitality.
 Form of the AvatarM: For 2 minutes, you know all abili-
ties for your deity and cannot use any other class abilities. You also 
acquire your deity’s general appearance and manner. Afterward you 
are exhausted. Costs 10 vitality.
 Greater Bestow MagicM: As Bestow Magic, but you 
grant either 2 basic or 1 intermediate ability. Costs 10 vitality. 
 Greater HeroismM: This improves Heroism, such that you 
or a touched ally enjoy a +4 bonus on d20 rolls, immunity to fear 
effects, and +1 vitality point per level for 5 minutes. Costs 10 vitality.
 HomecomingM: You and allies within 30 ft immediately move 
to your deity’s realm to a locale of your choice. Alternatively, you can 
use this ability to return to your homebase or place of birth in order to 
depart your deity’s realm. Costs 5 vitality + 1 vitality for each ally or 
250 pounds of gear (max 20 vitality).
 Mass HeroismM: This improves Heroism to affect up to 1 
ally per level within 120 ft. Does not stack with Greater Heroism. 
Costs 10 vitality.
 Paragon Divine Ability: As Basic Divine Ability but 
you gain a divine paragon ability for the day instead.
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 Mageblade
A mageblade blends arcane magic and martial prowess. 

Background & Adventures
A mageblade uses a fine blade or bow while weaving magic. His 
defensive spells deflect arrows and blur his form while his blade’s 
dweomer bypasses many forms of protection, including magical 
defenses.
 Mageblades hail from an ancient tradition—maybe elvish in origin. 
Many wander the land in search of potent insights into this near-lost 
art. Others view themselves as the pinnacle of warfare and seek to fell 
the greatest foes possible before taking a kingdom for themselves.
 Mageblades are quick with surprising moves, and can dance 
around foes like rapidly flowing water around rocks. Their most 
renown talent allows them cast a spell and strike with their blade 
(or bow) as a single action.  Witches, wizards, and other magic 
users fear them.
 Mageblades love an audience and often enjoy traveling 
with a band of explorers, warriors, and treasure seekers. 
A mageblade’s worst enemy is another mageblade.

Class Details
Mageblades have the following statistics.
————————————————
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level + Intelligence 
modifier.
 Defenses:  Reflex +2, Will +2.
——————————————
 Armor: All Light and Medium armors.
 Weapons: All bows, hand-to-hand 
weapons, heavy blades, light blades, and any 
1 weapon group of your choice.
 Starting Gold: 5d4 x 10 (125 gp).
———————————————
 Alignment: Any.
 Special: When you learn a new magic 
ability, you must inscribe a rune or tattoo on your 
body. The rune costs 50 gp in inks and glows or moves 
when you use the ability. Runes help you use magic with 
minimal thought.
 Training: 1d6 years.
—————————————————

Core Abilities
Mageblades start with the following abilities at 1st level.
 Arcane StrikeM: Any weapon that you wield counts as 
magical and grants you a +1 bonus on attack rolls and +2 damage. If 
the weapon uses ammunition, then the ammunition is so improved.
 Mageblade Skills: Apply a +2 bonus on Acrobatics, 
Arcana, Athletics, Stealth, and Warcraft checks.
 ShieldM: As a swift action, you conjure a shimmering shield of 
force that provides you +2 DR. The shield lasts 2 minutes and also 
provides total immunity to the Magic Missile ability. Costs 1 vitality.

Basic Tier
Mageblades select from the following basic abilities.
  Anti-Mage: When an adjacent creature uses a magic ability, 
you gain a single free melee weapon attack against it as an immediate 
action. Requires Arcane Strike and Mageblade Skills. Costs 1 vitality.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Draconic.
 Artful Style: Boost Acrobatics and Stealth checks by +5.
 Cloud of DaggersM: You evoke a spray of daggers. All 
creatures within a 15-ft cone suffer 1d4 damage per level (max 5d4), 
or ½ damage when Reflex resists. Costs 1 vitality.
 Combat Reflexes: As a swift action during combat, modify 

your attack rolls by -5 and your Reflex by +5 for 1 round.
 Dark Lore: Boost Arcana and Dungeoneering checks by +5.
 Detect MagicM: You learn whether magic is present or 
absent within a 15-ft cone. Each time that you scan the same area, you 
learn the exact location (within 5 ft) and name of 1 magic ability pres-
ent. This ability cannot locate invisible creatures or detect illusions.
 Disarm: You target 1 of your foe’s held items with your 
weapon. If you beat its Reflex, your foe drops the targeted item. The 
item lands in an adjacent square.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
 Dusk BladeM: You conjure a non-masterwork melee or ranged 
weapon that functions in all ways as a real weapon. It vanishes if it 
leaves your hands. Bows come with 20 units of ammunition. Requires 
Arcane Strike.
  Expeditious StrideM: As a swift action, apply a +30 ft 
bonus to your land speed for 5 minutes. Costs 1 vitality.

     Feats of Prowess: Boost Acrobatics and Athletics 
checks by +5.
    Infiltrator: You move quietly and keenly in shad-
ows. Apply a +5 bonus on Perception and Stealth checks.

 JumpM: You leap outward, downward or upward 
up to 30 ft as a standard action without a running start or 
Athletics check or fear of harm on impact. Costs 1 vitality.
 Mage ArmorM: A shimmering field grants you 
+4 DR for 1 hour. Mage Armor does not stack with real 
worn armor or Bone Armor. Costs 1 vitality.

 Mana Surge: Once daily as a move action 
you regain 1d6 vitality that you must use before the 
end of your next turn or you lose the points.
 Military Training: You are proficient with 
1 melee or ranged weapon and 1 grade of armor.
 Returning WeaponM: Your thrown wea-
pon such as an axe or dagger returns to your open 
hand as a swift action. Costs 1 vitality.
 Spell Ready: Boost Arcana and Perception 

checks by +5.
  Spell Secret: You learn 1 basic magic ability for 

which you quality of any class. Requires Arcane Training.
 True StrikeM: Once daily as a move action, boost your 
next attack roll that round by +10. Requires Arcane Strike.

 Thunder WaveM: You knock prone all Medium or 
smaller creatures in a 30-ft cone (no save). Costs 5 vitality.
 Vicious Strike: At any time while wielding your blade, 

you may choose to suffer 1d6 damage (bypasses DR) in order to 
inflict +2d6 pain damage to your foe.
  Weapon Finesse: When using a Light weapon, apply a +2 
bonus on attack rolls.

Intermediate Tier
Mageblades select from the following intermediate abilities.
 Ace: You suffer no attack penalty using Rapid Attack.
 Blade Mage: Once daily as part of a weapon attack, you may 
use 1 basic mageblade magic ability as a swift action at the same time. 
Requires Arcane Strike and Mageblade Skills. Does not work with 
Quickened Spell. 
 BlurM: For 5 minutes, melee and ranged attacks against you 
suffer a 20% miss chance. Costs 2 vitality.
 Brief Negation: For the rest of your turn, you ignore the 
effects of 1 magic ability that is affecting you. Costs 2 vitality.
 Defensive Maneuver Training: When a foe targets 
you with the Disarm, Feint, Grapple, Sunder or Trip ability, apply a 
+5 bonus to resist the ability.
 Dimension StepM: You vanish and reappear up to 30 ft away in 
an open space of your choice within line of sight. After you arrive, you are 
dazed for the rest of your turn. You can take gear or an ally weighing up to 
250 pounds. Costs 2 vitality.
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 Dispelling StrikeM: When you successfully hit a foe with 
your melee weapon, you dispel 1 randomly-selected magic ability 
that the foe has in place (such as Mage Armor) if it fails to resist using 
Will. Costs 2 vitality.
 Fleet of Foot: Boost your land speed by +10 ft.
 Ignore Spell: As an immediate action while using Combat 
Reflexes, you ignore 1 magic attack that targets you. Costs 2 vitality.
 Improved Arcane StrikeM: This improves Arcane 
Strike to grant a +2 bonus on attacks rolls and a +5 bonus on damage.
 Improved Critical: Select 1 weapon group. When using 
weapons from that group, your threat range improves from just 20 
to 19-20, or from just 19-20 to 18-20. Requires Rapid Attack.
 Improved Disarm: This improves Disarm, such that you 
enjoy a +5 bonus on your attack roll and a +5 bonus to resist being 
disarmed.
 Improved Flanking: You enjoy a +5 bonus to strike foes 
that are adjacent to both you and 1 of your allies.
 Improved Initiative: You react quickly to attack. Apply a 
+5 bonus on initiative checks or +2 when over-loaded.
 Magic ArrowsM: As a swift action you cause arrows to magi-
cally appear ready to fire in your bow. The arrows each inflict +2 dam-
age. This ability also negates the move action needed to load your bow. 
Costs 2 vitality.
 Mirror ImageM: You conjure 1d4+1 duplicates of yourself 
for 2 minutes. Whenever a foe successfully strikes you, it has a 50% 
chance to strike and dispel 1 image instead. This is a visual illusion. 
Requires you know Blur. Costs 2 vitality.
  Quick Draw: You draw a weapon, even a concealed weapon, as 
a swift action. Normally, drawing a weapon is a move action.
 Precise Stab: As a swift action, apply a +5 bonus to 1 attack 
roll when using a Light melee weapon. You can use this ability once 
daily per point of Intelligence bonus.
 Protection From ArrowsM: For 5 minutes, you 
enjoy DR 10 against ranged weapons. Costs 2 vitality.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Ray of EnfeeblementM: A foe within 30 ft must resist 
using Will or move at ½ speed and suffer a -5 penalty on attack rolls 
and skill checks based on Strength, Constitution or Dexterity for 2 
minutes. Costs 2 vitality.
 Reflection TrapM: One foe within 30 ft that is within 15 
ft of a 1-ft-square or larger mirror vanishes and is trapped within 
the mirror’s world for 2 minutes. The mirror world functions like 
the real world except it is uninhabited, magic abilities do not work, 
and the target must stay within 30 ft of the mirror. Each round on 
its turn, a trapped creature may attempt a DC 19 Arcana check to 
escape and return to its original position. Costs 2 vitality.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Feats of Prowess.
 Storm of Swords: This improves Cloud of Daggers such 
that all foes within a 30-ft cone suffer 1d8 damage per level (max 
10d8), or ½ damage when Reflex resists. Costs 2 vitality.
 Swift True StrikeM: This ability improves True Strike, 
such that you can use it as a swift action.
 TelepromptM: A foe cannot surprise you within 3 rounds of 
using Blink, Dimension Step, Dimension Door or Teleport.
 Touch of IdiocyM: An adjacent foe must resist using 
Reflex or babble incoherently and suffer a -2 penalty on attack rolls 
and a -5 penalty on skill checks based on Intelligence, Wisdom, and 
Charisma for 2 minutes. Costs 2 vitality.

Advanced Tier
Mageblades select from the following advanced abilities.
 Acrobatic Combat: You ignore effects of difficult terrain. 
For example, you can traverse a flight of stairs at your normal speed. 

Requires Feats of Prowess.
 Burst WeaponM: For 5 minutes your weapon attacks deal 
+5 force damage to struck foes and 2d6 force damage all other foes 
within 30 ft (even foes you didn’t target). Costs 5 vitality.
 Dimension DoorM: This improves Dimension Step, such 
that you can move to any unoccupied space up to 500 ft away, even if 
unseen, and may take 1 adjacent Large or smaller creature or object 
with you. If the destination is occupied, you suffer 1d6 wound damage 
and appear in the nearest open space. Costs 5 vitality.
 DisplacementM: This improves the Blur ability to provide a 
50% miss chance for attacks against you. Costs 5 vitality.
 Great ThunderM: This ability enhances Thunder Wave to 
affect creatures up to Huge size. Costs 10 vitality.
  Mana Focus: Once daily as a move action, you gain 4d6 
vitality points that you must use before the end of your next turn or 
lose them.
 Master Blade Mage: As Blade Mage except not limited 
to once daily, and each use costs 2 vitality. Requires Blade Mage.
 Personal HasteM: Magic propels you to blinding speed 
of action. For 5 minutes, you gain a bonus move action each round. 
Costs 5 vitality.
 Pierce Magical Protection: As a swift action, you desig-
nate 1 foe within 60 ft. Thereafter, you ignore all the foe’s magical bonuses 
to DR and saves for 5 minutes. You are limited to 1 such marked foe at a 
time. Requires Arcane Strike. Costs 5 vitality.  
 Reaving DispelM: Target 1 foe within 15 ft. For each magic 
ability it has in effect for itself, it must resist using Will or the magic 
ends and it suffers 1d4 wound damage. Requires Dispelling Strike. 
Costs 5 vitality.
  Seeking WeaponM: Your ranged weapon ignores any miss 
chance due to cover or concealment. Costs 5 vitality.
 Silent SurgeM: Once daily as a swift action, you negate all 
sound in a 15-ft-radius around you and gain a +5 bonus on your 
melee attack rolls. The effect lasts 1 round. 
 Spell On the Run: When using a magic ability, you can 
move both before and after using it, provided that your total distance 
moved is not greater than your speed.
    StoneskinM: You enjoy DR 10 for 2 minutes or until the spell 
blocks 10 points of damage per level, whichever comes first. Requires 
Shield. Costs 5 vitality. 
 Swift Retreat: You can take a 5-ft step as an immediate 
action whenever a foe larger than you targets you with a melee attack.
 Whirling BladeM: You can throw your melee weapon 
along a 60 ft line and make attack rolls against each and every foe 
along that line. The weapon automatically returns to you at the end 
of your turn. Effects of other abilities apply to each foe. Requires 
Arcane Strike. Costs 5 vitality.
 Wounding Weapon: As a swift action, your next suc-
cessful attack that round deals +1d6 wound damage. Costs 5 vitality.

Paragon Tier
Mageblades select from the following paragon abilities.
 Eldritch Knight: This improves Blade Mage to allow the 
use of an intermediate mageblade magic ability. Costs 10 vitality. 
 ForesightM: You cannot be surprised and may ignore Sneak 
Attack damage if your Will resists. Moreover, once daily you may 
completely ignore 1 attack against you as an immediate action as if 
you had foreseen the moment. This ability does not work while you 
are unconscious.
 Globe of InvulnerabilityM: For 5 minutes you ignore 
the effects of basic and intermediate magic abilities that target you or 
activate in an area that includes you. Costs 10 vitality.
 Greater Arcane StrikeM: This improves Improved Arcane 
Strike such that you enjoy a +5 bonus on attacks and +15 damage.
 Slippery Mind: You can wriggle free from magical effects 
that would otherwise control or compel you. When your Will fails 
to resist a magic ability, you can re-try the save 1 round later. You get 
only this 1 extra chance to succeed on the save.
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 Medicant
A medicant is a master of shaping blood, flesh, and bone. 

Background & Adventures
A medicant is a medical expert with a psychic’s touch. He knows 
the body’s inner workings and the secret procedures to grow, trans-
mute or even dissolve flesh, bone, and organs. A medicant can stitch 
wounds, brew poisons, merge an ally’s weapon into his hand, implant 
a symbiont that acts as a third eye, or even grow a clone.   
 Good medicants provide aid and useful symbionts. They follow 
an oath to do no harm. Others take a dark path, weaving flesh and 
molding bones to create powerful minions or to satiate their curi-
osity. They wield their surgical tools and depraved imaginations to 
extract hearts, brains, eyes, and glands that house a person’s soul.
 Medicants are poor melee combatants, though they are proficient 
with light blades and they often use subdual weapons 
to capture creatures. 
 Medicants adventure to acquire tools, aid 
others, and/or find prime specimens to 
study in depth or utilize in experiments.

Class Details
Medicants have the following statistics.
———————————————
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level + 
Intelligence modifier.
 Defenses: Fortitude +2, Reflex +2.
———————————————
 Armor: All Light armors.  
 Weapons: All light blades, small projec-
tiles, and subdual weapons.
 Starting Gold: 5d4 x 10 (125 gp).
————————————————
 Alignment: Any.
 Special: Abilities marked with a C require 
the use of a surgical bay that costs 250 gp and 
weighs 40 pounds. The term “patient” refers to 
any willing or helpless adjacent creature that is 
alive or dead but not undead or a construct.
 Training: 2d6 years.
——————————————

Core Abilities
Medicants start with the following abilities at 1st level.
 Cure WoundsM: One touched ally heals 1d6 wound damage 
per 2 levels (max 5d6) as you magically knit its flesh and bones. A crea-
ture can benefit only once daily from this ability. Costs 1 vitality.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to halt 
bleeding. Normally, a DC 15 Heal check stabilizes a bleeding character. 
 Harvest Blood and Organs: You can harvest blood 
and organs. You can take a vial of blood from a patient after 1 round of 
work that inflicts 1 vitality damage. Removing a limb or organ takes 10 
minutes and inflicts 2d4 wound damage. You can harvest until a target 
dies. Removing sense organs causes blindness (eyes), deafness (ears) or 
such. Also, removing a brain, heart, liver or both lungs kills most crea-
tures. You cannot harvest from a creature that has been dead more than 
2 minutes, or from a live creature that is not helpless or fully restrained. 
Blood and organs count as fresh for 1 hour unless you use Preserve.

Basic Tier
Medicants select from the following basic abilities. 
 ApothecaryC: You can brew drugs and poisons as described 
on page 166 for ½ their listed market price. One dose requires 1 
hour of work, and you can prepare up to 10 doses in a day. Also, you 
can identify a drug or ingested poison after 1 minute of careful visual 
and olfactory inspection with an accuracy of 70% + 1% per level. 

 Brew PotionC: You place an ability that you or an adjacent 
ally knows into a potion, salve, oil, pill or similar mix that delivers a 
single-use effect to a creature or object. The cost and time equal 50 gp 
and 1 hour for a basic ability or 300 gp and 2 hours for an intermediate 
ability. You or an adjacent ally pay any vitality cost when brewing the 
potion. See page 196 for details and a list of common potions.
 Clean HandsM: You never show blood on your body or held 
gear regardless of exposure. Instead, the blood instantly evaporates.  
 Detect DiseaseM: You learn whether disease is present or 
absent within a 15-ft cone. When you scan the same area again, you 
learn the exact location (within 5 ft) and names of diseases present. See 
page 238 regarding diseases. Costs 1 vitality.
 Detect SymbiontM: You learn whether symbionts (page 
202) are present within a 15-ft cone. Each time you scan the same 
area again, you learn the exact location (within 5 ft) and name of 1 
symbiont present. Costs 1 vitality.
 Graft SymbiontC: You enjoy a +5 bonus on Heal checks. 
Also, you can place a symbiont into a patient after spending 10 min-
utes and 250 gp worth of materials. The process inflicts 1 wound 
damage on the patient.
 Inflict WoundsM: One adjacent target suffers 1d3 acid 
wound damage as you twist its flesh and bones. Fortitude resists. 
Requires Cure Wounds. Costs 1 vitality.
 InoculateC: You or an adjacent ally enjoy permanent immunity 
to 1 specific disease. Costs 1 pound of silver (5 gp) and 1 vitality.
 Knitting SalveM: You transmute 1 vial of fresh blood into 
a potent salve. One minute after applying the salve, the patient heals 1 
wound point per round for 1d8 rounds + 1 round per level. Requires 
First Aid. Any ailments within the blood infect the patient. Costs 1 vitality.
 Mask and GlovesM: You conjure a pair of fine gloves and a 
festive mask upon yourself that prevent the transmission of disease and 
poison outside of combat. The gloves and mask last 4 hours + 1 hour per 
level and then vanish. Costs 1 vitality.
 Poison Mastery: Apply a +5 bonus on Appraise, Craft, and 
Heal checks to identify, brew or neutralize poisons. 
 Poison Use: You never risk accidentally poisoning yourself 
when applying poison to a weapon (rather than 5% chance), and you 
may apply poison as a move action (rather than standard action). 
 PreserveM: An adjacent hide, organ, limb or vial of blood is 

preserved as fresh for up to 1 day per level. Costs 1 vitality.
 Purify BloodM: You remove all ailments from 1 vial of 

blood. Costs 1 sp worth of silver dust.
    StimulantM:  You transmute 1 vial of fresh blood into a 
potent stimulant. One minute after drinking the stimulant, the 
patient gains +3 temporary vitality points. The points last for 5 

minutes and then go away. Costs 1 vitality.

Intermediate Tier
Medicants select from the following intermediate abilities. 
 Analyze CreatureM: You target a creature within 30 ft 
and line of sight. If you beat its Will, you randomly learn 5 of its sta-
tistics or abilities. You can only analyze a specific creature once, and 
once a creature resists, you cannot affect it again. Costs 2 vitality.
 AnestheticM: You transmute 1 vial of fresh blood into a 
draught that causes sleep, paralysis, and/or an absence of pain, as you 
desire, for 4 hours + 1 hour per level after it is drunk. The drinker may 
resist using Fortitude to delay the onset for 2 minutes. Otherwise, the 
effect is immediate. Costs 2 vitality.
 Breed Horrid Animalc: You permanently boost the sta-
tistics of a natural animal, making it exceptionally fierce. For each 
of the animal’s levels, you spend 1 day of work, 1 fresh organ, and 
1,000 gp in materials. A horrid animal gains chitinous plating for 
+5 DR. Its natural attacks inflict +1d6 acid damage. It is immune 
to acid. Handle Animal checks made to calm it suffer a -5 penalty. 
Finally, it heals all damage after 1 night’s rest.
 Bubbling BloodM: One living target within 30 ft suffers 1d6 
acid damage per level, or ½ damage if Fortitude resists. Costs 2 vitality.
 Cure AilmentM: You remove an ailment from yourself or a 
touched ally. Ailments include blindness, confusion, deafness, disease, 
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exhaustion, fatigue, infertility, insanity, nausea, poison, and taint. This 
ability does not remove curses such as lycanthropy. Costs 2 vitality.
 Erase ScarsC: After 1 hour of work, 50 gp in materials, and a 
successful DC 15 Heal check, you remove all scars from a patient. A 
roll of 1 on the Heal check creates 1d4 new scars. Costs 2 vitality.
 Flesh PocketM: You create a seamless fold within a patient’s 
skin that weightlessly holds up to 1 pound per level of gear for up to 4 
hours + 1 hour per level. A successful DC 35 Perception check spots 
the pocket. A creature is limited to 1 pocket at a time. When the magic 
ends, any contents fall to the floor beside the patient. Costs 2 vitality.
 Graft WeaponM: You temporarily cause a held melee 
weapon to merge into your arm or an adjacent ally’s arm, becom-
ing a natural extension of the arm. The subject cannot be disarmed, 
enjoys +2 bonus on attack rolls and inflicts +1d6 damage with it, 
and suffers a -2 penalty on skill checks that require the use of hands. 
The effect lasts 5 minutes. Costs 2 vitality.
 Grow SymbiontC: You grow a symbiont from freshly har-
vested organs. The process take 1 day and costs 1,000 gp. The market 
price is 2000 gp. Growing a symbiont requires fresh water, a surgical 
bay, and the body part specified in the symbiont’s description. See 
page 202 for details.
 Healing Savant: You enjoy a +10 bonus on Heal checks.
 Heighten BloodC: You target 1 vial of fresh blood from a 
fey, person or mutant. Whoever drinks it within 24 hours knows and 
can use for 2 minutes the magical abilities of the donor creature, if 
the donor is dead. Afterward, the imbiber is fatigued and suffers 1 
wound damage per level of the donor. Costs 2 vitality.
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 Remove SkinM: You cleanly remove an adjacent corpse’s 
entire skin. The removed skin ends up in your grasp. Costs 2 vitality.
  Remove SymbiontC: After 10 minutes of work, you safely 
remove a symbiont from a patient to reuse in another patient. You 
must pass a DC 18 Heal check. A failed check means the symbiont is 
destroyed and the patient suffers 2d6 wound damage.
 Restore SymbiontM: A suppressed symbiont of your choice 
in an adjacent patient is restored to normal function. Costs 2 vitality.
 Sculpt FleshC: After 1 hour’s work, 1 vial of fresh blood plus 
150 gp in other materials, and a successful DC 25 Heal check, you 
improve a patient’s comeliness by +1d4. A check roll of 1 has the 
opposite effect. The effect lasts 1 month. Multiple treatments don’t 
stack. Costs 2 vitality.
 Suppress SymbiontM: One of an adjacent target’s symbi-
onts (named by you or selected randomly) is unusable for 5 minutes. 
Costs 2 vitality.
 Vital SymbiontC: After spending 1 hour and 500 gp, you 
permanently improve an adjacent symbiont such that it possesses 3 
vitality. The symbiont’s host can expend this vitality when using its 
abilities. The symbiont heals each night when the host sleeps. A sym-
biont can benefit once from this ability.
 Wither LimbM: An adjacent target must resist using Reflex 
or suffer 1d6 wound damage. Also, if it fails to resist using Fortitude, 
1 limb withers, falls off, and blows away as dust. You specify a leg, 
arm, tentacle or similar appendage. A biped suffers a -5 penalty on 
Strength- and Dexterity-based skill checks and attack rolls for each 
missing limb. Creatures with 5+ limbs instead suffer a -2 penalty per 
lost limb. Costs 2 vitality. 

Advanced Tier
Medicants select from the following advanced abilities. 
 Conjure Surgical BayM: You conjure a fully-equipped 
surgical bay worth 250 gp and weighing  40 pounds. The bay lasts 
4 hours + 1 hour per level and accommodates 1 Large or smaller 
creature as a patient. The bay allows you to freely use medicant abili-
ties marked with a C. Items removed from the bay (except stitches, 
bandages, etc) vanish to re-appear inside the bay. Costs 5 vitality. 

 LobotomyC: After 10 minutes of work and a successful DC 20 
Heal check, 1 patient suffers a lasting mental breakdown. It cannot 
make attack rolls, only uses abilities when directed by you to do so, 
fails to speak coherently, and suffers a -10 penalty on skill checks based 
on Dexterity, Intelligence, Wisdom or Charisma. If you fail the Heal 
check, the creature suffers 1d6 wound damage but suffers no mental 
breakdown. Either Heal or Wondrous Medicine reverses a lobotomy.
 Mass Cure WoundsM: This improves Cure Wounds such 
that you psychically aid all allies within 60 ft of you. Costs 5 vitality.
 Mass Inflict WoundsM: This improves Inflict Wounds 
such that you psychically target all foes within 60 ft. Costs 5 vitality.
 RebirthingC: After 1 day of work, you permanently change a 
patient’s race, sex or both. This requires 3 fresh organs and 1 vial of 
fresh blood from a creature of the target race and sex. The new form 
must be the same size and creature type as the original. The procedure 
inflicts 2d6 wound damage and grants the target a +10 bonus on Dis-
guise checks to not be recognized as its previous self and to possibly 
look like someone else. The target loses its old race statistics and abili-
ties and gains a new set of race statistics and abilities. Costs 5 vitality.
 RegenerateM: You restore 1 lost limb or organ such as an eye 
or arm of an adjacent ally after 1 minute of work. Costs 5 vitality. 
 RevivifyM: You restore to life an adjacent creature that has died 
within the past 3 rounds. It returns with 1 wound point. Ailments at its 
time of death remain. Costs 5 vitality.
 Severing Blade: Apply a +1 bonus on attack rolls using 
blades, and a critical hit with your blade automatically severs 1 of the 
struck target’s limbs.
 SimulacrumC: You grow a replicant townie (page 269) or a 
duplicate of a living creature with 5 Intelligence or less from a vial 
of its fresh blood. For each level of the simulacrum, creation takes 1 
week and costs 1,000 gp. The process fails if its level exceeds yours. 
It starts with no memories, follows your verbal commands, and gains 
free will if you die.
 Skinned AliveM: An adjacent target must resist using Reflex 
or lose its skin and be stunned for 3 rounds, after which it dies. Heal, 
Miracle, Regenerate, Revivify, Raise Dead or Wish halts and reverses 
the effect. Requires Remove Skin and Severing Blade. Costs 5 vitality.
 Slay SymbiontM: When you target a patient or beat an 
adjacent foe’s Reflex, you may specify or randomly select 1 of its 
symbionts. The target must resist using Fortitude or the symbiont is 
destroyed. Costs 5 vitality.
 Undying HeartM: You transmute 1 vial of fresh blood 
into a drought. One minute after consumption, the drinker heals all 
wound damage plus 1d6 vitality and, for 24 hours, can be reduced to 
-20 wounds before dying. Costs 5 vitality.

Paragon Tier
Medicants select from the following paragon abilities. 
 CloneC: This improves Simulacrum. You may duplicate any liv-
ing creature and the result starts with the donor creature’s memories.
 Flesh WarpM: An adjacent foe must resist using Will or twist 
into a monstrosity. On the 1st round it feels tingling, on the second 
round it is fatigued, and on the third round it permanently trans-
forms: it is limited to a speed of 5 ft and suffers a -10 penalty on 
skill checks based on Strength, Constitution or Dexterity.  Heal or 
Wondrous Medicine restores the target to normal. Costs 10 vitality.
 FusionM: Two adjacent creatures merge into a single entity that 
looks and acts like a blend of the originals. Its level equals the best 
of the two. Each of its statistics and ability slots is copied from either 
creature, as you desire. The effect lasts 4 hours + 1 hour per level, 
after which the fusion ends and both creatures are exhausted. An 
unwilling creature can resist using Will. If the targets are not allies, 
both can attack the other’s Will with the highest roll indicating who 
is in charge of the new, fused form. Costs 10 vitality.
 Wondrous MedicineC: After 10 minutes work, the 
patient is at full hit points and free of ongoing conditions. A particu-
lar creature can only benefit once per day. Costs 1,000 gp in rare 
ingredients and 10 vitality.
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 Monk
 A monk is a martial artist who hones his body as a weapon. 

Background & Adventures
Although a monk’s abilities are nonmagical, they are truly extraordi-
nary. A monk can tumble, fall, sprint, leap, trip, and even walk along 
walls with great agility. Most of all, he can belt out a flurry of blows 
to overwhelm and knock down multiple foes at once.
 Monks often adventure as part of larger quests: an outer journey 
to match their inner one. Other monks fail to excel in a monastery, 
wish to prove their prowess in real combat, or seek a wise and puis-
sant trainer.
 Though deadly, many monks eschew violence. They prefer peace 
through unity of body and mind, and they turn deadly only in griev-
ous circumstances. A few monks seek violence to test themselves or 
avenge wrongs.
 Monks are fast, flexible, and ideal allies when gear and magic run 
low. Monks can daze or stun foes to even the odds in a 
fight. They excel against an enemy spellcaster or rogue.

Class Details
Monk have the following 
statistics.
——————————
 Prime Attribute: Strength.
 Attack: d20 + ½ class level + 
Strength modifier.
 Defenses:  Fortitude +2, Reflex 
+2, Will +2.
———————————————
 Armor: All Light natural armors such as 
cloth and leather. 
 Weapons: All crossbows, hand-to-hand 
weapons, light blades, and pole arms.
 Starting Gold: 1d4 x 10 (25 gp).
————————————————
 Alignment: Any lawful.
  Special: A monk must have a lawful 
alignment in order to progress in level.
 Training: 2d6 years.
——————————————
 

Core Abilities
Monks start with the following abilities at 
1st level.
 Flurry of Blows: Instead 
of a single Unarmed Strike, you may 
make 2 unarmed attacks, each attack 
with a -2 penalty to your attack roll. 
You can direct the blows to the same foe or 
to 2 different foes. This flurry works with the Improved, Greater, 
and Mighty Unarmed Strike abilities. 
 Monk’s Prowess: Apply a +5 bonus on Acrobatic and Ath-
letics checks.
 Unarmed Strike: You use your entire body including fists, 
feet, head and torso to deliver damage as a melee weapon. An adja-
cent foe must resist using Reflex or suffer 1d6 damage (or 1d4 if 
you are Small). Apply a +1 bonus to your attack roll and add your 
Strength modifier to your damage roll.

Basic Tier
Monks select from the following basic abilities.  
 Action Ready: Boost Athletics and Perception checks by +5.
 Blind-Fight: You suffer no penalty when resolving melee 
attacks against creatures concealed by invisibility or darkness. You 
must still target the correct space when attacking.
 Bull Rush: You shove an adjacent target. If you beat its Forti-

tude, the target is pushed back 1d4 x 5 ft. You must move at least 10 
ft in a straight line just prior to using this ability.
 Calisthenics: Once daily after a 5-minute routine, you gain 
1d4+1 vitality. This may exceed your normal maximum vitality.
 Dazing Fist: As a swift action when you successfully use 
Unarmed Strike, the target must resist using Fortitude or be dazed for 1 
round. Costs 1 vitality.
 Disarm: You target 1 of your foe’s weapons with your own 
weapon. If you beat its Reflex, your foe drops the targeted weapon. 
The weapon lands in an adjacent square.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
    Endure Elements: You ignore the effects of extreme tem-
perature. You can exist comfortably in conditions between -40º and 
140º F without harm. Your gear is also protected. This ability is con-
tinuously in effect even when you are unconscious.
 Feint: As a move action, an adjacent foe must resist using Will 
or suffer a -5 penalty on Reflex until the start of its next turn.
 Grapple: You grapple an adjacent foe up to 1 size larger when  
you have 1 hand free and beat the foe’s Fortitude. A grappled crea-
ture cannot move from its space and can only use a Light melee 
weapon that is already in hand. Each round, you must expend a move 

action to maintain the grapple, and the foe can try to beat your 
Fortitude as a standard action to break the grapple. If you 

desire, you can block a grappled foe’s mouth 
with 1 hand to prevent speech. 
 Hidden Eye: You have finely tuned 

perception. Apply a +5 bonus on Insight and Perception checks.
 Hustle: As a swift action up to 1/round, you gain a bonus move 
action. Requires Monk’s Prowess and Flurry of Blows. Costs 1 vitality.
 Iron Fist: As a move action, apply a +2 bonus on your knock-
out attempt (page 227) for that round. Requires Toughness. Costs 1 
vitality.
 Monastic Artist: You enjoy a +5 bonus on 2 of the fol-
lowing skills: Bluff, Craft, Disguise, Literacy, Music, and Trick.
 Offensive Maneuver Training: Select 1 of the fol-
lowing abilities: Bull Rush, Charge, Disarm, Feint, Grapple, Over-
run, Sunder or Trip. Whenever you use the selected ability, add +5 
to your attack roll. Also add +5 to your save when someone else 
targets you with the ability. You must already possess the selected 
ability to benefit. You can take this ability more than once. Each time, 
select a different ability to improve. 
 Longstrider: Boost your speed by +10 ft for 1 hour. Costs 1 

vitality.
 Powerful Blow: Once daily as a swift 
action while striking a single foe using Unarmed 
Strike, apply +15 damage. Costs 5 vitality.
 Stone Body: Boost Athletics and Endurance 

checks by +5.
 Sublime Fist: Apply a +1 bonus on attacks and 

+2 damage using Unarmed Strike.
 Sword Sage: This improves Flurry of Blows and Rapid 
Attack, such that you can mix both abilities to attack once with 
Unarmed Strike and once with your melee weapon, both at a -2 
penalty on the attack roll, as a standard action.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Trip: An adjacent foe must resist using Reflex or be knocked to 
the ground, suffer 1d6 damage, and be made prone.
 Vitality Surge: Once daily you regain 1d6 vitality.
 Wind Acolyte: Boost Acrobatics and Stealth checks by +5.

Intermediate Tier
Monks select from the following intermediate abilities.
 All You Need is Kill: An adjacent foe suffers 2d6 damage 
from your unarmed strike or is slain outright if it is level 2 or lower.
 Defensive Maneuver Training: When a foe targets 
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order to use this ability. 
 First Move: This enhances Improved Initiative such that you 
apply a +10 bonus on initiative checks, or +5 when over-loaded.
 Greater Unarmed Strike: This improves Improved 
Unarmed Strike to grant +3 on attack rolls and +10 damage.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Leap Attack: You enjoy a +3 bonus on Acrobatics, Athletics, 
and Stealth checks. Moreover, when you are at least 5 ft (but no more 
than 15 ft) above a foe, you can leap down as part of a single attack 
using a melee weapon. If you hit, you deliver +3 damage per 5 ft 
fallen (max +9 for 15 ft fallen) and the target creature falls prone and 
is dazed for 1d4 rounds. You suffer no damage from the fall.
 Magic Resistance: You enjoy a +5 bonus on saves to resist 
magic abilities. Also, when you are targeted by a magic ability that 
does not allow a save, your foe must beat your Fortitude anyway, and 
if you save then the magic has no effect. Requires Defensive Master, 
Monk’s Prowess, and Resist Magic.
 Mountain and River: Apply a +10 bonus on Acrobatics 
and Athletics checks. Requires Monk’s Prowess.
 Power Grapple: This improves Grapple such that each 
round as a standard action, you may move a grappled foe 5 ft, either 
moving at the same time with the foe or repositioning the foe.
 Resilient Body: You cannot be dazed. When you take this 
ability a second time, you cannot be stunned either.
 Snatch Arrows: When using Deflect Arrows you may 
catch the ammunition or weapon instead of just deflecting it. Thrown 
weapons can immediately be thrown back at the attacker (you make 
an attack roll even though it isn’t your turn) or kept for later use. You 
must have at least 1 hand free to use this ability.
 Spring Attack: When using Unarmed Strike, you can move 
both before and after the attack, provided that your total distance 
moved is not greater than your speed. You can’t use this ability if you 
are wearing Heavy armor. 
 Sublime Foot: You can cross areas of intense energy. You 
enjoy +10 DR to all energy types while moving 30 ft or more. You 
are not protected while not moving.
 Two Becomes ONE: Whenever you successfully use Flurry 
of Blows against 2 foes that are adjacent to you, you can make an 
immediate 5-ft step into an adjacent empty space and move 1 of your 
foes into your previous space, where you butt the foes against each 
other to inflict 4d6 damage to each one.
 Wall Walking: As part of a single move action, you can 
walk up or down a vertical incline with ease at your normal speed. 
You must begin and end your movement on a flat surface or else you 
fall as normal. Costs 1 vitality.

Paragon Tier
Monks select from the following paragon abilities 
 Double Dodge: This improves Dodge to avoid 2 impending 
melee attacks such as by a foe using Rapid Strike. Costs 5 vitality.
 Free MovementM: As an immediate action, you ignore any 
and all effects that impede your movement for 2 minutes. You ignore 
abilities like Grapple and Slow, and you move and attack normally 
underwater, even with slashing weapons, and so on Costs 10 vitality.
 Improved Evasion: This improves Evasion, such that you 
only suffer ½ damage even when you fail to resist using Reflex.
 Mighty Unarmed Strike: This improves Greater 
Unarmed Strike, such that you apply +5 to attack rolls and inflict 
+15 damage.
 Quivering Palm: If you beat an adjacent foe’s Will, your 
touch sets up vibrations in its body provided it is a living creature. 
Thereafter, at any time over the next 1 month, you can force the 
creature (wherever it is) to attempt to resist using Fortitude. It if fails 
the save, it dies. Otherwise, the vibrations dissipate. Costs 25 vitality.
 Whirlwind of Blows: This improves Flurry of Blows, 
such that you target all adjacent foes with a single attack, or all foes 
within 15 ft when you expend 10 vitality.

you with the Disarm, Feint, Grapple, Sunder or Trip ability, apply a 
+5 bonus on your save.
 Defensive Master: Boost Fortitude and Reflex by +2. 
Apply the bonus even when unconscious. Requires Monk’s Prowess.
 Deflect Arrows: As an immediate action, when you would 
normally be hit with a ranged weapon, you may deflect it so that 
you take no damage from it. You must be aware of the attack and not 
defenseless and have at least 1 hand free to use this ability.
 Divine Path: Apply +5 holy damage (if you are good) or +5 
vile damage (if you are evil) to all Unarmed Strike damage.
 Evasion: You can avoid attacks with great agility. When you 
successfully resist an attack using Reflex, you take no damage from 
it as you dodge out of the way, even if you would normally suffer a 
partial effect. You still take full damage when you fail to resist. You do 
not gain this benefit when you are helpless or wearing Heavy armor. 
 Eye Gouge: One adjacent foe  loses an eye, suffers 1d4 wound 
damage, and endures a permanent -2 penalty on Perception checks 
if you beat its Reflex. Only Heal, Regenerate or similar powerful 
magic restores the eye. Costs 2 vitality.
 Fast Climber: Boost Athletics checks by +5. Also, when 
climbing, you move at your normal speed (rather than ½ speed) and 
are not defenseless.
 Fleet of Foot: Boost your land speed by +10 ft.
 Ignore Pain: Ignore harmful effects of abilities with the 
word Pain or that cause pain damage.
 Improved Initiative: You react quickly to attack. Apply a 
+5 bonus on initiative checks or +2 when over-loaded.
 Improved Unarmed Strike: This improves Unarmed 
Strike, such that you apply +2 on attack rolls and inflict +5 damage.
 Ki Strike: Your use of Unarmed Strike counts as a magical weapon.
 Lasting Vigor:  Boost your maximum vitality by +5 points. 
 Mental Barrier: Permanently boost your Will by +5.
 Pugilist: As a swift action, apply a +5 bonus on attacks to use 
Grapple and add +2d6 damage when striking grappled foes. The 
effect lasts 5 minutes. Costs 2 vitality.
 Quick Trip: You can use Trip as a move action.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Monk’s Prowess.
 Slow Fall: When you fall and are adjacent to a wall, you can 
use the wall to slow your fall. You take damage as if the fall were 30 
ft shorter than it actually is. You can take this ability multiple times. 
Each time, decrease the effect distance fallen by 30 ft. At 120 ft, you 
can instead fall any distance without harm while adjacent to a wall.
 Stunning Fist: As a swift action when you succeed on an 
attack using Unarmed Strike, the target must resist using Fortitude or 
be stunned for 1 round. Requires Dazing Fist. Costs 2 vitality.
 SustenanceM: You do not need to eat or drink (unless you 
wish to), and you enjoy a +5 bonus to resist ingested poisons and 
sleep magic.

Advanced Tier
Monks select from the following advanced abilities.
 Amazing Dodge: This improves Dodge to avoid a single 
attack of any kind. Requires Monk’s Prowess. Costs 5 vitality.
 Curative Trance: After 1 hour of meditation, you negate 
the effects of 1 disease or poison, or end fatigue or exhaustion. Costs 
5 vitality.
 Death Blow: You target 1 adjacent living creature. If you beat 
its Fortitude, it is reduced to -1 wounds and begin dying. Even if it 
saves, it suffers 4d6 damage. Requires Stunning Fist. Costs 5 vitality.
 Defensive Roll: Whenever you would be reduced to 0 or 
fewer wound points, you suffer ½ damage instead.  You must have 
Dodge or Evasion and be aware of the attack and able to react to it in 
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 Necromancer
A necromancer is a master of death, dying, and the undead.  

Background & Adventures
Necromancers cavort with vampires, raise skeletal minions, or act as 
mediums to the dead. A powerful necromancer can panic foes with a 
glance, animate corpses, and transform into a ghost or lich.
 People often equate death with evil. Some necromancers are evil 
but others view death as natural and a part of the great cycle of exis-
tence. Undeath is but a single path of many. Thus, some necroman-
cers cause havoc while others adventure to meet undead and learn 
about ancient treasures and the secrets they keep.
 A necromancer’s most powerful ability is holding sway over the 
undead. He can also cause wound damage directly to living creatures, 
making him a great danger even for great heroes.
 Undeath happens. Some adventurers hesitate to travel with 
a necromancer, while others benefit from this death dealer’s 
nasty magic. Necromancers are not warriors and should avoid 
melee combat if they wish to avoid a swift demise.

Class Details
Necromancers have the following statistics.
———————————————
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level +  
Intelligence modifier.
 Defenses: Will +2.
—————————————
 Armor: None. 
 Weapons: All axes and light blades plus 
the scythe.
 Starting Gold: 3d4 x 10 (75 gp).
————————————
 Alignment: Any nongood.
  Special: You cannot use 
class magic abilities while you are 
good.
 Training: 2d6 years.
—————————

Core Abilities
Necromancers start with the 
following abilities at 1st level.
 Chill TouchM: An 
adjacent living creature suffers 
1d4+1 necrotic damage per 2 
levels (max 5d4+5). Also, if you 
beat its Fortitude, it is fatigued for 2 minutes.
 Grave Lore: Boost Arcana and Religion checks by +5.
 Quell UndeadM: You target 1 nonsentient undead creature 
within 30 ft. It is dazed for 5 minutes, or for 1 round if its Will resists. 
Typically, this affects ghouls, skeletons, and zombies. Costs 1 vitality.

Basic Tier
Necromancers select from the following basic abilities.
 Bone ArmorM: For 1 hour, a carapace of bones grants you 
+4 DR. This armor counts as Light armor and does not stack with 
real armor or Mage Armor. Costs 1 vitality.
 Death KnellM: An adjacent living creature that is uncon-
scious with less than 0 wound points must resist using Will or die. 
When it dies, you gain 1d4 wound points and a +1 bonus on your 
next d20 roll. Costs 1 vitality.
 DecomposeM: You vaporize all flesh on an adjacent corpse 
leaving only bone. Touching it again turns it to dust. Costs 1 vitality.
 Detect UndeadM: You learn whether undead are present 
in a 30-ft cone. On a second scan of the same area, you learn their 
numbers and what kinds they are.

 False LifeM: You or a touched living ally gains temporary 
wound points equal to 1d10 + your level. The points last for 5 min-
utes and then go away. Multiple uses do not stack. Costs 1 vitality.
 Gentle ReposeM: One touched corpse gains a neutral odor 
and fine appearance as if sleeping, doesn’t decay, and can’t rise as 
undead for 24 hours. Costs 1 vitality.
 Ghoul BiteM: An adjacent living creature suffers 1d3 necrotic 
wound damage. Reflex negates. Costs 1 vitality.
 Grave GuardM: A touched skull guards a 30-ft-radius area 
for 4 hours + 1 hour per level or until moved by you. If a living crea-
ture (besides you) enters the area, the skull screams for 5 minutes. 
You can only maintain 1 guard at a time.
 ReaperM: Any necromancer melee weapon that you wield counts 
as magical and inflicts damage equal to 1d8 + 1 point per level (max 
+5) with a +1 bonus on attack rolls. The weapon is unexceptional in 
others’ hands. Requires Grave Lore.
    ScareM: One living creature within 15 ft is shaken for 5 min-
utes or 1 round if it resists using Will. If it is 5+ levels below you, it 
is frightened instead, fleeing the best it can or cowering if it cannot 
flee. Costs 1 vitality.

 Spectral HandM: You conjure a ghostly hand for 2 
minutes that can manipulate objects within line of sight out 
to a distance of 120 ft. By concentrating as a move action, you 
move the hand up to 30 ft. The hand has the same agility as your 
own and can also deliver abilities that normally affect adjacent 

foes. It has DR 10, 1 wound point, and saves equal to your 
own. Costs 1 vitality. 
   Spectral MountM: You conjure a ghostly horse-

like mount for 4 hours + 1 hour per level. You plus a single 
Medium or smaller ally can ride it. It has a speed of 60 ft, 

DR 10, 1 wound point, 1 vitality point per level, and 
saves equal to your own. The mount does not make 
attacks. Costs 1 vitality.
          Taint Immunity: You are immune to the 

Taint ability.
      Tomb lore: Boost History and Lit-

eracy checks by +5.
    UnearthM: You raise to the sur-
face a casket that lies buried up to 30 
ft beneath you. Also, you may remotely 
open or close the lid of a visible casket 
within 15 ft. An opened lid falls adjacent 
to the casket. Costs 1 vitality.
       Unnatural Aura: Boost 
Diplomacy, Disguise, and Intimidate 

checks by +5 involving undead, but 
penalize Diplomacy, Disguise, and Handle Ani-

mal checks by -2 involving animals and children.
    Wraith’s KissM: As a move action, an adjacent help-

less foe suffers 1d4 wound damage, or dies if you beat its Fortitude.

Intermediate Tier
Necromancers select from the following intermediate abilities.
 Animate DeadM: You create skeletons or zombies from 
humanoid corpses within 60 ft. You can animate a number of levels of 
undead up to 2x your level, and you can maintain a number of levels 
at once equal to 4x your level. The undead obey your mental com-
mands and remain for 1 hour per level before turning to dust. See 
raDiance Masters guiDe regarding undead statistics. Costs 2 vitality.
 Command UndeadM: This improves Quell Undead. A 
sentient undead is dazed 1d4 rounds if you beat its Will while affected 
nonsentient undead obey your verbal commands for 5 minutes and 
then ignore you for 4 hours + 1 hour per level. Costs 2 vitality.
 Death RayM: A target within 30 ft suffers 1d6 necrotic dam-
age per level (max 10d6), or ½ damage if  Will resists. Costs 2 vitality.
 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally.
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 Disguise UndeadM: One adjacent undead ally enjoys a 
+20 bonus on Disguise checks to look alive and register as living for 
4 hours + 1 hour per level. It gains no other benefits. Costs 2 vitality. 
 Doom ScarabsM: You exhale a cloud of ghostly grave bee-
tles. Living foes within a 30-ft cone suffer 1d6 necrotic damage per 
2 levels and you heal 1d4 wound points. Costs 2 vitality.
 FearM: This improves Scare to target all living creatures in a 
30-ft cone. Costs 2 vitality.
 Gaseous FormM: You become a dark insubstantial gas and 
waft slowly for 5 minutes. In this form, you have a 10 ft fly speed, 
can only take move actions, perceive as normal, have DR 10, enjoy a 
+5 bonus on Stealth checks, and enjoy immunity to all ailments. You 
can pass through cracks but cannot enter liquids. The Gust of Wind 
ability affects you normally. Costs 2 vitality.
 Ghost EyesM: You automatically notice incorporeal undead as if 
they were corporeal. Requires Grave Lore.
 Ghoul MinionM: One touched humanoid corpse imme-
diately rises as an allied level 2 ghoul (see raDiance Masters guiDe) 
under your total mental control. Afterward, the corpse turns to 
dust. You can only maintain 1 ghoul at a time. Costs 5 vitality. 
 Grave Body: Apply a permanent +5 bonus to Fortitude.
 Lich Loved: You grow undead skin like a ghoul or lich and 
permanently gain +2 DR.
 Phantasmal KillerM: You target 1 person within 15 ft and 
conjure an apparition of the most frightening thing he can imagine. 
Only he sees the apparition. If you beat his Will, he believes the appa-
rition is real and must resist using Fortitude or fall unconscious and 
appear dead (against a DC 30 Heal check) for 5 minutes. Only wound 
damage wakes him. Immunity to fear blocks this ability. Costs 2 vitality.
 Repair UndeadC: You direct necrotic energy into an adja-
cent undead ally to repair wound damage equal to 1d8 + your level. 
Costs 2 vitality.
 Speak With DeadM: After a 10-minute rite, you can ask 1 
question per 2 levels over the course of 5 minutes from a corpse that 
you touch. The corpse only knows what the creature did in life, includ-
ing languages it spoke. If the creature was good, it can resist using Will. 
The corpse must be mostly intact and have a larynx. You can use this 
ability up to once weekly on the same corpse. Costs 2 vitality.
 StenchM: An adjacent foe must resist using Fortitude or exude a 
stench that sickens it and any of its adjacent allies for 2 minutes. Only 
living creatures that can smell are sickened (page 228). Costs 2 vitality. 
 Vampiric KissM: An adjacent foe must resist your “kiss” using 
Reflex or suffer 2d4 necrotic wound damage. The damage resists 
healing until Remove Curse is applied. Costs 2 vitality.
 Wall of BonesM: You evoke within 30 ft a 2-ft thick bone 
wall up to 10-ft-square in size. The wall has DR 5, 120 hit points 
per 5-ft area, and lasts 5 minutes. You and undead creatures can pass 
through the wall as if it were not there. Costs 2 vitality.

Advanced Tier    
Necromancers select from the following advanced abilities.
 Create UndeadC: You create a corporeal undead from a 
corpse. The undead’s level must be equal to or less than your level. 
The process takes 1 hour at night. You must place a gem in the corpse 
worth 50 gp per level before using this ability. This ability grants no 
control. Costs 5 vitality.
 Death ZoneM: You fill a stationary 30-ft-radius area around 
you with necrotic energy that lasts 4 hours + 1 hour per level. In the 
area, undead enjoy a +2 bonus to all d20 rolls and living creatures 
do not heal damage. This ability negates the effect of the Consecrate 
ability. Costs 10 vitality
 Death’s HeadM: After a 1-hour ritual, you awaken a touched 
severed person’s head to undead sentience for 5 minutes. It has the 
mental attributes and skills it had in life but is soulless, has darkvision, 
can hear and speak, and cannot make attack rolls. Costs 5 vitality.
 EnervationM: You release a black ray of crackling energy at 
1 target within 60 ft. If you beat the target’s Fortitude, it suffers 
necrotic wound damage equal to 1d4 + ½ your level. Costs 5 vitality.

 Frightful MoanM: This improves Fear to target all living 
creatures within 90 ft for 24 hours.
   Ghost StepM: You are incorporeal for the rest of your turn. 
In this form you can pass over or through obstacles and enjoy 90% 
resistance against mundane attacks, or 50% against magic. You are 
still visible. Costs 5 vitality.
 Grave Sage: You have learned much from the undead. Apply a 
+4 bonus to Arcana, Heal, History, Intimidate, and Religion checks. 
 Halt UndeadM: One undead foe within 60 ft is dazed for 5 
minutes, or for 1d4 rounds if Will resists. Costs 5 vitality.
 Lich’s AuraM: As an immediate action, all living creatures 
within 15 ft are shaken (no save) for 5 minutes.
 Living BurialM: A targeted foe within 90 ft is drawn 30 ft 
down into the earth into a conjured magical coffin if you beat the 
foe’s Will. It remains there for 1 day per level or until freed. The cof-
fin holds 1 day of air, has DR 10 and 30 hit points, and blocks magic 
abilities that afford movement. Costs 5 vitality.
 Mass Command UndeadM: This improves Command 
Undead to target up to 1 undead per level within 30 ft. Costs 5 vitality.
 Mummy RotM: One adjacent foe acquires the mummy rot 
curse. After 1 minute, its vitality points drop to 0. After 1 hour, its 
wound points drop to 0. After 24 hours, it dies and its body turns to 
sand and dust that blow away in the wind. Remove Curse ends the 
rot and affords healing as normal. Costs 5 vitality.
 PyreM: You easily punish the undead. An adjacent undead foe 
suffers 6d6 fire damage (no save). Costs 5 vitality.
 Restore UndeadC: Your necrotic touch restores a destroyed 
undead creature to 1 wound point. Costs 5 vitality.
 Slay LivingM: One adjacent living creature must resist using 
Will or be reduced to -1 wounds and begins dying. Even if it success-
fully resists, it suffers 3d6 necrotic damage. Costs 5 vitality.
 Summon UndeadM: You perform a 1-minute ritual to 
summon 1 or more undead within 30 ft to serve you for 1 hour, 
after which they vanish. Their total levels cannot exceed your level. 
Sentient undead will seek to pervert instructions when possible in 
order to slay the living. Costs 10 vitality.
 Undeath To DeathM: You target 1 undead creature 
within 90 ft. If you beat its Will, it immediately crumbles to dust (if 
corporeal) or bits of ectoplasm (if incorporeal), gone forever. Even if 
its resists, it suffers 3d6 damage. Costs 5 vitality.
 Vampiric TouchM: An adjacent living creature suffers 1d6 
necrotic damage per 2 levels (max 10d6), or ½ damage when Reflex 
resists. Simultaneously, you gain temporary wound points for 5 min-
utes equal to the damage dealt. You can benefit from only 1 use of this 
ability at a time. Requires False Life, Grave Lore, and Vampiric Kiss.

Paragon Tier 
Necromancers select from the following paragon abilities .
 Circle of DeathM: This improves Slay Living to target all 
living creatures within 15 ft, excluding you. Costs 5 vitality per target.
 Create Incorporeal UndeadM: As Create Undead, 
but you can create incorporeal undead such as ghosts. Costs 10 vitality.
 Ghost FormM: This improves Ghost Step to last 5 minutes. 
Costs 10 vitality.
 Lich PhylacteryC: You use a masterwork item such as a 
gem or amulet to house your soul. Upon completing a ritual costing 
25,000 gp, you die and your soul enters the item. You can animate 
or leave your corpse from any distance as a swift action. If the corpse 
is slain, your soul is safe and can either repossess the corpse or form 
a fresh corpse of itself adjacent to the item after 13 days. While you 
inhabit your corpse, you gain the benefits of Undead Apotheosis, 
which you must already know to use this ability.
 Undead ApotheosisM: For 5 minutes, you gain nether-
sight, +5 DR, fast healing 5, and immunity to all ailments and aging. 
Also, necrotic damage heals your wound damage and normal cura-
tive magic causes you wound damage. Costs 25 vitality.
 WeirdM: This improves Phantasmal Killer to affect all living 
creatures within 30 ft. Costs 10 vitality.
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 Paladin
A paladin is a holy warrior and champion of divine justice. 

Background & Adventures
Paladins are stalwart defenders against evil and champions of all that 
is right and good. Born and trained for a holy cause, a paladin can 
commune with his deity, inspire courage in allies, debate theology, 
and cavort with nobility as easily as he can smite demons, cure the 
sick, and repel the undead.
 The wicked do not rest. Wherever evil plots mayhem or manipu-
lation, a paladin is armed and eager for confrontation. Paladins also 
quest to recover lost holy artifacts, kidnapped innocents, and crimi-
nals fleeing justice.
 Every paladin adheres to a code of conduct. The paladin must 
be honorable and law-abiding, pure of heart and gentle but firm of 
hand, and wary of evil yet open to redemption. Paladins tend to be 
chivalrous and oath-bound.
 A paladin is a blessing and challenge for other characters. He will 
never overlook murder or robbery in the name of “treasure hunting”. 
On the other hand, he may be willing to give his life in defense of his 
allies or for a cause.  

Class Details
Paladins have the following statistics.
————————————————————————
 Prime Attribute: Charisma.
 Attack: d20 + ½ class level + Charisma modifier.
 Defenses:  Fortitude +2, Will +2.
————————————————————————
 Armor: All armors and shields except tower shields.
 Weapons: The group that includes your deity’s weapon plus 
any other 3 weapon groups of your choice.
 Starting Gold: 6d4 x 10 (150 gp).
————————————————————————
 Alignment: Lawful good, lawful neutral or neutral good. 
 Special: You worship a lawful neutral or good deity and pray 
each day for 1 hour or lose access to class magic abilities for that day. 
If you deviate from the above alignments, you cannot advance until 
you gain Atonement from a cleric to return to good standing.
 Training: 1d6 years.
————————————————————————
 

Core Abilities
Paladins start with the following abilities at 1st level.
 Boost Morale: As a move action in combat, allies within 60 
ft who can see or hear you regain 1 vitality and enjoy a +1 bonus on 
all dice rolls until the start of your next turn. Costs 1 vitality.
 Detect EvilM: You learn whether fiends and/or undead are 
present within a 30-ft cone.
 Holy WeaponM: Whenever you attack with a melee 
weapon, apply a +1 bonus on attack rolls and +2 holy damage.

Basic Tier
Paladins select from the following basic abilities. 
 Celestial Lore: Apply a +5 bonus on Arcana, Bluff, History, 
Insight, and Perception checks when dealing with celestials or recall-
ing lore about celestials. Also, you speak Celestial.
 Courage: Apply a +5 bonus on saves to resist fear effects. 
Also, you are immune to the Bully and Torment abilities.
 Defensive Block: As an immediate action, you hamper 1 
adjacent foe who is physically moving. If you beat its Reflex, your foe 
cannot willingly move (or keep moving) that round though it may 
take other actions as normal.
 Detect AilmentM: You learn whether disease or poison is 
present on or within an adjacent object or creature. Costs 1 vitality.
 Etiquette: You are comfortable with aristocracy and enjoy a 
+5 bonus on Diplomacy and Nobility checks. 

 First Aid: Apply a +5 bonus on Heal checks, or +10 to stop 
bleeding.  Normally, a DC 15 Heal check stabilizes a bleeding character. 
 HeavensightM: You see in conditions of blinding illumina-
tion as easily as seeing in normal daylight. Heavensight is in full color.
 Holy BlastM: You project a 15-ft cone of luminous holy 
energy. The energy harms aberrations, undead, and fiends while 
leaving other creatures unscathed. The damage equals 1d6 per 2 
levels (max 5d6). Costs 1 vitality.
 Holy SmiteM: Whenever you successfully strike an evil-
aligned nonperson foe, apply +1 holy damage per level.
 Inviolate RestraintsM: An adjacent helpless foe up to 
size Large is bound in conjured masterwork iron bands at the wrists 
and legs. The restraints have DR 10 and 10 hit points. A DC 25 Athlet-
ics check or DC 25 Acrobatics check is needed to negate each band. 
The restraints last 4 hours + 1 hour per level or until dismissed by you. 
Costs 1 vitality.
 Lay on HandsM: Your touch heals an ally’s wound damage. 
The amount of wounds healed equals 1d8 + your level (max +5). A 
creature can benefit 3x daily if it is good, 2x daily if it is neutral, and 
once daily if it is evil. You must be nonevil to use this ability.
 Mounted Combat: Apply a +5 bonus on Handle Animal 
checks. Up to once per round while mounted you can negate an 
attack against you by using your mount as a block on a successful DC 
15 Handle Animal check. The mount takes no damage.
 Overrun: You push through a foe’s space as a swift action. If you 
beat its Fortitude, you can freely pass through its space while main-
taining your speed. If not, you stop adjacent to it and do not pass it.
 Radiant FistM: You knock prone 1 adjacent fiend or undead 
creature (no save) of your level or less. Costs 1 vitality.
 Religious Study: Boost Heal, Insight, and Religion checks 
by +3. You can read magic scrolls. 
 Repulse EvilM: As a move action, your next successful melee 
weapon attack that round against an evil-aligned foe also pushes back 
that foe a distance of 1d4 x 5 ft. If there is no space to move back, 
your foe falls prone instead. Costs 1 vitality.
 Respect: Boost Intimidate and Nobility checks by +5.
 Shield Training: You gain proficiency with tower shields. 
Also, shields that you use provide an additional +1 DR. 
 Steady Conscience: Whenever you are about to take an 
action that would change your alignment or otherwise imperil your 
good standing as a paladin, your conscience (the GM) lets you know.
 Taint Immunity: You are immune to the Taint ability.
 Unshakable Faith: No magical effect can alter your 
alignment or the alignment of a good adjacent ally.

Intermediate Tier
Paladins select from the following intermediate abilities.
 Ace: You suffer no attack penalty using Rapid Attack.
 Armor Specialization: Whatever armor you wear pro-
vides +2 DR above normal. The boost only works for you.
 Aura of Courage: You are immune to fear and allies within 
30 ft enjoy a +5 bonus on saves to resist fear. Requires Courage.
 Beauty: Boost your comeliness by +4.
 Blessed WeaponM: This improves Holy Weapon, such that 
you enjoy a +2 bonus on attack rolls and +5 holy damage.
 CensureM: As an immediate action, you target 1 evil person, fiend 
or undead foe within 30 ft that is activating a magic ability. If you beat its 
Will, you negate that use of its magic. Requires Detect Evil and a good 
alignment. Costs 1 vitality + the countered ability’s vitality cost, if any.
 Cleave: Up to once per round, when 1 of your melee attacks 
drops a foe (it falls unconscious or dies), you may immediately make 
1 more melee attack against any adjacent foe. This bonus attack deliv-
ers your weapon’s normal damage if you beat the target’s Fortitude, 
or Reflex for Light weapons.
 Cure AilmentM: You remove an ailment from yourself or a 
touched ally. Ailments include blindness, confusion, deafness, disease, 
exhaustion, fatigue, infertility, insanity, nausea, poison, and taint. This 
ability does not remove curses such as lycanthropy. Costs 2 vitality.
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batics and Athletics checks. Requires Mounted Combat.
 Defense Aura: This improves Defensive Maneuver Training 
such that adjacent allies also enjoy a +5 bonus on saves. 
 Defensive Bastion: This improves Defensive Block. You 
can hamper any or all adjacent foes at once. Costs 5 vitality.
 Holy ShieldM: As an immediate action, you use your shield 
to completely repel a single magic attack that includes you, such that 
it dissipates harmlessly. Requires Celestial Lore, Repulse Evil, and 
Shield Specialization. Costs 5 vitality.
 Holy SkinM: Your skin sparkles with silver, gold, and plati-
num heavenly light. You enjoy +2 DR, or +10 versus vile damage.
 Indomitable Spirit: Whenever you fail to resist using 
Will against an attack that has an ongoing effect, you have a 50% 
chance to end the effect as a standard action on your next turn.
 Inspiration: Once daily, after 1 minute of inspiring words 
and heart-felt prayer, you and up to 5 allies within 30 ft each recover 
3d4 vitality. Requires Pep Talk and Charisma 15+.
 Karmic RetortM: You designate a foe as a swift action. For 
5 minutes,whenever that foe strikes you, record the hit point damage 
dealt. The next time you strike that foe, deal damage as normal or the 
largest amount recorded, whichever is more. Costs 5 vitality.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Locate EvilM: You may learn the distance and direction to 
a specific fiend or undead creature, or the most powerful fiend or 
undead creature, within 500 ft (if present). Costs 5 vitality.
 Righteous Mien: Apply a +4 bonus on Diplomacy, Heal, 
Insight, Nobility, and Religion checks.
 Shield OtherM: When an adjacent ally suffers damage, you 
may choose as an immediate action to lessen its damage by 50% and 
transfer the same amount to yourself as if you were the target.
 SutureM: Once daily your touch heals all wound damage plus 
4d6 vitality.  You can suture yourself or an adjacent ally. Requires Halo.
 True Censure: This improves Censure to target any type of foe.

Paragon Tier
Paladins select from the following paragon abilities.
 CommuneM: After 1 hour of prayer, you receive a response 
(yes/no/maybe/irrelevant) from your deity regarding a number 
of questions up to your level. Questions must be 10 words or less. 
Costs 10 vitality.

 Divine WeaponM: This improves Blessed Weapon, 
such that you apply a +5 bonus on attack rolls and 

+10 holy damage.
   Holy AscensionM: You become 
angelic. For 5 minutes, you gain +5 DR, darkvi-
sion and heavensight, fast healing 5, immunity 
to disease and poison, and feathery wings that 
provide a fly speed of 30 ft. Costs 25 vitality.
 Mark of CompassionM: You 
target 1 creature within 30 ft that has performed 
an evil act in the last 7 days. A permanent sigil 
appears on its forehead indicating its act and 
thereafter it suffers exhaustion for 1 hour 
whenever it performs an evil act (no save). 
Atonement negates this ability. Costs 5 vitality.
     Mass SutureM: All allies within 30 
ft heal all wound damage. Requires  Suture. 
Costs 10 vitality.
 RedemptionM: This ability causes a 
person within 15 ft to slowly become good. 
Each day, it notices an opportunity to nurture 
a virtue for redemption and justice and must 
resist using Will or commit a good act. After 
it commits more good acts than it has levels, 
its alignment changes to good. You can use 
this ability once daily. Only Miracle or Wish 
negates the effects. Costs 10 vitality.

 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally.
 Defensive Maneuver Training: When a foe targets 
you with Disarm, Feint, Grapple, Sunder or Trip, apply a +5 bonus 
on your save to resist.
 Detect Lies: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
 Disease ImmunityM: You are immune to all diseases. 
Requires Lay on Hands.
 Goad Foe: One foe within 60 ft and line of sight must resist 
using Will or break off its current foes (if any) and move to attack you.
 Gods Lore: You enjoy a +10 bonus on Religion checks.
 Flame BladeM: As a swift action, your melee weapon sheds 
magical blue flames that inflict 1 fire wound damage in addition to 
other damage dealt until the start of your next turn. Costs 2 vitality.
 HaloM: You have a halo that sheds strong illumination in a 15-ft 
radius burst and weak illumination outward an additional 30-ft. You 
can hide or show the halo at will.
 Holy BlessingM: Boost Fortitude, Reflex, and Will saves by 
+2. Requires Aura of Courage, Celestial Lore, and good alignment.
 Holy CircleM: You evoke around you a stationary 5-ft-radius 
circle inscribed with angelic runes. Evil creatures cannot pass or 
break the circle’s perimeter as long as you concentrate as a standard 
action each round + an additional 1d4 rounds. Exiting the circle 
ends the effect. Costs 2 vitality.
 Mental Barrier: Apply a permanent +5 bonus to Will.
 Pep Talk: Once daily, after 1 minute of inspiring words, you 
and up to 5 allies within 30 ft each recover 1d4+1 vitality.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
 RebukeM: Your verbal rebuke stuns a nongood sentient foe 
within 30 ft for 1 round if you beat its Will. Costs 2 vitality.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Sense Evil: Apply a +2 bonus on initiative checks or +5 when 
starting combat with aberrations, fiends or undead.
 Shield Specialization: Your shield provides +2 DR 
above normal. The boost only works for you.
 Spirit BladeM: For 5 minutes, your melee weapon 
strikes incorporeal or invisible creatures without a miss 
chance. It only works in your hands. Costs 2 vitality.
 Stand TallM: You cannot be knocked 
prone.
 Undetectable AlignmentM: 
No natural or magical ability can detect your 
alignment. You always appear true neutral. 
Paladins use this ability to work undercover.

Advanced Tier
Paladins select from the following advanced 
abilities.
 Banishing StrikeM: You strike a 
fiend or undead creature with your melee 
weapon. If you beat its Fortitude, it dies and 
turns to dust. Otherwise, it suffers 3d6 holy 
damage. Costs 5 vitality.
 Blazing BladeM: This improves 
Flame Blade to inflict 1d4 fire wound damage. 
Costs 5 vitality.
 Celestial MountM: Whenever you 
ride a mount, it enjoys +5 DR, fast healing 5, 
darkvision, immunity to disease and poison, a 
+5 bonus on attack and damage rolls against 
evil foes, 10 Intelligence, Common and 
Celestial speech, and a +5 bonus on Acro-
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 Pathfinder
A pathfinder is a daring adventurer and educated scholar.

Background & Adventures
A pathfinder is the consummate adventurer, full of intellect, charm, 
thought, and action. He travels the world in search of lost artifacts 
and ancient lore whether they lie in dense jungles or perilous ruins.
 Armed with a thirst for adventure and a broad range of skills, path-
finders have a tool for every situation. With a sure weapon and musty 
map, they dive into unknown lands and ruins left untouched for eons.
 After deep study and training, a pathfinder sets out to pursue a 
thesis in a subject of his choosing. This quest may be to recover an 
item of renown, rediscover a temple or tomb lost to time, or simply 
chart a new land. Whether motivated by protecting precious arti-
facts for future generations (if good) or hoarding them for personal 
wealth and glory (if evil), a pathfinder revels in discovery.
 A pathfinder is a boon to any party. He is adept in many skills and 
holds a diverse knowledge of runes, lore, cultures, and dungeons. 
Rarely does a pathfinder fall out of his element, and when 
he does, he can stumble his way to victory with a trusty 
weapon in hand and a book at his side.

Class Details
Pathfinders have the following statistics.
———————————————˙
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level + 
Intelligence modifier.
 Defenses: Fortitude +2, Reflex +2.
———————————————
 Armor: All Light natural armors such as 
leather.
 Weapons: Proficient with firearms, 
crossbows, small projectiles, the whip and any 1 
weapon group of your choice.
 Starting Gold: 5d4 x 10 (125 gp).
————————————————
 Alignment: Any.
 Special: You pursue a thesis in a subject of 
your choice. Your research must include investi-
gation of an object, location or group such as an 
ancient artifact, lost city or exotic culture. Any time 
after finishing the thesis—when the GM agrees—you 
may fill an academic position, such that whenever you 
teach for 1 month (not adventuring), you earn 100 gp.
 Training: 3d6 years.
————————————————

Core Abilities
Pathfinders start with the following abilities at 1st level.
 Identify: Apply a +5 bonus on Appraise checks. Also, after 
expending 1 hour of study and 1 vitality, you determine all properties 
of an adjacent magic item within view. You don’t need to touch it.
 Pathfinder Training: You enjoy a +2 bonus on Dun-
geoneering, History, Literacy, Nature, and Survival checks.
 Trusty Weapon: Select 1 specific Light or Medium ranged 
weapon or the whip. When using this weapon, apply a +1 bonus to 
attack rolls and a +2 bonus on damage rolls.

Basic Tier
Pathfinders select from the following basic abilities:
 Aerial HelperM: You conjure a Tiny flying animal such as 
a hawk, owl or raven. It remains for 5 minutes. It can keep watch, 
scout, courier notes or entertain a crowd. It can’t attack. It has 2 
wound points, DR 1, a fly speed of 30 ft, and Perception, Stealth, and 
Trick modifiers of +10 + your level. Its vitality and saves equal your 
own. Costs 1 vitality.

 Bear’s Endurance: Apply a +5 bonus on Endurance 
checks. Also, you enjoy a +5 bonus to resist attacks that cause fatigue 
or exhaustion, and you can sleep in armor without experiencing 
fatigue the next day.
 Call Bluff: You are discerning and cunning. Apply a +5 bonus 
on Bluff and Insight checks.
 Delver: Boost Dungeoneering checks by +5, or by +10 in 
underground settings.
 Detect RunesM: When you concentrate as a standard action, 
you note the presence or absence of magic runes (including glyphs 
and sigils) within a 30-ft cone. When you concentrate on the same 
area a second round, you learn the runes’ exact positions and names.
 Diplomatic Scholar: You are culturally educated and 
tactful. Apply a +5 bonus on Diplomacy and History checks.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
 EraseM: You erase 1 rune (glyph or sigil) within 30 ft, or suppress 
it for 5 minutes on a creature. You must notice the rune. Costs 1 vitality.
 Feats of Prowess: You move with strength and grace. 
Apply a +5 bonus on Acrobatics and Athletics checks.
 Field Training: You are trained to survive in a variety of 
environments. Apply a +5 bonus on Streetwise and Survival checks.
 FlareM: You conjure a signal flare that you can either shoot 
upward 240 ft or at a foe within 60 ft. An aerial flare remains visible 
out to 10 miles for 1 minute. A combat flare causes 1d8 fire damage 
+ 1 point per level and blindness for 1 round if you beat the target’s 

Reflex. Costs 1 vitality.
   Focused Shot: Once daily as a move action apply a +10 
bonus to 1 ranged attack roll. Costs 2 vitality.
   Jury Rig: You are adept at makeshift repairs and improvisa-

tions on the go. Apply a +5 bonus on Mechanics and Pilot checks.
 LightM: You conjure light on an unattended object that you 

touch. The light produces strong illumination in a 15-ft radius burst 
and weak illumination outward an additional 30 ft. You can dismiss 
the light as a swift action. You can use this ability at will but you can 
maintain only 1 light at a time.
 Linguist: You are fluent in 3 languages of your choice.
 Naturalist: You are at home in the wilds. Apply a +5 bonus 
on Handle Animal and Nature checks.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Power Shot: As a swift action, apply a -2 penalty to your next 
ranged attack roll but add +5 damage to your damage if you hit.
 Rapid Reload: When your ranged weapon requires a stan-
dard action to reload, you may use a move action instead to reload it.
   ResistanceM: You or a touched ally gain a temporary rune and 

enjoy a +2 bonus on saves for 5 minutes. Costs 1 vitality.
   Romantic: You are dashing and charming. Apply a 
+5 bonus on Diplomacy checks, or a +10 in romantic 
situations.

           Trap Sense: You enjoy +5 bonus on Reflex to resist 
attacks made by traps.
 Trapfinding: Boost Perception checks by +5, or by +10 to 
notice traps.
 Tricky: You are coordinated of body and deft of hand. Boost 
Trick checks by +5, or by +10 once daily.
 Wheedle Magic: Apply a +5 bonus on Arcana checks, or 
+10 when trying to activate an unfamiliar magic item.

Intermediate Tier
Pathfinders select from the following intermediate abilities:
 Academic: You’ve acquired a broad range of knowledge. Apply 
a +3 bonus on Arcana, History, Nature, Nobility, and Religion checks.
 Advantageous Shot: Once daily as a swift action, the 
next target within 30 ft that you hit with your ranged weapon that 
same round suffers +15 damage. Costs 2 vitality.
 Detect LoreM: When you concentrate as a standard action, 
you note the presence or absence of written media (books and such 
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but not a magic glyph or magic symbol) within a 30-ft cone. When 
you concentrate on the same area for a second round, you learn in 
which spaces the lore is located and which one is the oldest.
 Favored Weapon: This improves Trusty Weapon, such 
that you enjoy a +2 bonus on attack rolls and +5 damage.
 Fearless: You ignore fear effects. You cannot be shaken, fright-
ened or panicked.
 Glyph of WardingM: You conjure a glyph over a door-
way or similar portal. Any creature that moves through the portal 
and does not utter a password (selected by you when conjuring the 
glyph) suffers 1d6 fire damage per 2 levels. The glyph lasts 24 hour 
or until activated or dispelled by you. Noticing the glyph is a DC 30 
Perception check. You can maintain 1 glyph at a time. Costs 2 vitality.
 Improved Initiative: You react quickly to attacks. Apply 
a +5 bonus on initiative checks or +2 when over-loaded.
 Improved Rapid Shot: This improves Rapid Shot such 
that you suffer no penalty on your attack rolls when using that ability.
 Locate ObjectM: You learn the distance and direction to 
locate a specific familiar object or type of object within 500 ft of you 
(if such object is present). Costs 2 vitality.
 Lucky: As a move action, apply a +1d6 bonus to your next d20 
roll. Requires Pathfinder Training. Costs 2 vitality.
 Minor SymbolM: You scribe for 10 minutes a potent rune 
upon a surface. The rune is permanent until it activates when a crea-
ture looks at it, touches it, passes over it, or passes through a portal 
bearing it. Once activated, the rune glows and creatures within 30 ft 
that fail to resist using Will suffer either fatigue, fear, nausea or sleep 
for 5 minutes (your choice). You can maintain up to 5 runes at once. 
Inscribing the rune costs 2 vitality.
 Pistol Whip: You are able to use your firearm as a small 
club to inflict 1d4 damage (Light weapon), 1d6 damage (Medium 
weapon) or 1d8 damage (Heavy weapon). Moreover, a struck foe 
must resist using Fortitude or be knocked prone.
 Point the WayM: Once daily, you learn the direction and 
distance to travel with the most speed and safety to a stated destina-
tion. The destination may be specific or general. Costs 5 vitality.
 Precise Shot: You shoot or throw ranged weapons at a target 
engaged in melee without taking the standard –5 penalty on your 
attack roll. Requires Trusty Weapon.
 Rapid Shot: Instead of a single attack, you may make 2 
ranged attacks with the same weapon in rapid succession as a stan-
dard action, each attack with a -2 penalty to your attack roll. You may 
aim at the same target or 2 different targets.
 ScanM: You can read up to 250 words (a page) per round and can 
read a written work without activating any magic contained within it.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Bear’s Endurance.
 Snatch: You target an item held or worn by an adjacent foe. If 
you beat its Reflex, you take the item for yourself.  You must have 
at least 1 free hand and the object must weigh 5 pounds or less (or 
3 pounds if you are Small or Tiny, or 10 pounds if you are Large or 
Huge). If the target holds the item in 2 or more hands or wears it 
(such as around its wrist, neck or waist) then apply a -5 penalty to 
your attack.
 Spelunker: You thrive in underground environments. Apply a 
+3 bonus on Athletics, Dungeoneering, Mechanics, Perception, and 
Survival checks.
 Tumbling Fall: You ignore the first 10 ft of damage due to 
falling if you are conscious and within 5 ft of a vertical surface such 
as a wall or curtain.
 Wounding Shot: When you successfully hit a foe using a 
ranged weapon, apply +1d4 wound damage in addition to any other 
damage dealt. You can apply such damage up to once per round. 
Costs 2 vitality.

Advanced Tier
Pathfinders select from the following advanced abilities:
 Brilliant Move: Once daily as a swift action you gain a 
bonus standard action or 2 bonus move actions to use as you wish.

 Daring Shot: Once daily you may make a ranged weapon 
attack as an immediate action. Costs 5 vitality.
 Evasion: You can avoid attacks with great agility. When you 
successfully resist an attack using Reflex, you take no damage from 
it as you dodge out of the way, even if you would normally suffer a 
partial effect. You still take full damage when you fail to resist. You do 
not gain this benefit when you are helpless or wearing Heavy armor.
 Follow the Path: This improves Point the Way, such that 
you can use it 3x daily.
 Heirloom Weapon: This improves Favored Weapon, such 
that you enjoy a +3 bonus on attack rolls and +10 damage, and you 
automatically resist Disarm attacks.
 Ignore Damage: Once daily you may completely ignore all 
damage from any 1 attack as an immediate action by causing some-
thing odd or absurd to deflect the attack.
 Locate CreatureM: You concentrate for 1 minute to locate a 
specific familiar creature or type of creature within 500 ft. If the crea-
ture is present, you learn its distance and direction. Costs 5 vitality.
 Loyal Mount: You gain a mount (warhorse, griffon, etc) as 
a permanent companion with a level up to 2 less than your own. If 
you lose the mount, you can replace it after 1 month. Whenever you 
gain or lose a level, it gains or loses a level as well.
 Lucky Emblem: Select 1 personal item such as a hat or amu-
let. When wearing this item, you enjoy a +1 bonus on d20 rolls.
 Master Pathfinder: You enjoy a +4 bonus on Dun-
geoneering, History, Literacy, Nature, and Survival checks.
 Monster LoreM: You share useful knowledge of monsters 
as a standard action. You and allies within 30 ft who hear you enjoy a 
+1 bonus on attacks and +5 damage for 5 minutes against 1 specific 
species of creature (orc, medusa, etc) within 60 ft and line of sight. 
Costs 5 vitality.
 Shot on the Run: When attacking with a ranged weapon, 
you can move both before and after the attack, provided that your 
total distance moved is not greater than your speed.
 Skill Mastery: You can reliably use certain skills under 
adverse conditions. When you first take this ability, select 5 skills. 
When making a check from among these skills, you may take 10 even if 
distractions would normally prevent you from doing so. You may take 
this ability more than once, each time selecting 5 additional skills.
 Sundering Shot: You target a foe’s weapon with your 
ranged weapon. If you beat your foe’s Reflex, and your damage 
exceeds the targeted weapon’s weight in pounds, it breaks. Your foe 
suffers no harm. Metal parts are DR 10 and wooden parts are DR 5. 
Magic weapons enjoy +5 DR per tier.
 SymbolM: This improves Minor Symbol, such that affected tar-
gets are either confused, exhausted or frightened (page 228) for 5 
minutes (your choice). Costs 5 vitality.

Paragon Tier
Pathfinders select from the following paragon abilities:
 Ignore Death: Once daily as an immediate action you 
ignore a single attack or harmful consequence by causing something 
odd or absurd to deflect the attack. Requires Ignore Damage.
 Legendary Weapon: This improves Heirloom Weapon, 
such that you enjoy a +5 bonus on attack rolls and +15 damage, and 
you also automatically resist Sunder attacks.
 Major SymbolM: This improves Symbol. Affected targets 
are stunned, panicked or reduced to -1 wounds and begin dying 
(your choice). Costs 10 vitality.
 Sealing ShotM: After 10 minutes of work, you inscribe an 
intricate rune on a ranged weapon of your choice. Any time later you 
may expend the rune as a swift action such that your next successful 
ranged attack paralyzes the target for 1d4 rounds.  You are limited to 
3 scribed weapons at a time. Costs 10 vitality during preparation.
 Word of RecallM: You and up to 8 adjacent allies instantly 
return to your home base or other location marked earlier by you 
with a special rune. The home base may be on another realm or 
world. You can only have 1 rune like this at a time. Costs 10 vitality.
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 Psion
A psion is telepath, kineticist, and extradimensional traveler. 

Background & Adventures
Through inward-looking asceticism and dreamwalks with aberrant 
beings, a psion gains deep insight into the counter-intuitive nature 
of the multiverse. His magic includes extrasensory, telepathic, and 
telekinetic powers.
 Psions often hold odd beliefs and “see” goals that elude others. 
Some quest for a mentor while others search for rare crystals that 
heighten their magic.
 Not all psions realize the origin of their powers. Lurking between 
cracks in the multiverse and dwelling in far realms outside of space 
and time are gibbering beings of mindbending perception and ter-
rible power. Their insanity is the result and origin of psionic power.
 Psions can force-punch, mentally dominate, and hassle foes from 
a distance. They can also shield allies from mental 
assaults and link everyone to work in greater har-
mony. 

Class Details
Psions have the following statistics.
——————————————
 Prime Attribute: Wisdom. 
 Attack: d20 + ½ class level + 
Wisdom modifier.
 Defenses:  Will +2.
——————————————
 Armor: None. 
 Weapons: All light blades plus the 
longsword and quarterstaff.
 Starting Gold: 3d4 x 10 (75 gp).
———————————————
 Alignment: Any.
 Special: You must hold a crystal focus 
when using your magic abilities or suffer a -2 
penalty to your attack rolls.
 Training: 3d4 years.
———————————————

Core Abilities
Psions start with the following abilities at 1st 
level.
 MindlinkM: You form a telepathic 
bond for 5 minutes with a sentient ally within 
30 ft. Communicating is as natural and quick 
as normal speech. Once the bond is formed, it 
works over any distance. You can maintain only 1 bond at a time.
 Mind ThrustM: One sentient foe within 30 ft suffers 1d6 psy-
chic damage per 2 levels (max 5d6), or ½ damage if Will resists. Costs 
1 vitality.
 Psychic Training: Boost Bluff, Endurance, and Insight 
checks by +2. Also, apply a +2 bonus on Will to resist magic abilities.

Basic Tier
Psions select from the following basic abilities.
 Aberrant Lore: Apply a +5 bonus on Arcana, Bluff, His-
tory, Insight, and Perception checks when dealing with an aberration 
or recalling lore about aberrations. Also, you speak Aquan.
 Aberrant SignM:  Apply a +1 bonus on attack rolls when 
you use your class magic abilities and show an aberrant feature such as 
shifting tattooed skin, animate third eye, halo of swirling phlogiston, 
villi-coated skin, crystalline eyes, or wriggling chin tentacle. 
 Acuity: Once daily, boost an Insight or Perception check by +10.
 Cat FallM: As an immediate action, subtract 30 ft from the 
distance fallen when computing falling damage. Costs 1 vitality.
 Detect AberrationsM: You learn whether aberrations or 

other psions are present within a 30-ft cone. Requires Mindlink.
 Ego WhipM: Your rapid mental lashings assault a foe’s ego. One 
targeted creature within 30 ft suffers a -5 penalty on all Charisma-
based checks for 5 minutes. If you beat its Will, it is also dazed for 1 
round. Costs 1 vitality.
 Embedded CrystalM: Your crystal implement bcomes per-
manently embedded within your body and always counts as held.
 Empathic TouchM: With a subtle touch, you forfeit up to 
5 vitality so that an adjacent ally may gain the same amount of vital-
ity. You can transfer only once daily to each particular ally.
 Facile: Once daily, boost a Bluff or Diplomacy check by +10.
 Force BladeM: You conjure a luminous blade that functions in 
all ways as a real longsword and also delivers +2 psychic damage. It 
vanishes if it leaves your hands. Costs 1 vitality to conjure the blade.
 Force PushM: One target up to size Large within 30 ft is 
pushed back 1d4 x 5 ft, or 5 ft if Fortitude resists. If there is no room 
to move back, it is knocked prone instead. Costs 1 vitality.
 Locate AberrationM: Once weekly, you learn the distance 
and direction to the most powerful aberration within 2 miles of you.
 Mage ArmorM: A shimmering field grants you +4 DR for 1 
hour. Mage Armor does not stack with real worn armor or Bone Armor. 

Costs 1 vitality.
   Mage HandM: You telekinesis a single unattended 
object weighing up to 5 pounds and within 30 ft. You can tele-
kinesis the object up to 10 ft.
    Mental Focus: As a swift action, apply a +1d6 
bonus to 1 skill check. Costs 1 vitality.

 Physics: Once daily, boost an Acrobatics or Athletics 
check by +10.

 Psychic Surge: Once daily as a move action you regain 1d6 
vitality that you must expend within 1 round or you lose the points.
 RepletionM: By expending 1 vitality point, you do not need 
to eat or drink for 24 hours.
 Sense LinkM: You establish a perceptual bond with a touched or 
mindlinked ally for 5 minutes. Each round, you see and hear through 
the ally’s eyes and ears as if you were in his place. You are defenseless 
while using this ability. Once the bond forms, it persists out to any 
distance. You can end the bond as a swift action and can only maintain 
1 bond at a time. Costs 1 vitality.
 Speed BurstM: Boost your speed by +10 ft for 1 hour. Costs 
1 vitality.

Intermediate Tier
Psions select from the following intermediate abilities. 
 Body PurificationM: You remove 1 ailment from 
yourself or a touched ally. Ailments include confusion, disease, 
exhaustion, fatigue, insanity, nausea, and poison. This ability does 

not remove taint or curses such as lycanthropy. Costs 2 vitality.  
 ChitinM: For 5 minutes, your skin hardens like an exoskeleton 
and grants you +2 DR. This stacks with armor and other abilities. 
Costs 2 vitality.
 Clairaudience/ClairvoyanceM: After 1 minute of 
preparation, you can see or hear (but not both) events in a 10 ft radius 
around a specific point up to 500 ft away. You do not need to have line 
of sight. The effect lasts 5 minutes. Costs 2 vitality.
 Danger Sense: When you make an initiative check, roll 2x 
and take the higher of the 2 rolls.
 Detect ThoughtsM: You note the presence or absence 
of thoughts (from conscious, sentient creatures) within a 60-ft cone. 
After concentrating for a second round, you learn the number of think-
ing minds and the Intelligence of each. After concentrating for a third 
round, you “hear” the current surface thoughts of 1 creature of your 
choice within range for 2 minutes if you beat its Will. Costs 2 vitality.
 Dimension StepM: You vanish and reappear up to 30 ft away in 
an open space of your choice within line of sight. After you arrive, you are 
dazed for the rest of your turn. You can take gear or an ally weighing up to 
250 pounds. Costs 2 vitality.
 Force PunchM: A foe within 60 ft suffers 1d6 force damage 
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per 2 levels and falls back 10 ft, or suffers ½ damage and falls back 
only 5-ft if Fortitude resists. Requires Force Push. Costs 2 vitality.
 Forced Sense LinkM: This improves Sense Link, such that 
you may link to an unwilling target within 30 ft. The link only lasts 1 
minute if its Will resists. Costs 2 vitality.
 GlossolaliaM: Your awful gibbering distracts thinking crea-
tures. Creatures within 60 ft suffer a -5 penalty on skill checks, and 
if you beat their Fortitude, they are stunned for 1 round (if they have 
Intelligence 20+), dazed for 1 round (if they have Intelligence 10 to 19) 
or shaken for 1 round (if they have Intelligence 3 to 9). Costs 2 vitality.
 Hide MindM: No magic ability detects you have magic abilities.
 Id InsinuationM: A sentient foe within 30 ft is stunned for 
1d4 rounds. Will resists. Costs 2 vitality. 
 Lasting Link: This improves Mindlink, Sense Link, and 
Dynamic Link to last 4 hours + 1 hour per level. Costs 5 vitality.
 LevitateM: When you concentrate as a standard action, you 
mentally move 1 target weighing up to 250 pounds a distance of 30 
ft up or down. You can move yourself, a willing creature, or an unat-
tended object out to a distance of 60 ft. Costs 2 vitality.
 Mental Barrier: Permanently boost your Will by +5.
 Multiple linksM: This improves Mindlink and Sense Link such 
that you can maintain a number of bonds at once equal to your level. 
 Power TransferM: This improves Empathic Touch to move 
up to 10 vitality between any 2 adjacent allies. Costs 2 vitality.
 Psi-Blade: Your Force Blade now inflicts +3d4 psychic damage.
 Tap Hidden PotentialM: Once daily you focus as a move 
action and select any 1 ability of your race or 1 psion magic ability 
of a tier you can access except paragon tier. You can and must immedi-
ately use the ability or you lose it. You must be a psion to use this ability.
 Time HopM: You vanish and move to a time period up to 1 
round per level in the future, as decided when you hop. You arrive in 
the nearest open space as if no time has passed for you. Costs 2 vitality. 

Advanced Tier
Psions select from the following advanced abilities.  
 Aberrant Mind: Apply a +4 bonus on Arcana, Bluff, 
Endurance, Insight, and Perception checks.
 AbductM: Waves of force emanate from your outstretched 
hand to draw in a foe. One Large or smaller creature within 120 ft 
must resist using Will or teleport into a space of your choice adjacent 
to you. Costs 5 vitality.
 Clairtangent HandM: While using the Far Sight ability, 
you can use Mage Hand to manipulate objects that you view. Costs 1 
vitality each round you use this ability. 
 Dimension DoorM: This improves Dimension Step, such 
that you can move to any unoccupied space up to 500 ft away, even if 
unseen, and may take 1 adjacent Large or smaller creature or object 
with you. If the destination is occupied, you suffer 1d6 wound damage 
and appear in the nearest open space. Costs 5 vitality.
 Dominate PersonM: You can utterly subjugate the mind of 
1 person within 60 ft for 5 minutes, such that he obeys you even to his 
own death. You must beat his Will to dominate him. Costs 5 vitality.
 Dynamic Link: This improves Sense Link such that you can 
activate an ability through your linked ally as if you were located 
where he is. Abilities that would affect you can target him instead. 
Costs 5 vitality.
  Far SightM: You remotely view a person. Select a specific 
person and attempt an Insight check. The DC equals 5 for a familiar 
person, 10 for someone you’ve met once, 20 for a described person, 
and 30 for a person known in name only. If you succeed, you see and 
hear the person for 5 minutes as if you were actually there beside the 
person. Costs 10 vitality.
 FeeblemindM: One sentient foe within 60 ft must resist using 
Will or suffer a lasting mental breakdown. It loses access to known 
abilities, fails to speak coherently, and suffers a -10 penalty on checks 
based on mental attributes. Using this ability “in reverse” or using Heal 
ends the effect. Costs 5 vitality.
 Force StormM: This improves Levitate to let you manipulate 

up to 1 creature or object at once per level, move unwilling creatures 
that fail to resist using Will, and hurtle affected targets as a standard 
action to make ranged attacks against foes. Objects generally inflict 
1d6 damage per 25 pounds of weight or 10 ft thrown. Costs 5 vitality.
 Force WaveM: This improves Force Punch to let you target 1 
foe per 2 levels within a 30-ft-radius around you. Costs 5 vitality.
 Modify MemoryM: An adjacent sentient person forgets 
events of the past 5 minutes and “recalls” memories planted by you. If 
his Will resists, he is dazed for 1 round instead. The effect lasts 5 min-
utes, or is permanent if you beat his Will a second time. Costs 5 vitality.
 Psionic BlastM: Sentient creatures within a 30-ft cone are 
stunned 1d4 rounds. Will resists. Requires Id Insinuation. Costs 5 
vitality.
  Psychic Focus: Once daily as a move action, you gain 4d6 
vitality points that you must use before the end of your next turn or 
lose them.
 RewindM: Once daily as an immediate action, you ignore 1 
attack against you or redo your most recent turn as if you are step-
ping back in time to redo it. Requires Time Hop. Costs 5 vitality.
 Self-HealingM: Once daily you heal all wound damage. You 
may activate the ability even if you are unconscious but alive.
 Split MindM: As a swift action, you split your mind into 2 
parts for 1 round. During this time, you can use 2 magic psion abili-
ties as a single standard action and ignore attacks that allow you to 
resist using Will. Costs 5 vitality.
 Telepathic BondM: This improves Multiple Mindlinks, 
such that linked allies may communicate with each other.
 TelepathyM: You wordlessly hear and speak with 1, some or 
all sentient beings within 120 ft. Communicating is as natural and 
quick as normal speech but requires no shared language. Affected 
creatures cannot so communicate with each other. Requires Detect 
Thoughts. Costs 1 vitality per round. 
 Time FilchM: This improves Time Hop. You may either move 
yourself, an adjacent target, or both you and an adjacent target. 
Costs 5 vitality.
 Tower of Iron WillM: As an immediate action, you and 
allies within 15 ft enjoy a +5 bonus on Will until the start of your 
next turn. Requires Mental Barrier. Costs 5 vitality.

Paragon Tier
Psions select from the following paragon abilities. 
 BilocationM: For 5 minutes, you have an ectoplasmic dupli-
cate of yourself in another location up to 500 ft away that you have 
visited at least once before. You control the actions of both you and the 
duplicate, for you two are the same. Any harm or benefit that occurs 
to either of you occurs to both of you, and abilities used by either are 
counted as having been used by the other. When the effect ends, you are 
exhausted. You are limited to 1 duplicate at a time. Costs 25 vitality.
 Dimension TravelM: This improves Dimension Door, 
such that you move up to 10 miles per level and always arrive in the 
nearest open space without harm. Costs 10 vitality.
 Dominate MonsterM: This improves Dominate Person 
to let you target any kind of sentient creature. Costs 10 vitality.
 Fate of One: As an immediate action, you redo a single d20 
roll. Use the result even if it is worse than the original. Costs 10 vitality.
 Lasting DominionM: This improves Dominate Person 
such that the effect lasts 24 hours. Costs 10 vitality.
 MindbarM: As an immediate action, you ignore 1 attack that 
allows you to resist using Will. Costs 5 vitality.
 Probe ThoughtsM: You focus on a willing or helpless sen-
tient target for 2 minutes. You gain access to all its memories and 
knowledge. You can learn the answer to 1 question per round, to the 
best of the subject’s knowledge. Each round, the subject may resist 
using Will to block the effect that round but suffer 1 wound damage. 
You pose questions and learn answers telepathically without need 
for a shared language. Less intelligent creatures may yield only visual 
images. Requires Detect Thoughts. Costs 10 vitality. 
 Telekinesis: This improves Levitate to move up to 1 ton per level.
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 Ranger
A ranger is a tracker, hunter, archer, scout, and trapmaker.

Background & Adventures
Woe to anyone with a ranger on his tail. Rangers are adept with bows 
and other ranged weapons and can snipe, shoot long distances, and 
release multiple arrows in rapid succession. A single arrow can daze, 
stun or even kill. 
 Rangers tend to patrol a specific area, whether to protect a sacred 
grove or a kingdom’s perimeter. Rangers also scout, raid, and per-
form assassinations in enemy lands. Those without a solid cause 
often become bounty hunters or professional wilderness guides and 
adventurers.
 Every ranger has a favored enemy or three. The enemy might be 
giants, dragons or people. A particularly nasty foe might motivate a 
ranger’s adventures. Or, the ranger might strive to defeat all his foes.
 When tracking with a group, a ranger does best to cock his bow 
and either scout ahead or hang back on the sidelines ready to unleash 
arrows against any trouble. A smart ranger unleashes his arrows 
before allies engage the enemy, to ensure he enjoys a clear shot.

Class Details
Rangers have the following statistics.
————————————————————————
 Prime Attribute: Dexterity.
 Attack: d20 + ½ class level + Dexterity modifier.
 Defenses: Fortitude +2, Reflex +2.
————————————————————————
 Armor: All Light natural armors such as leather, and the buck-
ler shield. 
 Weapons: All weapon groups.
 Starting Gold: 6d4 x 10 (150 gp).
————————————————————————
 Alignment: Any.
 Special: Rangers are loners or roam in small bands because 
their goals require stealth. No more than 3 rangers may travel 
together for more than a day except in extraordinary circumstances.
 Training: 1d6 years.
————————————————————————

Core Abilities
Rangers start with the following abilities at 1st level.
 Favored Enemy: Select 1 type of creature such as dragon 
or magical beast. If you select the person type, select a specific race 
such as elf or goblin. You enjoy a +2 bonus on Bluff, Insight, Percep-
tion, and Survival checks when using these skills against creatures of 
the selected type or race. Likewise, you enjoy a +2 bonus on weapon 
attack and damage rolls against such creatures.
 Point Blank Shot: Apply a +1 bonus on attack rolls and 
+2 damage with ranged weapons at ranges of up to 30 ft.
 Wilderness Lore: You enjoy a +5 bonus on Nature and 
Survival checks. The Survival skill allows you to track foes, among 
other options.

Basic Tier
Rangers select from the following basic abilities.
 Action Ready: Boost Athletics and Perception checks by +5.
 Aerial Empathy: Apply a bonus on +5 Handle Animal 
checks, or +10 when riding or otherwise dealing with creatures that 
can normally fly such as bats, dragons, and griffons.
 Aerial HelperM: You conjure a Tiny flying animal such as 
a hawk, owl or raven. It appears adjacent to you and remains for 
5 minutes. It can keep watch, scout, courier notes or entertain a 
crowd. It can’t attack. It has 2 wound points, DR 1, a fly speed of 30 
ft, and Perception, Stealth and Trick modifiers of +10 + your level. 
Its saves and vitality equal your own. Costs 1 vitality.
 Bear’s Endurance: Apply a +5 bonus on Endurance 

checks. Also, you enjoy a +5 bonus to resist abilities that cause 
fatigue or exhaustion, and you can sleep in armor without experi-
encing fatigue the next day.
 Bonus Enemy:  You take Favored Enemy again. Select the 
same creature type (benefits stack) or select a different creature type.
 Deadly Shot: Once daily as a swift action, the next target 
within 30 ft that you hit that round with your ranged weapon suffers 
+15 damage. Costs 5 vitality.
 Delver: Boost Dungeoneering checks by +5, or by +10 in 
underground settings.
 Dodge: As an immediate action, you declare that you ignore 1 
melee weapon attack before you know whether it hits you. Requires 
Dexterity 15+ and works only in Light or no armor. Costs 2 vitality.
 Endure ElementsM: You ignore effects of extreme tem-
perature. You can exist comfortably in conditions between -40º and 
140º F without harm. Your gear is also protected. This ability is con-
tinuously in effect even when you are unconscious.
 Feral Senses: You gain low-light vision. Also, apply a +5 bonus 
on Perception checks.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to stop 
bleeding.  Normally, a DC 15 Heal check stabilizes a bleeding character. 
  Focused Shot: Once daily as a move action apply a +10 
bonus to 1 ranged attack roll. Costs 2 vitality.
 Hide From AnimalsM: You or a touched ally does not reg-
ister to the senses of normal animals for 5 minutes. Costs 1 vitality.
  Longstrider: Boost your speed by +10 ft for 1 hour. Costs 1 
vitality.
  Outdoor Athlete: Boost Athletics and Survival checks by +5.
 Power Shot: As a swift action, apply a -2 penalty to your 
next ranged attack roll but add +5 damage to your damage if you hit.
 Rapid Reload: When your ranged weapon requires a stan-
dard action to reload, you may use a move action instead to reload it.
 Rapid Shot: Instead of a single attack, you may make 2 ranged 
attacks with the same weapon in rapid succession as a standard action, 
each attack with a -2 penalty to your attack roll. You may aim at the 
same target or 2 different targets. Cannot be used with firearms.
 Trapfinding: Boost Perception checks by +5, or by +10 to 
notice traps.
 Track: Boost Survival checks by +5, or by +10 when tracking 
in natural environments.
 Trackless Step: You leave no trail in natural surroundings 
and cannot be tracked. You may choose to leave a trail.
 Trapmaker: Boost Mechanics checks by +5, or by +10 to 
craft traps.
 Two-Weapon Fighting: When armed with 2 Light 
melee weapons, or 1 Medium weapon and 1 Light weapon, you may 
make 2 melee attacks as a standard action, each with a -2 penalty to 
your attack roll. If you have the Sneak Attack ability, you can apply it 
to both weapons. Requires Strength 15+.
 Wildstep: Boost Nature and Stealth checks by +5.
 Woodland Stride: You may move through any sort of nat-
ural undergrowth (such as natural thorns, briars, overgrown areas, 
and similar terrain) at your normal speed and without taking damage 
or suffering any other impairment. Undergrowth that is enchanted 
or magically manipulated to impede motion still affects you.
 Woodsman: Apply a +5 bonus on Handle Animal and Sur-
vival checks.

Intermediate Tier
Rangers select from the following intermediate abilities.
 Bow Focus: This improves Point Blank Shot, such that you 
apply a +2 bonus on attack rolls and +5 damage. 
 Camouflage: Apply a +5 bonus on Stealth checks, or +10 
when you remain motionless in an outdoor area. The area must 
afford places to hide, as normal, and you do not benefit when a crea-
ture already notices you.
 Dazing Shot: If you study a target for 3 rounds and then 
make a single ranged attack against it, the target must resist using 
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Fortitude or be dazed for 1d4 rounds in addition to any damage dealt. 
A dazed creature cannot take actions but it can defend itself normally.
 Delay AilmentM: For you or a touched creature, you tem-
porarily halt the progress of poison for 1 hour or disease for 1 day. 
Costs 2 vitality.
 Far Shot: When you use a projectile weapon such as a bow, its 
range increment increases by 50% (multiply by 1½). When you use 
a thrown weapon, its range increment is doubled.
 Fleet of Foot: Boost your land speed by +10 ft.
 Improved Initiative: You react quickly to attack. Apply a 
+5 bonus on initiative checks or +2 when over-loaded.
 Magic ArrowsM: As a swift action you cause arrows or 
bolts to magically appear ready to fire in your bow. The arrows or 
bolts inflict +2 damage and count as magic weapons. This ability also 
negates the move action needed to load your bow. Costs 2 vitality.
 Precise Shot: You shoot or throw ranged weapons at a target 
engaged in melee without taking the standard –5 penalty on your 
attack roll. Requires Point Blank Shot.
 Prey SenseM: Indicate a specific creature you have encoun-
tered in the past 5 minutes. If you beat that creature’s Will, you learn 
which direction to travel to find it. Costs 2 vitality.
 Quick Trap: You can make single-use nonmagical traps such 
as deadfalls after 2 minutes of work. The trap activates when a crea-
ture steps into a designated 5-ft space. The trap has Perception and 
Mechanics DCs of 15. When triggered, the trap dazes the creature for 
1 round (no save). Adjacent creatures must resist using Reflex or also 
be dazed for 1 round. The trap does not reset itself.  The cost is free if 
it can be used only once, or 25 gp if it is built for reuse.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Bear’s Endurance.
 Sky Rider: Up to once per round while on an aerial mount you 
can negate an attack against you by using the mount as a block on a 
successful DC 15 Handle Animal check.  The mount takes no damage.
 Speak With AnimalsM: For 5 minutes, you can ask ques-
tions and receive answers from animals. They are not necessarily 
cooperative or knowledgeable. The animal performs a small favor on 
successful DC 15 Handle Animal check. Costs 1 vitality.
 Spelunker: Apply a +3 bonus on Athletics, Dungeoneering, 
Mechanics, Perception, and Survival checks.
 Sundering Shot: You target a foe’s weapon with your 
ranged weapon. If you beat your foe’s Reflex, and your 
damage exceeds the targeted weapon’s weight in pounds, 
it breaks. Your foe suffers no harm. Metal parts are DR 10 
and wooden parts are DR 5. Magic weapons enjoy +5 DR 
per tier (page 191). Requires Precise Shot.
 Two-Weapon Ace: This improves Two-Weapon 
Fighting such that you suffer no penalty on attack rolls.
 Wounding Shot: When you successfully 
hit a foe using a ranged weapon, apply +1d4 wound 
damage in addition to any other damage dealt. You 
can apply such damage up to once per round. 
Costs 2 vitality.

Advanced Tier
Rangers select from the following 
advanced abilities.
 Bow Specialization: This ability 
improves Bow Focus, such that you apply a +3 
bonus on attack rolls and +10 damage.
 Enchanted BowM: When you make 
a ranged attack, you may augment the attack 
with 1 of the following effects, as selected 
by you for each attack. Options: 1) Apply 
+5 energy damage (acid, cold, electricity 
or fire), 2) Double the weapon’s range 
increment, or 3) Ignore a single miss 
chance due to Blur, Displacement or 
concealment. Costs 5 vitality.

 Evasion: You can avoid attacks with great agility. When you 
successfully resist an attack using Reflex, you take no damage from 
it as you dodge out of the way, even if you would normally suffer a 
partial effect. You still take full damage when you fail to resist. You do 
not gain this benefit when you are helpless or wearing Heavy armor. 
 Fey Lover: You gain a fey creature such as a dryad or satyr as a 
permanent ally who does not travel with you but provides you with 
free aid such as food, healing, and shelter whenever you visit the fey’s 
homebase. If you lose the fey lover, you can select a replacement 
after 1 month.
 Greater Trap: This improves Quick Trap, such that targets 
are dazed 1d4+1 rounds, stunned for 1 round or suffer 2d4 wound 
damage (your choice).
 Hidden Shot: When hidden, you can make a single ranged 
attack against a foe and return to being hidden as a move action on 
a successful DC 15 Stealth check. Normally, attacking automatically 
reveals one’s location. 
 InvisibilityM: You or a touched ally turn invisible for 5 minutes 
or until the subject attacks, whichever comes first. Invisibility boosts 
Stealth checks by +10 and refuses line of sight. Costs 2 vitality.
 Loyal Mount: You gain a mount (warhorse, griffon, etc) as 
a permanent companion with a level up to 2 less than your own. If 
you lose the mount, you can replace it after 1 month. Each time you 
gain or lose a level, it gains or loses a level as well.
 Magic TrapM: This improves Quick Trap and Greater Trap, 
such that the trap is magical, only requires a standard action to setup, 
and has Mechanics and Perception DCs of 25. Costs 5 vitality.
 Nature’s Senses: Boost Nature and Perception checks by 
+10. Requires Feral Senses.
 NondetectionM: For 1 hour you cannot be targeted by the 
following abilities: Detect Alignment, Detect Magic, Detect Magic 
User, Detect Thoughts, Far Sight, Forced Sense Link, Learn True Name, 
Locate Creature, Probe Thoughts, Scrying, and See Invisibility. These 
abilities detect nothing about you. This ability protects you even when 
you are unconscious. Requires you know Invisibility. Costs 2 vitality.
 Shot on the Run: When attacking with a ranged weapon, 
you can move both before and after the attack, provided that your 
total distance moved is not greater than your speed.
 Stunning Shot: If you study a target for 3 rounds and then 
make a single ranged attack against it, the target must resist using 
Fortitude or be stunned for 1d4 rounds. Requires Dazing Shot.
       Swift Tracker: You move at your normal 

speed while following tracks without taking the nor-
mal –5 penalty. Moreover, you take only a –10 pen-
alty (instead of the normal –20) when moving at up to 

2x your normal speed while tracking.

Paragon Tier
Rangers select from the following paragon abilities.
    Bow Mastery: This ability improves Bow Special-
ization, such that you apply a +5 bonus on attack rolls and 
+15 damage.
     Hide in Plain Sight: While in any sort of natu-
ral terrain, you can use the Stealth skill to hide even while 
being observed and in a place without cover.
 Killing Shot: This improves Stunning Shot, 
such that a studied target must resist Fortitude a second 
time or fall to -1 wounds and begin dying.
  Locate CreatureM: You concentrate as a 
standard action to locate a specific familiar creature or 
type of creature within 500 ft. If the creature is pres-

ent, you learn its distance and direction. Costs 5 
vitality.

     Many Shot: This improves Rapid 
Shot, such that you may make up to 3 
ranged attacks with the same weapon in 
rapid succession, each with a -2 penalty 
to your attack roll.
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 Rogue
A rogue is a streetwise master of stealth and uncanny luck. 

Background & Adventures
Rogues are flexible. They can navigate back alleys and bawdy taverns 
as easily as trapped dungeons and the rooftops of magical towers. 
Their signature ability is a sneak attack. They dodge danger with 
ease. They can become skilled at picking pockets, analyzing corpses 
for clues, and casing buildings. 
 A rogue adventures for many reasons, often at the same time. He 
may be running from a crime (whether guilty or just guilty-looking). 
He may be scouting for a new mark to swindle. A wealthy lord’s cof-
fers could feed and clothe the down-trodden farmers of a rogue’s 
favorite hamlet! Every rogue has his story.
 Never trust a rogue, that’s what many say. Indeed, more than a 
few are double agents, couriers, spies, and assassins for the lords 
they mock. At heart, these rogues may be sour scoundrels, dedicated 
patriots or unwitting pawns used by cannier rogues and/or mon-
strous leaders who dwell underground or in the dark recesses of an 
infamous thieves guild.
 As an adventuring companion, a rogue is a fine scout and “trap 
monkey”. He usually works alone in the shadows or with a partner 
who provides distraction while he positions himself to take 
out the party’s foe in a single silent blow. 

Class Details
Rogues have the following statistics.
——————————————
 Prime Attribute: Dexterity.
 Attack: d20 + ½ class level + 
Dexterity modifier.
 Defenses: Reflex +2.
————————————————
 Armor: All Light natural armors such as 
leather, and the buckler shield. 
 Weapons: All crossbows, hand-to-hand weapons, 
light blades, subdual weapons, and small projectiles. 
 Starting Gold: 5d4 x 10 (125 gp).
—————————————————
 Alignment: Any. 
 Special: Rogues generally benefit from member-
ship with a guild in order to fence their wares, acquire 
and spread rumors, and so forth, but there is no con-
crete requirement.
 Training: 1d4 years.
———————————————

Core Abilities
Rogues start with the following abilities at 1st 
level.
 Dodge: As an immediate action, you declare 
that you ignore 1 melee weapon attack before you know 
whether it hits you. Requires Dexterity 15+ and works only in Light 
or no armor. Costs 2 vitality.
 Infiltrator: You move quietly and attentively through shad-
ows. Apply a +5 bonus on Perception and Stealth checks.
 Sneak Attack: When a foe is dazed, surprised, helpless or 
otherwise defenseless, apply +1 to your attack roll and +5 damage. 
Ranged attacks count as sneak attacks only if the target is within 30 ft.
 Sneak Attack only works against living creatures and creatures 
with discernible weak points—oozes, plants, and incorporeal crea-
tures lack vital areas to attack. Any creature that is immune to criti-
cal hits ignores Sneak Attack. You must be able to see the target well 
enough to pick out a vital spot and must be able to reach such a 
spot. You cannot use Sneak Attack while striking a creature with con-
cealment or striking the limbs of a creature whose vitals are beyond 
reach. A grappled creature is not helpless or defenseless.

Basic Tier
Rogues select from the following basic abilities.
 Assassination: Once daily as a swift action, the next adja-
cent target that you hit with a weapon that same round that is sur-
prised, helpless or defenseless suffers +15 damage. Costs 5 vitality.
 Delver: Boost Dungeoneering checks by +5, or by +10 in 
underground settings.
 Feint: As a move action, an adjacent foe must resist using Will 
or suffer a -5 penalty on Reflex until the start of its next turn.
 Gambling: Boost Trick checks by +5, or by +10 when play-
ing games of chance.
 Haggle: You enjoy a +5 bonus on Appraise checks and a 10% 
discount when purchasing mundane items in a marketplace. 
 Locksmith: Apply a +5 bonus on Mechanics checks or +10 
to lock and unlock doors and other portals.
 Merchant Network: You can trade legal items not found 
in your local area in 2d4 days when you pay a 10% transaction fee. 
 Merchant Secrets: You can trade illegal items found in 
your local area in 1d4 days without effort or danger when you pay a 
10% transaction fee.
 Poison Mastery: Apply a +5 bonus on Appraise, Craft, 
and Heal checks to identify, brew or neutralize poison.
 Poison Use: You never risk accidentally poisoning yourself 
when applying poison to a weapon (rather than 5% chance), and you 
may apply poison as a move action (rather than standard action). 
 Rapid Reload: When your ranged weapon requires a stan-
dard action to reload, you may use a move action instead to reload it.

    Sly Acrobat: Apply a +5 bonus on Acrobatics checks. 
Also, when moving through narrow spaces, treat your size 

as 1 category smaller than your actually size.
  Skill Diversity: Select any 3 skills 
of your choice. You enjoy a +3 bonus in each skill.  
     Street Smarts: Apply a +5 bonus on 
Insight and Streetwise checks.

      Thievery: Apply a +5 bonus on Trick checks. Also, 
you speak Thieves Cant and can locate a thieves’ guild within 
1 hour of entering an urban area.
         Tinkerer: Boost Mechanics checks by +5. Also, 
when you beat a device’s Mechanics DC by 10 to disarm 
it, you also figure out how it works and can bypass it (with 

your party) without actually disarming it.
    Trap Sense: You enjoy +5 bonus on Reflex to 

resist attacks made by traps. 
      Trapfinding: Apply a +5 bonus on Percep-

tion checks, or +10 to notice traps.
  Trapmaker: Boost Mechanics checks by +5, 

or by +10 to craft traps.
   Trickster: Boost Bluff, Disguise, and Trick 

checks by +3.
  Trip: An adjacent foe must resist using 
Reflex or be knocked to the ground, suffer 1d6  

damage, and be made prone.
 Urban Tracker:  Apply a +5 bonus on Streetwise checks, 
or +10 when tracking someone in an urban environment.
 Weapon Finesse: Apply a +2 bonus on attack rolls using 
Light weapons.
 Wheedle Magic: Apply a +5 bonus on Arcana checks, or 
+10 when trying to activate an unfamiliar magic item. 
 Wounding Stab: You use any light blade as a swift action to 
deliver 1 wound damage to an adjacent foe if you beat its Reflex. The 
blade bypasses DR and causes no other result regardless of its usual 
effects. Requires Feint, Sneak Attack, and Weapon Finesse.

Intermediate Tier
Rogues select from the following intermediate abilities.
 Analyze Corpse: Boost Heal checks by +5. Also, on a suc-
cessful DC 10 Heal check, you learn 1 fact per 5 points above the 
check (2 facts at 15, 3 facts at 20, etc) about the corpse’s manner of 

Chapter 4: Classes



85

death, such as time of death or weapon used.
 Case Building: You can evaluate a building to determine its 
defenses, best entrance and exit routes, changes of guard, and likely 
occupants. After 1 minute of observation from a distance of 120 ft or 
less, roll d20 and add your Intelligence modifier. For every 5 points, 
you learn the true answer to 1 question about the building’s security 
and design.
 Defensive Maneuver Training: When a foe targets 
you with the Disarm, Feint, Grapple, Sunder or Trip ability, apply a 
+5 bonus to resist the ability.
 Disarm: You target 1 of your foe’s weapons with your own 
weapon. If you beat its Reflex, your foe drops the targeted weapon. The 
weapon lands in an adjacent square.
 Evasion: You can avoid attacks with great agility. When you 
successfully resist an attack using Reflex, you take no damage from 
it as you dodge out of the way, even if you would normally suffer a 
partial effect. You still take full damage when you fail to resist. You do 
not gain this benefit when you are helpless or wearing Heavy armor. 
 Farwise Merchant: You can trade illegal items not found 
in your local area in 3d4 days when you pay a 10% transaction fee. 
Requires both Merchant Network and Merchant Secrets.
 Fast Climber: Boost Athletics checks by +5. Also, when 
climbing, you move at your normal speed (rather than ½ speed) and 
are not defenseless.
 Fleet of Foot: Boost your land speed by +10 ft.
  Focused Shot: Once daily as a move action apply a +10 
bonus to 1 ranged attack roll. Costs 2 vitality.
 Identify: Apply a +5 bonus on Appraise checks. Also, after 
expending 1 hour of study and 1 vitality, you determine all properties 
of an adjacent magic item within view. You don’t need to touch it.
 Improved Initiative: You react quickly to attack. Apply a 
+5 bonus on initiative checks or +2 when over-loaded.
 Improved Sneak Attack: This improves Sneak Attack.  
Apply a +2 bonus on attack rolls and +10 damage against eligible foes.
 Incapacitate: When you deliver Sneak Attack damage 
against a surprised foe that is 5 or more levels lower than you, the 
creature immediately falls unconscious for 1 hour. Costs 2 vitality.
 Knife Volley: You may throw up to 3 daggers at once as a 
standard action, each with a -2 penalty on the attack roll. Requires 
Weapon Finesse.
 Plant Item: An adjacent foe must resist using Will or acquire–
without its knowledge–an item of 5 pounds or less (or 3 pounds if it is 
Small or Tiny, or 10 pounds if it is Large or Huge). If you wish to slip 
the item around its wrist, neck, waist or such, then apply a -5 penalty 
to your attack.
  Quick Draw: You can draw a weapon, even a concealed one, as 
a swift action. Normally, drawing a weapon is a move action.
 Quick Trap: You can make single-use nonmagical traps such 
as deadfalls after 2 minutes of work. The trap activates when a crea-
ture steps into a designated 5-ft space. The trap has Perception and 
Mechanics DCs of 15. When triggered, the trap dazes the creature for 
1 round (no save). Adjacent creatures must resist using Reflex or also 
be dazed for 1 round. The trap does not reset itself.  The cost is free if 
it can be used only once, or 25 gp if it is built for reuse.
 Roof Jumper: Apply a +5 bonus on Athletics checks and 
ignore the first 20 ft of a fall when computing falling damage. 
 Snatch: You target an item held or worn by an adjacent foe. If 
you beat its Reflex, you take the item for yourself.  You must have 
at least 1 free hand and the object must weigh 5 pounds or less (or 
3 pounds if you are Small or Tiny, or 10 pounds if you are Large or 
Huge). If the target holds the item in 2 or more hands or wears it 
(such as around its wrist, neck or waist) then apply a -5 penalty to 
your attack.
 Two-Weapon Ace: This improves Two-Weapon Fighting 
such that you suffer no penalty on attack rolls.
 Two-Weapon Fighting: When armed with 2 Light 
melee weapons, or 1 Medium weapon and 1 Light weapon, you may 
make 2 melee attacks as a standard action, each with a -2 penalty to 

your attack roll. If you have the Sneak Attack ability, you can apply it 
to both weapons. Requires Strength 15+.
 Uncanny Dodge: You ignore Sneak Attack damage when 
surprised or defenseless unless your attacker is 5+ levels above you.

Advanced Tier
Rogues select from the following advanced abilities.
 Arcane Knack: Select 2 basic and 1 intermediate magic 
abilities for which you qualify from any class. You learn these abilities.
 Closing Move: As a swift action, apply a +15 ft bonus to 
your speed on a move made immediately before using Sneak Attack.
 Defensive Roll: Whenever you would be reduced to 0 or 
fewer wound points, you suffer ½ damage instead.  You must have 
Dodge or Evasion and be aware of the attack and able to react to it in 
order to use this ability. 
 Evasive Cover: Whenever you use Evasion and cover is 
within range of your normal speed, you may move to that area as an 
immediate action and select that area to hide without being noticed.
 Grand Theft: Once daily as a swift action, boost your next 
Trick check by +10, or by +20 when using the pick pocket option.
 Greater Trap: This improves Quick Trap, such that targets 
are dazed 1d4+1 rounds, stunned for 1 round, or suffer 2d4 wound 
damage (your choice).
 Instant Kill: You use your Light or Medium melee weapon 
to reduce an adjacent person to -1 wounds, or to inflict 3d6 damage 
if Reflex resists. Requires Assassination. Costs 5 vitality.
 Master Sneak: Apply a +10 bonus on Perception and 
Stealth. Requires Infiltrator.
 Master Trickster: Boost Bluff and Disguise checks by +10.
 Precise Stab: As a swift action, apply a +5 bonus to your next 
attack roll that round when using a Light melee weapon. Costs 5 vitality.
 Quick Fake: You use Trick as a move action without penalty.
 Skill Mastery: You can reliably use certain skills under 
adverse conditions. When you first take this ability, select 5 skills. 
When making a check from among these skills, you may take 10 even if 
distractions would normally prevent you from doing so. You may take 
this ability more than once, each time selecting 5 additional skills.
 Sky Jumper: This improves Roof Jumper to a +10 bonus on 
Athletics checks and ignore the first 40 ft of falling damage.
 Spring Attack: When attacking with a melee weapon, you 
can move both before and after the attack provided your total dis-
tance moved is not greater than your speed. You can’t do this if you 
are wearing Heavy armor. Requires Dodge or Evasion.
 Swift Retreat: You take a 5-ft step as an immediate action if a 
foe larger than you initiates a melee attack against you. Costs 2 vitality.

Paragon Tier
Rogues select from the following paragon abilities.
 Amazing Dodge: You ignore all Sneak Attack damage. 
 Crippling Strike: You use Sneak Attack with such precision 
that blows weaken and hamper foes. A target damaged by your Sneak 
Attack also suffers a -10 ft penalty to its speed. Lost speed returns 
on its own at the rate of 5 ft per day. Effects of multiple strikes stack 
and can reduce speed to 0.
 Greater Sneak Attack: When using Improved Sneak 
Attack, apply a +5 bonus on attack rolls and +15 damage against 
eligible foes.
 Improved Evasion: This ability improves Evasion such that 
you suffer only ½ damage from an attack even when you fail to resist 
using Reflex.
 Opportunist: Up to once per round, you can make a melee 
attack against a foe that has just been struck for damage in melee by 
another character. You cannot use Sneak Attack when doing so.  
 Slippery Mind: You can wriggle free from magical effects 
that would otherwise control or compel you. Whenever you are 
affected by magic against that assaults your Will, you can re-try the 
save 1 round later as a swift action. You get only this 1 extra chance 
to succeed on the save.
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 Sage
A sage is a diviner, expert, lorekeeper, and master of runes. 

Background & Adventures
Sages are masters of lore, words, and symbols including glyphs and 
sigils. Through the power of language, they can protect spaces, pre-
dict the future, speak any tongue, cause foes to babble, and influence 
others through knowledge of their true names, among other powers.
 Sages adventure to gain or confirm knowledge, often from ancient 
tomes but also from dragons and others that hoard powerful secrets. 
 Every sage excels in a skill area that consumes this interest. Many 
also specialize in the use of runes or true names. Learning a creature’s 
name may grant great influence over it! Sages are also known as archi-
vists, lore masters, runewrights, scribes, and truenamers. 
 In an adventuring party, a sage offers knowledge, divination, pro-
tection, and communication skills. A smart sage learns a few symbols 
that harm foes as well as knowledge of common monster weaknesses.

Class Details
Sages have the following statistics.
——————————————————
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level + Intelligence modifier.
 Defenses:  Will +2.
————————————————
 Armor: None. 
 Weapons: All light blades plus the quarter-
staff and any 1 weapon of your choice, reflecting 
exotic studies.
 Starting Gold: 5d4 x 10 (125 gp).
——————————————————
 Alignment: Any.
 Special: At all times, you must carry at least 3 
manuals (3 pounds and 10 gp each). When you do not, 
apply a -2 penalty to your attack rolls.
 Training: 3d6 years.
—————————————————

Core Abilities
Sages start with the following abilities at 1st level.
 Comprehend LanguageM: You can 
comprehend a single mundane language for 4 
hours + 1 hour per level. Costs 1 vitality.
 Sage Lore: You dabble in random 
lore. Apply a +2 bonus on Arcana, History, 
Nature, Nobility, and Religion checks.
 Speciality: Select 1 skill covered 
by the Sage Lore ability and apply an 
additional +10 bonus to that skill.

Basic Tier
Sages select from the following basic abilities.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Draconic.
 BabbleM: You target 1 creature within 15 ft as an immediate 
action. If you beat its Will, its verbal abilities automatically fail and 
others cannot comprehend its speech for 5 minutes. Written com-
prehension remains normal. Costs 1 vitality.
 Burning BrandM: One target within 30 ft suffers 1d4 
fire damage per 2 levels (max 5d4) from a flaming rune that briefly 
appears on its forehead or similar body region. Costs 1 vitality. 
 Creative: Boost Craft, Literacy, and Music checks by +3.
 Delver Sage: Boost Dungeoneering and Heal checks by +5.
 Detect RunesM: When you concentrate as a standard action, 
you note the presence or absence of magic runes (including glyphs 
and sigils) within a 30-ft cone. When you concentrate on the same 
area a second round, you learn the runes’ exact positions and names.

 EraseM: You erase 1 rune (glyph or sigil) within 30 ft, or suppress 
it for 5 minutes on a creature. You must notice the rune. Costs 1 vitality.
 ForgeryM: You conjure a false 1-page (or smaller) document 
as if you had used the Literacy skill with a +10 bonus on your check. 
The page radiates faint magic. Costs 1 vitality. 
 Gifted Speaker: Boost Diplomacy and Literacy checks by +5.
 Hide TruenameM: Attempts to learn your true name 
always fail.
 Identify: Apply a +5 bonus on Appraise checks. Also, after 
expending 1 hour of study and 1 vitality, you determine all properties 
of an adjacent magic item within view. You don’t need to touch it.
 Learn True NameM: As a move action, if you beat the Will 
of 1 creature within 15 ft and line of sight, you learn its true name 
(its magical signature). A creature that successfully resists this ability is 
immune to it for 24 hours. You can know a number of true names at 
once equal to 3 + your level. After a 1-minute ritual, you forget a true 
name of your choice. Requires Sage Lore.
 Light: You conjure light on an unattended object that you 

touch. The light produces strong illumination in a 
15-ft radius burst and weak illumination out-

ward an additional 30 ft. You can dismiss the 
light as a swift action. You can use this ability 
at will but you can maintain only 1 light at a 

time. 
   Linguist: You are fluent in 3 languages of 

your choice.
Protection RuneM: You inscribe a rune on your-
self or an adjacent ally that grants +4 DR for 1 hour and 
then fades. The rune does not stack with real worn armor, 

Bone Armor or Mage Armor. Costs 1 vitality.
    ResistanceM: You or a touched ally gain a temporary rune 
and enjoy a +2 bonus on saves for 5 minutes. Costs 1 vitality.
  Scribe ScrollC:  You place a magic ability that you or an 
adjacent ally knows into a scroll or similar single-use media that 
a character with this ability or with Arcane Training or Artificer 
Training can use. The cost and time equal 25 gp and 1 hour for 
a basic ability; or 150 gp and 2 hours, 325 gp and 4 hours, or 
750 gp and 8 hours for an intermediate, advanced or paragon 
ability, respectively.
     Secret PageM: You permanently alter the mundane 
or magical contents of a page so that they appear to be some-
thing entirely different. A reader who utters a password set 
by you can read the page normally for 1 hour. Detect Magic 
dimly reveals the page is magical, but nothing more.
     Spell Secret: You learn 1 basic magic ability for which 

you quality of any class. Requires Arcane Training.
    Striking RuneM: You conjure a rune on 
a weapon held by you or an adjacent ally. Apply a 
+5 bonus on the next attack roll made with that 

weapon within the next 1 round. Costs 1 vitality.
    Target By NameM: When you utter a creature’s true 

name as a swift action, apply a +2 bonus on your next attack roll 
against that creature. Requires Learn True Name. Costs 1 vitality.

Intermediate Tier
Sages select from the following intermediate abilities.
 Analyze True Name: You learn 1d4+1 facts (statistics or 
background data) about a creature, whose true name you know.  You 
can analyze a particular name only 2x as you try the name forward 
and backward. Costs 2 vitality.
 Attract By NameM: You utter the true name of a creature 
within 30 ft and it immediately moves toward you at its maximum 
speed for 1 round on its turn. If it encounters a dangerous obstacle 
(chasm, fire, etc) that it cannot safely bypass then it can resist using 
Will to stop just prior to the obstacle. Costs 2 vitality.
 AuguryM: You gain insight regarding an immediate choice you 
face such as whether to open a chest or enter a room. You receive 
an answer of weal (good fortune), woe (bad fortune), or unclear 
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(mixed fortune). The chance that you receive an answer equals 70% 
+ 1% per level. The answer is based on the likely outcome within the 
next 10 minutes. Costs 2 vitality.
 Channel the Divine: You inscribe in the air 1 deity’s 
symbol, thereby opening a channel to the deity’s magic. On your 
next turn, you can and must use any 1 basic magic ability (boon) of 
that deity. Requires Sage Lore and Learn True Name. You must be a 
sage to use this ability. Costs 5 vitality.
 Detect LoreM: When you concentrate as a standard action, 
you note the presence or absence of written media (books and such 
but not a magic glyph or magic symbol) within a 30-ft cone. When 
you concentrate on the same area for a second round, you learn in 
which spaces the lore is located and which one is the oldest.
 Flame Runes: All foes within 15 ft suffer 3d6 fire damage. 
Alternatively, you can target 1 foe within 90 ft. Costs 2 vitality.
 Glyph of WardingM: You conjure a glyph over a door-
way or similar portal. Any creature that moves through the portal 
and does not utter a password (selected by you when conjuring the 
glyph) suffers 1d6 fire damage per 2 levels. The glyph lasts 24 hour 
or until activated or dispelled by you. Noticing the glyph is a DC 30 
Perception check. You can maintain 1 glyph at a time. Costs 2 vitality.
 Historian: Boost History checks by +10.
 Locate ObjectM: You learn the distance and direction to 
locate a specific familiar object or type of object within 500 ft of you 
(if such object is present). Costs 2 vitality.
 Magic CircleM: You spend 1 minute drawing a stationary 
10-ft-diameter circle inscribed with runes. Non-persons cannot pass 
or break the circle’s perimeter for as long as you concentrate as a 
standard action each round + an additonal 1d4 rounds. Exiting the 
circle ends the effect. Costs 2 vitality.
 Magic MouthM: You enchant a 5-ft-square wall area or 
statue such that a face appears and speaks a message up to 25 words 
when a creature comes within 10 ft of it and either utters a password 
or matches a specific creature type as set by you. After speaking the 
message, the face vanishes for at least 5 minutes and until reactivated. 
You can maintain a number of mouths at once equal to your level. 
Creating or evoking a magic mouth costs 2 vitality.
 Mental Barrier: Apply a permanent +5 bonus to Will.
 Minor SymbolM: You scribe for 10 minutes a potent rune 
upon a surface. The rune is permanent until it activates when a crea-
ture looks at it, touches it, passes over it, or passes through a portal 
bearing it. Once activated, the rune glows and creatures within 30 ft 
that fail to resist using Will suffer either fatigue, fear, nausea or sleep 
for 5 minutes (your choice). You can maintain up to 5 runes at once. 
Inscribing the rune costs 2 vitality.
 Mispronounce: You nastily, torturously misspeak the true 
name of a foe within 30 ft, inflicting 1d6 pain damage per level, or  
½ damage if Will resists. Requires Learn True Name. Costs 2 vitality.
 Monster LoreM: You share useful knowledge of monsters 
as a standard action. You and allies within 30 ft who hear you enjoy a 
+1 bonus on attacks and +5 damage for 5 minutes against 1 specific 
species of creature (orc, medusa, etc) within 60 ft and line of sight. 
Costs 5 vitality.
 Power Word BlindM: You target 1 foe within 60 ft. If it 
has less than 25 vitality, it is blind for 5 minutes. Costs 2 vitality.
 Repel By Name: As Attract By Name, but you push the crea-
ture away from you. Costs 2 vitality.
 ScanM: You can read up to 250 words (a page) per round and can 
read a written work without activating any magic contained within it.
 Sepia Snake SigilM: You inscribe a sigil on a touched book. 
When a creature reads even 1 word from the book, it is paralyzed 
in an amber field for 4 hours + 1 hour per level. The field shields 
it from all harm. Once per hour after the first, the creature can 
attempt to resist using Will to escape the effect. You can maintain up 
to 5 snake sigils at once. Costs 2 vitality.
 Swift Naming: Using Learn True Name is a swift action.
 TonguesM: You can understand and fluently speak and write a 
single language for 10 minutes. Costs 2 vitality.

Advanced Tier
Sages select from the following advanced abilities.
 Contact Other RealmM: Once daily, during a 1-hour 
ritual, you receive a response (yes/no/maybe/irrelevant) from an 
otherworldly being regarding up to 3 questions phrased in 10 words 
or less. Costs 3 vitality per question.
 CorrespondM: This improves Sending, such that the recipi-
ent is allowed to provide a response up to 25 words within 4 hours 
+ 1 hour per your level of hearing you.
 Diverse dweomer: Select 4 basic magic abilities for which 
you qualify drawn from any classes. You now know these abilities.
 Great Circle: This improves Magic Circle to be up to 100 ft in 
diameter provided you spend 10 minutes scribing it. Costs 5 vitality.
 Greater Channeling: This improves Channel the 
Divine. You can and must channel any 1 intermediate divine magic 
ability (boon). Costs 10 vitality.
   Instant SummonsM: You magically mark an adjacent ally 
or held object weighing up to 250 pounds. Any time later as a stan-
dard action, you can summon the marked creature (materializes next 
to you) or object (materializes next to you or in your hand if tiny) by 
uttering its name. You can dismiss a mark at any time. Erase removes a 
mark. You can keep up to 3 marks at once. The summons costs 5 vitality.
 Locate CreatureM: You concentrate for 1 minute to locate a 
specific familiar creature or type of creature within 500 ft. If the crea-
ture is present, you learn its distance and direction. Costs 5 vitality. 
 MindsightM: You perceive your environment normally 
regardless of perceptual impairment (such as blindness or deafness) 
or natural environmental effects (such as darkness or mist).
  Power Word StunM: You target 1 foe within 60 ft. If it has 
less than 50 vitality, it is stunned for 1d4+1 rounds. Costs 5 vitality.
 Research True NameM: You spend 1 day researching a spe-
cific creature. You do not need line of sight or effect, or have even encoun-
tered the target. If you succeed on its Lore check and also beat its Will, 
you learn its true name. Otherwise, you can try again when you reach 
your next level. Requires Learn True Name.
 ScryingM: You remotely view a locale using a mirror or crystal 
ball worth at least 500 gp. Select a specific destination and attempt 
an Arcana check. The DC equals 5 for a familiar location, 10 for a 
visited location, 20 for a described location, and 30 for a location 
known in name only. If you succeed, you see and hear the location 
for 5 minutes as if you were actually there. Costs 5 vitality.
 SendingM: You send a one-way message of 25 words or less to 
a willing creature that you have met before and know by name on the 
same world or realm of existence as you. Costs 5 vitality.
 Symbol: This improves Minor Symbol, such that affected tar-
gets are either confused, exhausted or frightened (page 228) for 5 
minutes (your choice). Costs 5 vitality.
 Wounding Word: A foe within 60 ft suffers 3d6 wound 
damage if you beat its Will, or 3 wounds if Will resists. Costs 5 vitality.

Paragon Tier
Sages select from the following paragon abilities.
 ForesightM: You cannot be surprised and you ignore Sneak 
Attack damage. Moreover, once daily you may completely ignore 1 
attack against you as an immediate action as if you had foreseen the 
moment. This ability does not work while you are unconscious.
 Major SymbolM: This improves Symbol. Affected targets 
are stunned, panicked or reduced to -1 wounds and begin dying 
(your choice). Costs 10 vitality.
 MindblankM: For 5 minutes, you ignore all attacks that 
allow you to resist using Will or that affect the mind. Costs 5 vitality.
 Power Word KillM: You target 1 creature within 60 ft. If 
it has less than 100 vitality, it immediately drops to -1 wounds and 
begins dying. Costs 10 vitality.
 Word of RecallM: You and up to 8 adjacent allies instantly 
return to your homebase or other location marked earlier by you 
with a special rune. The homebase may be on another realm or 
world. You can only have 1 rune like this at a time. Costs 10 vitality.
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 Shadowcaster
A shadowcaster is a stealthy mage of light, dark, and shadow. 

Background & Adventures
Shadowcasters walk the lines between darkness and light. They can 
fade from view, bind foes with shadowy ribbons, leap between shad-
ows, sprout shadowy wings, and strangle from a distance, among 
other feats.  
 Shadow magic differs from standard magic. A shadowcaster taps 
into the “shadow of magic”. Some sages believe this is a mere meta-
phor that inspires mystery. But shadowcasters know their dweomer 
is unique.   
 Mysterious whispers, silhouettes of monstrous forms, sugges-
tions of things to come—many shadowcasters adventure to unravel 
or escape these phenomena. Others flee from those who fear their 
magic. A few labor for unspoken lieges on odd or evil quests.
 Shadowcasters are well-suited to dark places: the urban night or far 
beneath the surface. Their abilities are most potent in dark and hard 
to ignore or dispel.

Class Details
Shadowcasters have the following statistics.
————————————————————————
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level + Intelligence modifier.
 Defenses:  Will +2.
————————————————————————
 Armor: All Light natural armors such as leather. 
 Weapons: All light blades plus the quarterstaff.
 Starting Gold: 3d4 x 10 (75 gp).
————————————————————————
 Alignment: Any except lawful good.  
 Special: Whenever you gain access to a new tier of abilities, 
you must defeat a shadow or flock of shadows of equal level (see 
raDiance Masters guiDe) and drink their essence. Don’t worry 
about finding shadows—they will find you.
 Training: 3d4 years.
————————————————————————
 

Core Abilities
Shadowcasters start with the following abilities at 1st level.
 Night Lore: Apply a +3 bonus on Arcana and Dungeoneer-
ing checks. Also, you speak Undercommon. 
 Night VisionM: You enjoy darkvision to see in darkness as 
easily as in daylight. If you already possess that, you enjoy nethersight 
instead and are able to see normally even in magical darkness.
 Shadow BoltM: You project 1 dark bolt per 2 levels (max 5 
bolts). Each bolt unerringly hits a target within 90 ft to deliver 1d6 
cold damage.

Basic Tier
Shadowcasters select from the following basic abilities.
 Caver: Boost Dungeonering and Perception checks by +5.
 Corner SightM: You can see around 1 adjacent corner as if 
looking in a straight line (this grants line of sight). Costs 1 vitality.
 DarkmailM: You bolster 1 touched suit of armor or cloth-
ing for 1 hour. The wearer enjoys a +5 bonus on Stealth checks and 
automatically stabilizes when bleeding. Costs 1 vitality.
 Dazzle BoltM: A foe within 15 ft suffers 1d4+1 fire damage, 
or 5d4 fire damage if it is normally harmed by light. Costs 1 vitality.
 Entropic WardingM: You enjoy concealment for 5 min-
utes (attacks suffer a 20% miss chance). Costs 1 vitality. 
 Faceless FormM: Apply a +10 bonus on Disguise checks for 4 
hours + 1 hour per level to not be recognized as anyone in particular. 
Moreover, you enjoy a +5 bonus on saves to resist gaze and blinding 
attacks while using this ability. Costs 1 vitality.
 FadeM: For 5 minutes you fade into the background to enjoy a +5 

bonus on Stealth checks, or +10 while not moving. Costs 1 vitality.
 Infiltrator: You move quietly and attentively through shad-
ows. Apply a +5 bonus on Perception and Stealth checks.
 LightM: You conjure light on an unattended object that you 
touch. The light produces strong illumination in a 15-ft radius burst 
and weak illumination outward an additional 30 ft. You can dismiss 
the light as a swift action. You can use this ability at will but you can 
maintain only 1 light at a time.   
 Liquid ShadowC: You can create 1 vial per level per day of 
thick black liquid. A vial of liquid shadow applied to a blade or drink 
inflicts 1d6 cold damage + 1 point per level (max +5), and the dam-
age resists magical healing if you beat the target’s Fortitude. Liquid 
shadow is destroyed by exposure to sunlight and evaporates after 24 
hours in any event.
 MessageM: You whisper a message that is clearly audible to 1 
target within 90 ft. You only need line of effect, not line of sight. 
 Night BladeM: You conjure a shadowy Light melee weapon 
or a whip that functions in all ways as a real weapon except that it 
inflicts +2 cold damage in addition to its usual damage. It vanishes if 
it leaves your hands. Requires Shadow Bolt. Costs 1 vitality to con-
jure the blade.
 Resist ColdM: You enjoy +5 DR against cold damage.
 Shadow CatM:  You shape a shadow into a Tiny nocturnal 
animal such as a cat or mouse. It remains for 1 hour. It can keep 
watch, scout, courier notes or entertain a crowd. It can’t attack. It 
has 2 wound points, DR 1, a land speed or fly speed of 30 ft (choose 
one), and Perception, Stealth and Trick modifiers of +10 + your 
level. Its vitality and saves equal your own. Costs 1 vitality.
 Silent PortalM: When you open a door, window or other 
portal, it makes no sound.
 Strangling GraspM: You extend your shadow to strangle 
a Large or smaller foe within 15 ft. Each round that you concentrate 
as a standard action, your foe must resist using Fortitude or suffer 
1d6 cold damage + 1 point per level. If it fails 3 saves in a row, it falls 
unconscious for 1d4 rounds. While you attack, it cannot speak. The 
hand is immune to all attacks except it vanishes when exposed to 
full illumination. Whenever you stop concentrating, the effect ends. 
Costs 1 vitality per round of use.
 Umbral Blade: As a move action, your light blade bypasses 
your foe’s DR for your next attack. Costs 1 vitality per point of DR 
ignored. Requires Night Blade.

Intermediate Tier
Shadowcasters select from the following intermediate abilities. 
 Black OutM: An adjacent person or animal falls unconscious 
for 1 hour, or is dazed for 1 round if Fortitude resists. Costs 2 vitality.
 Cloak DanceM: This improves Entropic Warding, such that 
you can activate it as a move action. Costs 2 vitality.
 DarklightM: This improves Darkvision, such that allies that 
stay within 30 ft of you may, if you like, also enjoy the benefits of 
darkvision. 
 DarknessM: For 5 minutes, you create total darkness in a sta-
tionary 30-ft-radius area around you or an unattended object within 
30 ft. The darkness blocks vision including darkvision but not neth-
ersight. Attacks made against or launched by obscured foes fail 50% 
of the time. You can maintain only 1 area of darkness at a time. Costs 
2 vitality.
 DayblastM: You project a luminous ray out to 90 ft that blos-
soms into a 15-ft-radius ball of daylight. Undead and other creatures 
in the area that are normally hampered by daylight suffer 1d6 fire 
damage per level, or ½ damage when Reflex resists. Costs 2 vitality.
 Far-TouchM: As a move action, you gain the ability use melee 
weapons and touch allies as if your reach were 5 ft longer than nor-
mal until the end of your turn.
 GloomM: You create shadowy lighting conditions in 120-ft-radius 
area around an adjacent point. Attempts by others to lighten or darken 
the area (using Darkness, Light, etc) fail. The effect lasts 4 hours + 1 
hour per level indoors or at night, or 5 minutes outdoors during the 
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day. You can only maintain 1 area of gloom at a time. Costs 5 vitality.
 Gray WastingM: One foe within 15 ft permanently ages 
1 category, or is dazed for 1 round if Fortitude resists. Multiple 
attacks do not stack and once the target saves it is immune for the 
day. Remove Curse reverses the aging. Costs 2 vitality.
 Shadow BindingM: Ribbon-like shadows cling to crea-
tures in a 10-ft-square area within 30 ft of you for 1 round. A crea-
ture in the area is held fast and unable to move from its square, or it 
moves with a 5-ft speed if its Reflex resists. Costs 2 vitality.
 Shadow BridgeM: You conjure a shadowy 10-ft-wide 
bridge or 5-ft-wide ladder for 5 minutes. It is 10 ft long per level as a 
bridge or 20 ft high per level as a ladder. It ignores all attacks except 
Ray of Light. You can dismiss it at will and can maintain only 1 at a 
time. Costs 2 vitality.
 Shadow BlendM: You merge with your own shadow for up 
to 1 round per level, effectively vanishing from sight. You can see and 
hear in this form but cannot move or use abilities except to end the 
effect as a move action. Costs 2 vitality.
 Shadow StepM: As a standard action, you transport yourself 
to any open space within 60 ft and line of sight, provided you move 
from and to a place of shadow or darkness. Costs 2 vitality.
 Strobe LightM: You mix dark and day in rapid succession 
within a stationary 30-ft-radius area around you, causing creatures 
with darkvision or nethersight (except you) to be blinded for 5 min-
utes, or for 1 round if  Will resists. Costs 2 vitality.
 Unseen in DarknessM: You are undetectable to darkvi-
sion as if you were simply not there. Other forms of vision detect 
you normally. Requires Night Lore and Night Vision.
 Whispers and SilhouettesM: Apply a +2 bonus on 
Perception checks, and once daily as an immediate action you can 
ignore 1 attack as if you had foreseen it. Requires Night Lore.
 Your Shadow’s MagicM: Once daily as a move action 
you draw upon your shadow’s hidden niches and select a single shad-
owcaster magic ability of a tier you can access except paragon tier. You 
can and must immediately use the ability or you lose it. You must be a 
shadowcaster to use this ability.

Advanced Tier
Shadowcasters select from the following advanced abilities.
 Between Life and DeathM: You do not need to 
breathe, eat or sleep. Thus, you ignore sleep effects, suffoca-
tion, hunger, and poison gas.
 Blur MagicM: For 5 minutes, you enjoy a 20% chance 
to ignore any magic ability that targets you. Requires Night 
Lore. Costs 5 vitality.
 Breath of NightM: You exhale an inky cloud 
that causes 1 foe within a 30-ft cone to fall unconscious 
for 1 hour, or be stunned for 1 round if Fortitude 
resists. Costs 5 vitality.
 Cold ImmunityM: You are immune to cold 
energy.
 Dark MiasmaM: You target 1 living, 
breathing creature within 60 ft. If you beat 
its Fortitude it is reduced to -1 wounds and 
begins dying as its lungs choke with shadow. 
Costs 5 vitality.
 Dark WeaveM: The Anti-Mage, 
Counter Spell, and Dispel Magic abilities 
fail to work against you or your magic. 
Requires Night Lore and Blur Magic.
 Ebon Eyes: You conjure 4 Tiny, 
bright sensors—each with darkvision, 
Perception +10, and a 30-ft fly speed—
through which you can see. Moving the 
eyes or seeing through them requires a 
move action. The eyes cannot make attack rolls or 
be harmed though they can be dispelled. You can 
move the eyes independently up to 500 ft away from 

you. Costs 1 vitality per minute.
 Night WingsM: For 1 hour you enjoy small shadowy wings 
and can fly at speed 30 in areas of shadow or darkness. Natural daylight 
(but not magical light) ends the effect. You drop gently to the ground if 
the magic ends while you are airborne. Costs 5 vitality.
 Ray of LightM: You project a luminous ray that dispels 1 shadow 
magic effect within 90 ft as specified by you. Costs 5 vitality.
 Ray of Oblivion: You target 1 foe within 60 ft with a black 
ray that quickly infuses its body. Each round beginning on its next 
turn for 2 minutes, the target has only a 50% chance to successfully 
use any magic abilities for that round. Costs 5 vitality.
 Shade RiderM: You merge with the natural shadow of an 
adjacent creature or object for up to 4 hours + 1 hour per level, van-
ishing from sight and remaining undetectable by any physical means. 
You see and hear in this form but cannot move on your own or use 
abilities except to end the effect as a move action. Costs 5 vitality.
 Shadow CrafterM: You conjure up to 1 cubic ft per level 
of nonmagical, nonliving, unattended items. The items are functional, 
shadowy and clearly false, and last 4 hours + 1 hour per level or until 
dismissed by you. Costs 5 vitality.
 Shadow LeapM: This improves Shadow Step, such that you 
can activate it as a move action. Costs 5 vitality.
 Shadow Master: Apply a +5 bonus on Acrobatics, Arcana, 
Perception, and Stealth checks.
 Stroke of MidnightM: You mark an adjacent creature. 
At the stroke of midnight, it falls to -1 wounds and begins dying. It 
knows its impending fate. Remove Curse ends the effect. Costs 10 
vitality.
 Summon ShadowsM: You perform a 1-minute ritual to 
summon shadows within 30 ft to serve you for 1 hour, after which 
they vanish. You summon a number of shadow levels up to your level. 
They obey your telepathic commands. Costs 10 vitality.
 UnbreatheM: An adjacent living foe suffers 6d6 cold dam-
age. Costs 5 vitality.
 UnseenM: Boost your Stealth checks by +20 for 5 minutes. 
Moving or making an attack roll ends the effect. Costs 5 vitality.
 Wasting PlagueM: This improves the Gray Wasting ability, 
such that it targets all foes within 30 ft of you. Costs 5 vitality.
 
Paragon Tier

Shadowcasters select from the following paragon abilities. 
 Breathless WakeM:  As Dark Miasma, but usable once 
daily and targets up to 1 creature per level within 30 ft. Requires 
Dark Miasma. Costs 10 vitality.
 Dark PrisonM: If you beat an adjacent creature’s Will, 
you transform it into impotent shadow and draw it into an 
adjacent, held or worn receptacle worth at least 5000 gp. The 

receptacle holds a number of creature levels at once up to 
2x your level. Releasing a creature is a swift action. If the 
receptable is destroyed, all creatures are released. Releasing 
a creature restores it to its normal form. A creature is dazed 

for 1 round after release. Costs 10 vitality.
 Displace MagicM: This improves Blur Magic 
to a 50% chance to ignore magic abilities that target you. 
Costs 10 vitality.
   EclipseM: You hamper sunlight such that a 
5-square mile area is cloaked in dusky conditions for 1 
hour or darkness for 5 minutes. Costs 15 vitality.
   Form of NightM: For 5 minutes, you 
merge with your own shadow and gain +5 DR, fast 

healing 5, nethersight, immunity to cold and all ail-
ments, and black wings that provide a fly speed of 30. 
You cast  no shadow in this form. Costs 25 vitality.
 Shadow WalkM: You move up to 1 mile per 
minute by quickly stepping through shadows. The effect 
lasts until you cease moving for 1 round or until you 
move up to 100 miles per level. You can take up to 5 allies 

with you. Costs 10 vitality + 2 vitality per ally.
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 Shaman
A shaman cavorts with spirits and studies the afterlife. 

Background & Adventures
A shaman walks the line between the mortal realm and the spirit 
world with the aid of a personal totem. He is neither friend nor 
enemy of undead and other unnatural creatures. He is practical and 
wise in their ways and knows how to deal with them. He can also 
learn from them and bind their magic to craft useful fetishes.
 Shamans learn unusual abilities. They can tune their magic and 
weapons to pass into ghostly realms with ease and transport their 
own spirit into an animal or another person. They are adept with 
herbs, dreams, and voodoo. They bind ghostly spirits into themselves 
to briefly gain unusual powers.  
 Shamans do not “adventure”, they go on spiritual quests. The 
impulse of the quest might be a vision, an encounter with elemen-
tals, fey or such, or the search for special materials. Advanc-
ing their magic requires tattoos, piercings, and other 
embellishments that cost time and gold.
 Shamans easily deal with odd creatures and 
matters of life and death. An adventuring party 
is wise to keep a shaman or consult his services.

Class Details
Shamans have the following statistics.
—————————————
 Prime Attribute: Wisdom.
 Attack: d20 + ½ class level + 
Wisdom modifier.
 Defenses:  Fortitude +2, Will +2.
———————————————
 Armor: All natural armors such as 
leather, hide, and monsterhide.
 Weapons: All light blades plus the 
quarterstaff.
 Starting Gold: 1d4 x 10 (25 gp).
————————————————
 Alignment: Any.
 Special: Whenever you gain a new ability, you 
must spend 1 hour to add a tattoo, piercing or simi-
lar embellishment to yourself using rare materials 
costing 5 gp. If you miss an embellishment, you suf-
fer a -2 penalty on attack rolls until you do.
 Training: 3d4 years.
——————————————

Core Abilities
Shamans start with the following abilities 
at 1st level.
 Shamanic Lore: Apply a +2 
bonus on Arcana, Insight, Nature, Religion, 
and Survival checks.
 Spirit GuideM: You silently commune with your totem spirit 
as a swift action to gain insight and resolve. The chance you receive 
a benefit equals 30% + 2% per level. Success grants you a +5 bonus 
on your next skill check. Failure grants a +2 bonus. Requires Sha-
manic Lore. Costs 1 vitality.
 Spirit PounceM: A fierce intangible apparition of your ani-
mal totem appears and pounces on 1 foe within 15 ft. If you beat the 
target’s Will, it suffers 1d4 damage per 2 levels (max 5d4) and is also 
knocked prone if it is size Medium or smaller.

Basic Tier
Shamans may select from the following basic abilities.
 Ceremonial KnifeM: One adjacent target suffers 1d3 wound 
force damage from a ghostly knife. Reflex resists. Costs 1 vitality.
 Craft FetishC: You place a magic ability into a trophy, which 

is a shrunken head or other small body part. After 25 gp and 4 hours 
work, you convert the part into a fetish. During preparation you 
place any basic magic ability you know into the body part. At any 
time later, you can hold up the part to deliver the magic as a single-
use effect. Afterward, the part crumbles to dust. You pay any vitality 
cost during preparation.
 Detect SpiritsM: You learn whether nonperson creatures with 
magic abilities are present within a 30-ft cone. Costs 1 vitality.
 First Aid: Boost Heal checks by +5, or by +10 to halt bleed-
ing. A DC 15 Heal check stabilizes a bleeding character. 
 Ghost MagicM: By expending a move action, you ensure 
that the next magic ability you use that round will strike incorporeal 
or invisible targets without a miss chance. Costs 1 vitality.
 Ghost WeaponM: For 5 minutes, a touched weapon strikes 
incorporeal or invisible creatures without a miss chance. Ammunition 
of a ranged weapon ignores the miss chance. Costs 1 vitality.
 HealerM: An adjacent ally heals 1d4 wounds. Costs 1 vitality.
 Keen Senses: Boost Insight and Perception checks by +5.
 Nature’s Ally: Boost Handle Animal checks by +5, or by +10 
once daily.
  Outdoor Athlete: Boost Athletics and Survival checks by +5.

 Poison DartM: One target within 20 ft suffers 1d2 
necrotic wound damage from a ghostly dart. Fortitude resists. 
Costs 1 vitality.

     Resist EnergyM: For 5 minutes, you or a touched ally 
enjoy +10 DR against 1 energy type, or +2 DR versus all 
energy types. Costs 1 vitality.
    RuneguardM: You inscribe a rune on or around a 
portal up to 10-ft-square in size. Nonperson creatures with 
magic abilities cannot open the portal or pass through if they 

have fewer levels than you do. The rune requires 5 gp worth 
of gold dust and rare inks and persists for 1 minute per level.

    See InvisibilityM: As a standard action, you clearly notice 
for 1 round any invisible or incorporeal creatures within 30 ft.

      Soul SpiteM: You target 1 creature within 15 ft. If you beat its 
Will, it suffers a -5 penalty for 5 minutes on either Fortitude, Reflex 
or Will, as chosen by you. Costs 1 vitality.
 Walk Amongst SpiritsM: For 5 minutes you enjoy 
a +10 bonus on Bluff and Disguise checks to register as a specific 
nonperson, nonanimal creature type (page 244), as selected when 
activating this ability. Costs 1 vitality.
 Wildstep: Boost Nature and Stealth checks by +5.
 
Intermediate Tier
Shamans may select from the following intermediate abilities.
 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally.

  Dread MinionM: One touched humanoid corpse 
returns to life for 5 minutes as an animus, demonic host, lin-
gering spirit, swamp rat, wretch or zembic (pages 259-276). 

It obeys your verbal commands. Afterward, it turns to dust. You 
are limited to 1 such minion at a time. Costs 5 vitality.

   DreamsightM: Once daily, you fall asleep and for 10 min-
utes view a location up to 10 miles away per level that you have 
previously visited. After that you sleep 6 more hours. Costs 2 vitality.
 Ghost EyesM: You automatically notice incorporeal undead as if 
they were corporeal. Requires See Invisibility.
 Great Fetish: This improves Craft Fetish such that you can 
expend 8 hours and 150 gp to place any 1 intermediate magic ability.
 Guide SightM: You close your eyes to see an area from a per-
spective up to 15 ft away from your actual location, as if you were 
there. While viewing, you are defenseless. Costs 1 vitality per round.
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 Mental Barrier: Permanently boost your Will by +5.
 Minor PactM: Once daily after a 10-minute ritual, you call 
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into yourself a ghostly spirit of yore to empower you. While bound, 
you enjoy a +2 bonus on History checks and know for 24 hours any 1 
basic magic ability from any class. The binding lasts 24 hours or until 
you fail to resist the Exorcism ability. Requires Shamanic Lore. You 
can take this ability a second time to gain another daily use.
 Possess AnimalM: You can possess a natural animal’s body 
while shunting its spirit into a 500 gp gem or jar. The animal must 
be within 120 ft. You do not need line of sight. Initiating possession 
takes 1 minute. If you beat the animal’s Will, your spirit enters its body 
and gain its statistics except its mental attributes, memories, abilities, 
and alignment (which are your own). Meanwhile, your body is asleep 
(unconscious) and the animal’s spirit is held in the gem. The effect lasts 
1 hour. When the hour expires, or the gem is destroyed, or you or the 
animal’s body dies, then the magic ends and all spirits return to their 
bodies (or to the afterlife if a body is slain). Costs 2 vitality.
 Repel SpiritsM: One specific nonperson creature within 30 ft 
and line of sight or hearing that fails to resist using Will cannot make 
attacks against you for 1 hour or until you attack it. Costs 2 vitality.
 Share PowerM: One adjacent ally can use 1 basic magic abil-
ity you know for 2 minutes. You can still use the ability. Costs 2 vitality.
 Speak With DeadM: After a 10-minute rite, you can ask 1 
question per 2 levels over the course of 5 minutes from a corpse that 
you touch. The corpse only knows what the creature did in life, includ-
ing languages it spoke. If the creature was good, it can resist using Will. 
The corpse must be mostly intact and have a larynx. You can use this 
ability up to once weekly on the same corpse. Costs 2 vitality.
  Spirit WardM: For 1 hour, you or a touched ally enjoys a +3 
bonus to DR and saves to resist attacks by 1 specific type of nonperson 
creature. Requires Shamanic Lore. Costs 2 vitality. 
 Tap Astral RealmM: Once daily you focus as a move action 
and select any 1 ability of your race or 1 shaman magic ability of a tier 
you can access except paragon tier. You can and must immediately use 
the ability or lose it. You must be a shaman to use this ability.
 Voodoo DollC: You construct a tiny doll that incorporates 
a piece of a target person such as a hair or nail. For each level of the 
target, the doll costs 5 gp and takes 1 hour to craft. When you are 
done, the doll acts as a conduit for harm or benefit to the person. The 
doll lasts 1 day per level before self-destructing. Once daily, you can 
inflict vitality damage equal to 1d4 + your level (Will negates). Also 
once daily, you can heal or inflict wound damage equal to 1d4 per 4 
levels (round down). To end the effect, the doll must be destroyed, 
the caster slain, or the target aided by Remove Curse.

Advanced Tier
Shamans may select from the following advanced abilities.
 Dream TravelM: You fall asleep for 6 hours and awaken in a 
locale up to 100 miles away per level that you have previously visited. 
Whatever blocks astral travel blocks this ability. Costs 5 vitality.
 ExorcismM: You target 1 fiend, undead or possessed creature 
within 15 ft. If you beat its Will, it is destroyed (if undead), banished 
to its home realm (if a fiend) or freed from possession. Costs 5 vitality.
   Ghost StepM: You are incorporeal for the rest of your turn. 
In this form you can pass over or through obstacles and enjoy 90% 
resistance against mundane attacks, or 50% against magic. You are 
still visible. Costs 5 vitality.
 Ghostly SummonsM: You perform a 1-minute ritual to 
summon 1 or more ghosts to serve you for 1 hour, after which they 
vanish. They obey your telepathic commands. You summon a number 
of ghost levels up to your level. Costs 10 vitality.
 Hail of Poison Darts: This improves Poison Dart to 
target all foes within a 60-ft cone. Costs 5 vitality.
 Half LifeM: You restore to life a creature that died in the past 
hour. The creature is alive but moves at ½ speed, suffers a -5 pen-
alty on d20 rolls, can only use basic abilities, and has a maximum of 
0 vitality. The spell does not cure damage or remove ailments that 
caused death, but such ailments don’t affect it either. The effect lasts 
4 hours + 1 hour per level.  The creature dies again when the spell 
ends. Costs 5 vitality.

 Halt SpiritM: One nonperson creature with magic abilities 
within 30 ft is dazed for 5 minutes. Will negates. Costs 5 vitality.
 Ignore ExorcismM: You ignore the Exorcism ability unless 
you wish to be affected. Requires Minor Pact. 
 Line Against SpiritsM: You evoke a 10-ft-diameter circle 
(or 30-ft straight line) of astral runes. Nonperson creatures with 
magic abilities cannot pass or break the perimeter (or line), nor can 
they move under or above it, for as long as you concentrate as a stan-
dard action each round + 1d4 rounds. Costs 5 vitality.
 Magic JarM: This improves Possess Animal such that you can 
target a person or mutant and the gem costs 5000 gp. Costs 5 vitality.
 MaterializeM: You target 1 incorporeal creature within 30 
ft. It immediately becomes corporeal and loses access to the Incor-
poreal ability for 5 minutes, or until the start of its next turn if  Will 
resists. Costs 2 vitality.
 Pact Magic: This improves Minor Pact, such that you enjoy 
a +5 bonus on History checks and select 2 basic or 1 intermediate 
magic ability of your choice.
 Rain DanceM: You provoke spirits to induce moderate rain 
over a 2-mile area for 1 hour. The chance of success equals 70% + 
1% per level. Costs 10 vitality.
 Recondus Anima: This improves Dreamsight such that 
you may visit a destination within 2 miles that you haven’t visited 
before but for which you specify exact coordinates. Costs 5 vitality. 
 Sacrificial Knife: This improves Ceremonial Knife to 
inflict 3d4 wound damage. Costs 5 vitality.
 SeanceM: After 1 hour of occult ritual, you receive a response 
(yes/no/maybe/irrelevant) from a specific deceased person regard-
ing a number of questions up to your level. Questions must be 10 
words or less. The spirit knows what it knew in life and can refer 
to its situation in the afterlife. Requires Speak With Dead. Costs 10 
vitality.
 Shamanic Master: Apply a +4 bonus on Arcana, Insight, 
Nature, Religion, and Survival checks.
 Shared Pact: This improves Minor Pact such that up to 5 
allies can benefit if they join you in the ritual. Costs 1 vitality per ally.
  Spirit Focus: Your spirit guide bolsters you. Once daily as a 
move action, you gain 4d6 vitality points that you must use before 
the end of your next turn or lose them. Requires Spirit Guide.
 Spirit Stampede: This improves Spirit Pounce to inflict 1d6 
force damage per 2 levels and targets all foes within a 30-ft radius 
sphere within 90 ft of you. Costs 5 vitality.

Paragon Tier
Shamans may select from the following paragon abilities.
 Community Pact: This improves Shared Pact such that you 
affect up to 5 allies per level within 120 ft and the total cost is 10 
vitality regardless of how many benefit.
 Ghost FormM: This improves Ghost Step to last 5 minutes. 
Costs 10 vitality.
 Lasting Magic JarM: This improves Magic Jar, such that 
the swap lasts 4 hours + 1 hour per level. Costs 10 vitality.
 Major Pact: This improves Pact Magic, such that you enjoy 
a +10 bonus on History checks and may select any 3 basic abilities, 1 
basic and 1 intermediate ability, or 1 advanced ability of your choice.
 Mass Dream Travel: This improves Dream Travel to move 
you and up to 5 allies. Costs 5 vitality + 3 vitality per ally.
 Monstrous Voodoo: This improves Voodoo Doll such 
that you may target any creature type.
 Raise DeadM: After a 1-hour ritual, you restore a dead crea-
ture to life, full wounds, and 0 vitality. It must have died within the 
past 1 day per level. The ritual requires 5000 gp in materials. You can-
not raise a creature that wishes to not return to life. Costs 10 vitality.
 Spiritual AscensionM: This improves Ghost Form, such 
that it costs 25 vitality, lasts 4 hours + 1 hour per level, grants darkvi-
sion, and allows you to use your magic abilities and also emit a wail, 
screech or howl that causes all creatures within 120 ft to be shaken (or 
frightened if they are 2nd level or lower) if they fail to resist using Will.
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 Shifter
A shifter can assume the form of a ferocious beast. 

Background & Adventures
A shifter is a force of nature incarnate. He becomes the beast. Eons 
past, a cabal of lycanthropes passed their curse to their children, who 
in turn taught “the blood” to their descendents. Today, shifting is not 
a mere curse. It is a life path.
 Shifters are often bored by urban life and prefer the wilds and dark 
recesses of the world in order to hunt. They thirst for victories won 
with their own teeth and claws. Shifter wanderlust also urges them 
to keep moving.
 Shifters can acquire many beastly qualities. The kind of beast form 
is not so important. It might be a classic werewolf or a unique beast 
that sports a tail, fins, hooves, hide, ink jets, leonine roar, digging 
claws, and/or other animal features.
 A shifter is a consummate combat brute. There is little finesse or 
defense and a lot of blood and gore as the shifter leaps into battle. His 
companions are urged to give him plenty of room as he minces foes.

Class Details
Shifters have the following statistics.
————————————————————————
 Prime Attribute: Constitution.
 Attack: d20 + ½ class level + Constitution modifier.
 Defenses:  Fortitude +2, Reflex +2.
————————————————————————
 Armor: All natural armors such as leather, hide, and monster-
hide.
 Weapons: All axes, bows, hammers, hand-to-hand weapons, 
and small projectiles.
 Starting Gold: 1d4 x 10 (25 gp).
————————————————————————
 Alignment: Any neutral. 
 Special: Typically, you were bitten or otherwise infected with 
the blood of another shifter or a lycanthrope. Alternatively, your 
family bloodline includes a relative who was infected.
 Training: 1d4 years.
————————————————————————
  

Core Abilities
Shifters start with the following abilities at 1st level.
 Night Senses: You gain low-light vision, such that you can 
see 2x normal in shadowy illumination. If you already have that, the 
range is 5x normal. Also, apply a +5 bonus on Perception checks.
  Outdoor Athlete: Boost Athletics and Survival checks by +5.
 WereformM: As a swift action, for 5 minutes you transform 
into a tough, snarling animalistic hybrid form. While transformed, 
you enjoy a +1 bonus to attack rolls and +2 DR. Also, you gain a 
bite that delivers 1d8 damage and claws that deliver 1d6 damage to 
an adjacent foe when you beat its Reflex. You may use either attack 
as a standard action. Add your Strength modifier to the damage dealt. 
The transformation cannot occur in metal armor. Costs 1 vitality.

Basic Tier
Shifters select from the following basic abilities.
 Acidic Spittle: One targeted creature within 30 ft suffers 
1d6 acid damage per 2 levels (max 5d6), or ½ damage if Reflex 
resists. Costs 1 vitality.
 Bear’s Endurance: Apply a +5 bonus on Endurance 
checks. Also, you enjoy a +5 bonus on saves to resist abilities that 
cause fatigue or exhaustion, and you can sleep in armor without 
experiencing fatigue the next day.
 Bull Rush: You shove an adjacent target. If you beat its Forti-
tude, the target is pushed back 1d4 x 5 ft. You must move at least 10 
ft in a straight line just prior to using this ability.
 Cat FallM: As an immediate action, subtract 30 ft from the 

distance fallen when computing falling damage.
 Charge: As a swift action, apply +5 damage to your next claw 
or bite attack. You must move at least 10 ft in a straight line just prior 
to using this ability.
 DarkvisionM: As a swift action, your eyes turn black and you 
see in darkness as easily as in daylight. Ending the effect is a swift action.
 Fast Climber: Boost Athletics checks by +5. Also, when 
climbing, you move at your normal speed (rather than ½ speed) and 
are not defenseless.
 Fast Swimmer:  Boost Athletics checks by +5. Also, when 
swimming, you move at your normal speed (rather than ½) and are 
not defenseless.
 Grapple: You grapple an adjacent foe up to 1 size larger when  
you have 1 hand free and beat the foe’s Fortitude. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 JumpM: You leap outward, downward or upward up to 30 ft as a 
standard action without a running start or Athletics check or fear of 
harm on impact. Costs 1 vitality.
 Keen Feet: Boost Acrobatics and Perception checks by +5.
  Longstrider: Boost your speed by +10 ft for 1 hour. Costs 
1 vitality.
 Lycan Lore: Apply a +5 bonus on Bluff, History, Insight, 
Nature, and Perception checks when dealing with lycanthropes or 
recalling lore about lycanthropes. Also, you speak Sylvan.
 Offensive Maneuver Training: Select 1 of the fol-
lowing abilities: Bull Rush, Charge, Disarm, Feint, Grapple, Over-
run, Sunder or Trip. Whenever you use the selected ability, add +5 to 
your attack roll. Also add +5 to your save when someone else targets 
you with the ability. You must already possess the selected ability to 
benefit. You can take this ability more than once. Each time, select a 
different ability to improve. 
 Overrun: You push through a foe’s space as a swift action. If you 
beat its Fortitude, you can freely pass through its space while maintain-
ing your speed. If not, you stop adjacent to it and do not pass it. 
 Pack Mule: Treat your Strength score as 4 points higher than 
normal when determining your carry capacity.
 Ravage: When using Wereform, you can make a bite attack and 
a claws attack as a single standard action. You suffer a -2 penalty on all 
your attack rolls that round.
 Spiny DartsM: You project a volley of spikes. Creatures along 
a 60-ft line suffer 1d10 damage + 1 per level if you beat their Reflex. 
Requires Wereform. Costs 1 vitality.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Track: Apply a +5 bonus on Survival checks, or +10 when 
tracking in natural environments.
 Trip: An adjacent foe must resist using Reflex or be knocked to 
the ground, suffer 1d6 damage, and be made prone.
 Wilder: You enjoy a +2 bonus on Handle Animal, Heal, Intimi-
date, Nature, and Stealth checks.

Intermediate Tier
Shifters select from the following intermediate abilities.
 Acid SprayM: You belch a 30-ft cone of vapor that inflicts 1d6 
acid damage per level (max 10d6), or ½ damage if Fortitude resists. 
Requires Acidic Spittle. Costs 2 vitality.
 All You Need is Kill: An adjacent foe suffers 2d6 damage 
from your bite, claws or melee weapon attack, or is slain outright if 
it is level 2 or lower.
 Beasthide: This improves Wereform to grant a total of +4 DR.
 Camouflage: Apply a +5 bonus on Stealth checks, or +10 
when you remain motionless in an outdoor area. The area must 
afford places to hide, as normal, and you do not benefit when a crea-
ture already notices you.
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    ClimbM: You gain a Climb speed of 30 ft. You enjoy a +10 bonus 
on Athletics checks while climbing, and you are not defenseless 
while climbing. Requires Fast Climber.
 Diehard: When you fall below 0 wound points, you are not 
unconscious. Instead you are conscious and can continue to take 
a single move or standard action each round until you reach -10 
wounds, at which time you die.
 Far JumpM: This improves Jump to safely take you out to 90 
ft. Costs 2 vitality.
 Goad Foe: One foe within 60 ft and line of sight must resist 
using Will or break off its current foes (if any) and move to attack you.
 Gore AttackM: When you use Large Wereform or Mighty 
Wereform, you grow horns as a swift action. You can use the horns 
as a standard action to gore a foe for 3d6 damage +1 point per level.
 Horrid Wereform: This improves Wereform to offer a 
+2 attack bonus, 2d8 bite damage, and 2d6 claws damage.
 Improved Carry Capacity: You can carry 250 pounds, 
or 1 Medium or 2 Small creatures, in addition to any other weight 
normally allowed for you, and not be overloaded, and can drag up to 
1,250 pounds or support +8 encumbrance slots. This is equivalent to 
a donkey. You must have Pack Mule or be size Large or larger, either 
naturally or by magic, in order to benefit from this ability.
 Improved Initiative: You react quickly to attack. Apply a 
+5 bonus on initiative checks or +2 when over-loaded.
 Large WereformM: When using Wereform, you can grow 
1 size category. A larger size doubles height, applies a -2 penalty 
on Reflex, a +2 bonus on damage rolls, a +5 bonus on Athletics 
checks, +5 wound points, +10 ft speed, a +5 bonus to resist Bull 
Rush, Grapple, and Trip attacks, a -5 penalty on Stealth checks, and 
a 8x weight increase. Activating this ability destroys any nonmagical 
clothing or armor you wear except pants. 
   Rapid Trip: This improves Trip to be usable as a move action.
 Roar: All living foes within 30 ft and hearing range are shaken 
for 5 minutes, or 1 round if they resist using Will. Costs 2 vitality.
 Scent: You can detect creatures within 30 ft by sense of smell. If 
a creature is upwind, the range increases to 60 ft. If it is downwind, 
the range drops to 15 ft.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Bear’s Endurance.
 Shifter Ace: You suffer no attack penalty while using Ravage.
 Shifter BloodM: Once daily, you heal all wound damage. 
Requires Toughness and Wereform.
 SprintM: You can move 10x your normal speed. Requires 
you know Wereform. Each round costs 2 vitality.
 Stalker: You are like a quiet predator. Boost Stealth checks 
by +5, or by +10 once daily for 5 minutes.
 SwimM: You gain a Swim speed of 30 ft and a +10 bonus on 
Athletics checks while swimming. Requires Fast Swimmer.
 Tail SwipeM: You grow a tail. The tail is a melee 
attack with a 10-ft reach. If you hit, your foe suffers 1d6 
damage and is knocked prone if you beat its Reflex. Add 
your Strength modifier to the damage dealt.
 Wilding: An adjacent foe suffers 1d6 damage per 2 
levels as you apply all your passion and might in a fury of 
attacks to defeat it.  Costs 2 vitality. 
 Wolf Blade: When using Wereform, you can make a 
bite attack and a melee weapon attack as a single standard 
action. You suffer a -2 penalty on your attack rolls that 
round.

Advanced Tier
Shifters select from the following advanced abilities.
 Blindsense: You gain bat-like echolocation. 
As a move action, you emit noises that pin-point 
locations of creatures within 30 ft in all directions. 
Requires Wereform.
 ConstrictM: As a move action, you 
may inflict 4d6 damage each round while 

you maintain the use of Grapple on a foe beginning on the round 
after achieving the grapple. Requires Grapple, Offensive Maneuver 
Training, and Wereform.
 Deafening Roar: This improves Roar. You target creatures 
within 60 ft. Affected creatures are also deafened for 5 minutes. 
Moreover, foes are frightened and flee for 5 minutes if you are 5+ 
levels above them. Costs 5 vitality.
 Fast Healing: You always stabilize. Also, each  round at the 
end of your turn while using Wereform, you automatically heal 1 
wound point. This occurs even if you are unconscious but not dead.
 Grab: When you hit using your Wereform claws attack, you can 
use Power Grapple as a swift action. Requires Power Grapple.
 Keen ScentM: Your Scent ability improves, such that you 
notice creatures by scent in a 180-ft radius and detect blood in the 
air or water at ranges of up to 1 mile.
 LashM: An adjacent foe suffers 3d4 wound damage. Costs 5 vitality.
 Mountain and River: Apply a +10 bonus on Acrobatics 
and Athletics checks. Requires Wereform.
 One With Nature: Apply a +4 bonus on Athletics, Endur-
ance, Nature, Perception, and Survival checks. Requires Wereform.
 Power Grapple: This improves Grapple such that each 
round as a standard action, you may move a grappled foe 5 ft, either 
moving at the same time with the foe or repositioning the foe.
 Powerful ChargeM: This improves Charge such  that you 
inflict +15 damage (rather than +5) on your next attack.
 Raking: Up to once per round when you successfully strike a 
foe using your Wereform bite or claws, apply +1d3 wound damage 
in addition to other damage dealt. Costs 2 vitality.
 Rapacious Wereform: This improves Horrid Wereform 
to offer a +3 attack bonus, 4d6 bite damage, and 4d6 claws damage.
 StretchM: As a move action, you elongate a limb to enjoy +5 
ft reach for 1 round. Typically, this grants a 10 ft reach for 1 attack. 
Requires Wereform. Costs 5 vitality.
 Trample: When you use Large Wereform or Mighty Were-
form, you can trample all foes in spaces that you move through. Such 
foes suffer 4d6 damage or ½ damage if Reflex resists.
 Werehide: This improves Beasthide to grant a total of +8 DR.
 

Paragon Tier
Shifters select from the following paragon abilities.

      Improved Toughness: You can absorb huge 
amounts of damage. Boost your maximum wounds by 

+10 points. Requires Toughness.
     Mighty WereformM: When using 

Wereform, you can grow 2 size categories for 
5x normal height, a -5 penalty to Reflex, a 
+5 bonus on damage rolls, a +10 bonus on 
Athletics checks, +10 wound points, +20 ft 
speed, a 15-ft reach, a +10 bonus to resist Bull 
Rush, Grapple, and Trip attacks, a -10 penalty on 

Stealth checks, and a 64x weight increase (Ex. 160 
pounds becomes 10 tons).
 Return From DeathM: Whenever you die 
by violence, you automatically return to life and full 

health under the next full moon. Your original corpse 
vanishes in mist as your new body forms at a locale 

of your choice that you have visited. Requires Diehard 
and Wereform. Miracle or Wish blocks 1 instance of 

your return. 
    Stomp AttackM: When using Mighty 
Wereform, you can step on a foe for 2d8 wound 
damage. You can do this 2x in a round with a -2 
penalty on your attack for each stomp. Reflex 

resists. Add your Strength modifier to the damage dealt.
    TremorsenseM: As a swift action, you 

detect and pinpoint any creature or object within 
60 ft that is in contact with the ground or a 
shared support such as webbing.
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 Sorcerer
A sorcerer studies, imitates, and perhaps worships dragons. 

Background & Adventures
Over his career, a sorcerer transforms into a dragon. Like a dragon, 
he gains a breath weapon, a nasty bite and claws, keen senses, resis-
tance to magic, a nose for treasure, and other draconic features. 
 Like dragons, sorcerers relish gold and other precious treasures 
including gems, magic, and lore. Many are torn between staying put 
to build a hoard and exploring the wider world in pursuit of legend-
ary prizes. 
 Sorcerers are not always welcome. Not quite mortal, not quite 
dragon—when they show their scales, wings, and other oddities, 
common folk are more likely to run or attack than they are to per-
ceive a potent ally. Similarly, a sorcerer riding a dragon mount might 
be just as terrifying as awe-inspiring.
 In addition to a terrible breath weapon, a sorcerer has great 
fortitude, the power of flight, and a subtle influential man-
ner. Though a resilient ally, he is not a front-line warrior 
and his curiosity can invite trouble.   

Class Details
Sorcerers have the following statistics.
—————————————————
 Prime Attribute: Constitution.
 Attack: d20 + ½ class level + Constitution 
modifier.
 Defenses:  Fortitude +2, Will +2.
————————————————
 Armor: All natural armors such as 
leather, hide, and monsterhide.
 Weapons: All light blades and spears plus 
any 1 weapon group of the characters’ choice.
 Starting Gold: 6d4 x 10 (150 gp).
————————————————
 Alignment: Any. Most sorcerers are 
strongly good or evil.
 Special: You do not need implements, 
vows or other aids. Your magic is innate.
 Training: 1d4 years.
———————————————

Core Abilities
Sorcerers start with the following abilities at 
1st level.
 Breath WeaponM: You have a 
breath weapon. When you select this ability, 
select an energy type: acid, cold, electrical, fire 
or sonic. Your breath weapon inflicts 1d6 damage of that 
energy type + 1 point per level (max +5), or ½ damage if Reflex 
resists to foes within a 15-ft cone or 30-ft line, as you like. Requires 
Draconic Resistances. Costs 1 vitality. 
 Draconic Heritage: Select 1 type of dragon. That drag-
on’s blood flows in your veins such that you enjoy a +2 bonus on 
Appraise, Arcana, Athletics, Intimidate, and Perception checks. 
 Draconic ResistancesM: Apply a +5 bonus to resist sleep 
effects and +5 DR against the energy type associated with your breath 
weapon.

Basic Tier
Sorcerers select from the following basic abilities.
 Aggressive: Boost Athletics and Intimidate checks by +5.
 DarkvisionM: As a swift action, your eyes turn black and you 
see in darkness as easily as in daylight. Ending the effect is a swift action.
 Detect TreasureM: When you concentrate as a standard 
action, you note the presence or absence of gold coins, precious 
gems, magic items, quality artwork and similar treasure around you 

within a 5-ft radius per level. When you concentrate again in the 
same area, you learn the distance and direction to the most valuable 
of treasure. Requires Draconic Heritage.
 Draconic Lore: Apply a +5 bonus on Arcana, Bluff, His-
tory, Insight, and Perception checks when dealing with a dragon or 
recalling lore about dragons. Moreover, you speak Draconic.
 Dragon Warblade: You are trained for war. You are pro-
ficient with Medium armor and 1 martial melee weapon of your 
choice. Also, you enjoy a +1 bonus on attack rolls when using the 
selected weapon.
 FlitM: As a standard action, you gain the ability to fly with a 30 ft  
speed for the remainder of your turn. You must end flight on a solid 
surface that supports you. Costs 1 vitality.
 Great Fortitude: You are physically resilient. Boost your 
Fortitude by +2.
 Keen Senses: Boost Insight and Perception checks by +5.
 Hoardmaker: You are obsessed with magical treasure. 
Apply a +5 bonus on Appraise and Arcana checks.
 Iron Will: You are mentally resilient. Boost your Will by +2.

 Lightning Reflexes: You are quick and agile. Boost 
your Reflex by +2. 

    Scale HideM: As a swift action, you can show or 
hide draconic scales that grant +1 DR. The scale 
color matches your draconic heritage. Requires 
Draconic Heritage.
    ScareM: One living creature within 15 ft is 

shaken for 5 minutes, or 1 round if it resists using 
Will. If it is 5+ levels below you, it is frightened 
instead, fleeing the best it can or cowering if it 
cannot flee. Costs 1 vitality.
    Sorcerous Multi-Attack: You can 
make a bite attack and a claws attack at the same 

time as a standard action. Alternatively, you can 
combine a melee weapon attack with a bite or claws 

attack. Either way, you suffer only a -2 penalty 
on your attack rolls made that round. Requires 

Teeth and Claws.
 Teeth and ClawsM: As a swift 
action, you grow a dragon-like snout and 
rapacious claws. Thereafter each round, as a 
standard action against an adjacent foe, you 
can either bite for 1d8 damage or use the 

claws for 1d6 damage when you beat the foe’s 
Reflex. Add your Strength modifier to the dam-

age rolls. The effect lasts 1 hour. Requires 
Draconic Heritage. Costs 1 vitality.

Intermediate Tier
Sorcerers select from the following interme-

diate abilities. 
 Aerial Acrobat: You are an adept flyer. Boost Acrobatics 
checks by +5, or by +10 once daily for 5 minutes while flying.
 Aquatic AdaptationM: As a swift action, you gain dra-
conic gills for 5 minutes. You also gain a swim speed equal to your 
land speed (typically 30 ft) and can breathe water as easily as you 
breath air. If your Breath Weapon type is fire, you breathe scalding 
steam underwater. Requires Draconic Heritage. Costs 2 vitality.
 Arcane Claws:  This improves Teeth and Claws, such that 
your bite attack and claws attack count as magical weapons.
 Charge: As a swift action, apply +5 damage to your next 
melee weapon attack. You must move at least 10 ft in a straight line 
just prior to using this ability.
 Dazing Breath WeaponM: Creatures affected by your 
Breath Weapon ability must resist using Will or be dazed for 1 round. 
 Draconic Muse: Dragons are gifted artists and revel in 
entertainment. Boost Craft, Literacy, and Music checks by +5.
 Draconic Tongue: Dragons are cunning. You enjoy a +5 
bonus on Bluff, Diplomacy, and Trick checks. 
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 Drake Hide: This improves Scale Hide to grant +3 DR total.
 FearM: This improves Scare to target all living creatures in a 
30-ft cone. Costs 2 vitality.
 Improved Breath Weapon: This improves your 
Breath Weapon to deliver 1d6 damage per 2 levels to creatures along 
a 60 ft line or 30 ft cone, as you like. Costs 2 vitality.
 Healing Blood: You automatically heal 1 wound point per 
round for 1d8 rounds + 1 round per level. Costs 2 vitality.
 Hybrid FormM: When using Teeth and Claws, you can grow 
by 1 size category for 5 minutes. A larger size doubles height, applies 
a -2 penalty to Reflex, a +2 bonus to damage rolls, a +5 bonus on 
Athletics checks, +3 wound points, +10 ft speed, a 10-ft space and 
reach, a +5 bonus to resist Bull Rush, Grapple, and Trip attacks, 
a -5 penalty on Stealth checks, and a 8x weight increase. Your bite 
now delivers 2d8 damage and your claws attack delivers 2d6 dam-
age. Costs 2 vitality.
 Knight of the Dragon Hoard: You are proficient 
with Heavy armor. Also, apply +5 damage using the Teeth and Claws 
ability. Finally, you enjoy a +5 bonus on saves to resist fear effects. 
Requires Dragon Warblade as well as Teeth and Claws.
 Locate Magic ItemM: You learn the distance and direc-
tion to locate a specific familiar magic item, a type of magic item, or 
the most powerful magic item present within 500 ft of you (if such 
object is present). Costs 2 vitality.
 Magic’s Master: You are drawn to magic. Apply a +10 
bonus on Arcana checks.
 Rend: This improves Sorcerous Multi-Attack, such that when 
both attacks hit, apply +5 damage to each attack. 
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Sorcerous Talent: Select 2 basic magic abilities for 
which you qualify from the bard, witch or wizard class. You learn 
these abilities.
 Stand TallM: You cannot be knocked prone.
 Summon Dragonette: You gain a dragonette as a per-
manent loyal companion. Its level equals ½ of your own. If you lose 
it, you may acquire another after 1 month and a 25 gp cost.
 Swift FlightM: This improves Flit, such that you may acti-
vate it as a swift action at no cost when you use a magic ability.

Advanced Tier
Sorcerers select from the following advanced abilities. 
 Aura of Fear: Apply a +5 bonus on Intimidate checks. Also, 
whenever you use your Breath Weapon ability, all creatures within 
120 ft that notice you must resist using Will or be shaken for 5 min-
utes. You also gain a +5 bonus to resist fear effects caused by dragons.
 BurrowM: You can burrow through earth and loose rock (but 
not solid stone) for 5 minutes at speed 10 ft. You must know and use 
Teeth and Claws to use this ability. Costs 5 vitality.
 Craft Dragonstone: You can place a draconic rune on a 
gem. The rune corresponds to any basic magic ability, even an abil-
ity you don’t know. After keeping the gem for 24 hours, its owner 
knows and can use that ability as long as he keeps the gem. Crafting a 
dragonstone takes 1 day and requires a gem worth at least 1,000 gp. 
The market price equals 2x the craft cost. A particular creature can 
benefit from a maximum of 3 dragonstones at a time.
 Draconic BloodM: Once daily you heal all wound damage 
plus 4d6 vitality. Requires Draconic Heritage and Great Fortitude.
 Draconic ImmunitiesM: This improves Draconic Resis-
tance such that you are immune to Sleep and Slumber and the energy  
type associated with your breath weapon.
 Dragon Hide: This improves Drake Hide by +4 to grant a 
total bonus of +7 DR. 
 Drake Steed: You gain a drake as a mount. It must be the 
same kind of dragon as you selected for Draconic Heritage. Its level 
starts equal to your level - 2. As you advance, its level advances at the 
same rate. As an intelligent mount, it values its life. Although friendly 
and loyal to you, it may choose its own actions as decided by the GM. 
 Fly-By Attack: While using Winged Flight and attacking 

using natural weapons, you may move both before and after the 
attack, provided that your total distance moved is not greater than 
your fly speed.
 Greater Breath Weapon: This enhances Improved 
Breath Weapon, such that it inflicts 1d6 damage per level to creatures 
along a 120 ft line or 60 ft cone, as you like. Costs 5 vitality.
 HibernateM: You quiet yourself so that you require no air, 
food or other metabolic needs, with +5 DR to all energy types. You 
can remain in this state, aware, unable to act, and not aging, for up 
to 1 month per level. You awaken hungry with ½ normal vitality and 
you must wait 1 week between each use of this ability.  
 Hoardkeeper: Like a dragon, your senses are attuned to 
treasure and opportunities for gain. Apply a +10 bonus on Appraise 
and Perception checks. Requires Hoardmaker.
 Hover: While using Winged Flight, you can halt your forward 
motion and hover in place as a move action. You can then fly in any 
direction including straight up or straight down at ½ speed. If you 
begin your turn hovering, you can use your entire turn to engage in 
other actions. Without this ability, you must keep flying at all times 
while airborne or you must land. 
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Magic Resistance: You enjoy a +5 bonus on saves to resist 
magic abilities. Also, when you are targeted by a magic ability that 
does not allow a save, your foe must beat your Fortitude anyway, and 
if you save then the magic has no effect. Requires Draconic Heritage, 
Magic’s Master, and Resist Magic.
 Notice InvisibilityM: As a move action, you clearly 
notice for 1 round any invisible, astral, and/or incorporeal creatures 
within 30 ft. You see such beings as almost solid with a slight glow.
 Quick Sense: You make Perception checks as a move action 
without penalty, rather than as a standard action.
 Resilient Body: You cannot be dazed. When you take this 
ability a second time, you cannot be stunned either.
 Scent: You can detect the presence or absence of creatures 
within 30 ft provided they have a scent. The ability functions out to 
a distance of 45 ft when you are downwind and 15 ft when you are 
upwind.
 Sleeping SightM: You cannot be surprised, and you enjoy 
a +20 bonus on Bluff checks to appear awake when asleep and to 
appear asleep when you are awake.
 Sorcerous Gift: Select 2 intermediate magic abilities for 
which you qualify from the bard, witch or wizard class. You learn 
these abilities. 
 Strength of the Wyrm King: You enjoy a dragon’s 
great strength. Apply a +5 bonus when initiating or resisting the 
Charge, Bull Rush, Grapple, and Overrun abilities.
 Winged FlightM: You show or hide dragon wings as a stan-
dard action. The wings grant fly speed of 30 ft. Requires Swift Flight.
 Wyrm King’s Blood: Boost History and Nobility checks 
by +10.

Paragon Tier
Sorcerers select from the following paragon abilities.
 BlindsightM: You notice creatures within 30 ft concealed by 
invisibility, darkness or other effects as easily as if they stood unaided 
in broad daylight. This ability draws upon myriad natural clues such 
as scent and vibration but it is also magical in nature. Requires Scent.
 Draconic FormM: You can take the form of a dragon with 
a breath weapon that is the same energy type as your own. The 
dragon’s level equals your level. All your equipment melds into the 
new form and you use its statistics except that you retain your Intel-
ligence, alignment, and vitality points. The effect lasts 5 minutes. 
Costs 10 vitality.
 Fast Flight: This boosts Winged Flight to grant a 90 ft speed.
 Stunning Breath Weapon: Creatures affected by 
your Breath Weapon ability must resist using Will or be stunned for 
1 round. Costs 10 vitality.
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 Warlock
A warlock is a conduit for vile powers and fiendish plans. 

Background & Adventures
A warlock can climb like a spider, sew shut a foe’s eyes, lash out with 
a fiery frog tongue, evoke tentacles from the earth, summon a fiend-
ish spirit to gain a secret power, and corrupt souls into darkness.
  No good comes from a warlock’s powers. He has broken away from 
his humanity and relinquished his soul to fiends in exchange for quick 
and terrible magic and the promise of power in the afterlife.
 A warlock begins his career with a pact and a vile sacrifice. He 
must offer additional living sacrifices to gain more power. Alas, his 
mortal frame can channel only so much energy.
 Warlocks rarely face foes in the open. They prefer 
to work at the back of a party, or move with stealth 
to ambush stragglers. In combat, a warlock easily 
controls movement over the battlefield and dis-
patches masses of weak foes with ease. 

Class Details
Warlocks have the following statistics.
———————————————
 Prime Attribute: Constitution.
 Attack: d20 + ½ class level + 
Constitution modifier.
 Defenses: Will +2.
———————————————
 Armor: All Light armors such as leather.
 Weapons: All light blades and spears plus 
the garrote, quarterstaff, spear, whip, and barbed 
whip.
 Starting Gold: 4d4 x 10 (100 gp).
————————————————
 Alignment: Any evil.
 Special: Whenever you become eligible to access 
a new tier of abilities, you must sacrifice a sentient 
good creature in a 1-hour ritual in order to advance. The 
sacrifice’s level must equal or exceed your current level. You 
made such a sacrifice in order to enter this class.
 Training: 1d6 years.
——————————————————

Core Abilities
Warlocks start with the following abilities at 1st level.
 Arcane Liar: Boost Arcana and Bluff checks by +5.
 Black LightningM: One foe within 15 ft suffers 1d4 vile 
damage per 2 levels (max 5d4). Also, if you beat its Will, it cannot 
move from its space for 1 round.
 Profane Lore: Apply a +5 bonus on Arcana, Bluff, History, 
Insight, and Perception checks when dealing with a fiend or recalling 
lore about fiends. Also, you speak Abyssal and Infernal and have a 
permanent fiendish sigil on your body.

Basic Tier
Warlocks select from the following basic abilities.
 Acid TongueM: Your frog-like tongue lashes out at a single 
target within 30 ft. If you beat the target’s Reflex, it suffers 1d6 acid 
damage per 2 levels (max 5d6). Costs 1 vitality.
 Covetous: Boost Appraise and Trick checks by +5.
 DarkvisionM: As a swift action, your eyes turn black and you 
see in darkness as easily as in daylight. Ending the effect is a swift action.
 Deceitful: Boost Bluff checks by +5, or by +10 once daily.
 GreaseM: Your glare coats a single object or 10-ft-square area 
within 30 ft with slippery, flammable grease for 5 minutes. Creatures 
that attempt to hold or use a greased object drop the object if you 
beat their Reflex. Similarly, creatures that attempt to pass through a 
greased area fall prone if you beat their Reflex. A creature that runs 

or uses Bull Rush or Charge in the area suffers a -5 penalty on its save. 
An inclined area inflicts a -5 penalty. Using Grease on manacles grants 
a +10 bonus on Acrobatics checks to escape. Magical flame lights a 
greased area and inflict 1d6 fire damage per round. Costs 1 vitality.
 Guises: Boost Disguise checks by +5, or by +10 once daily.
 Hell’s WrathM:  One nonevil foe within 15 ft suffers 4d6 
vile damage, or ½ damage if  Will resists. Costs 2 vitality.
 Infiltrator: Boost Perception and Stealth checks by +5.
 Locate EvilM: Once weekly, you learn the distance and direc-
tion to the most powerful fiend, if any, within 2 miles of you.
 NethersightM: Your Darkvision improves. You can see in 
magical darkness as well as normal darkness.
 Resist EnergyM: For 5 minutes, you or a touched ally enjoy 
+10 DR against 1 energy type, or a +2 bonus versus all energy 
types. Costs 1 vitality.
 Sealing CurseM: Iron threads sprout and sew shut the mouth, 
eyes or ears (you decide) of 1 person within 30 ft if you beat his Forti-
tude. This inflicts 1 wound damage and either mutes, blinds or deafens 

him for 5 minutes, as appropriate. Costs 1 vitality.
    ShatterM: You speak a dread word that causes 1d6 

sonic damage per level (max 5d6) to all objects, constructs 
and corporeal undead in a 15-ft cone. Typically, this shat-
ters nonmagical objects, sunders a single nonmagical 
object weighing up to 100 pounds, or helps open a 5-ft-

square hole in a fence or wooden wall. Costs 2 vitality. 
Living creatures are unaffected.

    Spider ClimbM: You gain a climb speed of 30 ft 
for 5 minutes. While climbing, you are not defenseless 
and you enjoy a +5 bonus on Athletics and Acrobatics 
checks. Costs 1 vitality.
     Stolen VisageM: You acquire the appearance 
of 1 touched corpse of a person or mutant, granting 

you a +15 bonus on Disguise checks to look like that 
target for 1 hour. Costs 1 vitality.

Intermediate Tier
Warlocks select from the following intermediate abilities. 
 BlinkM: As a move action, you briefly vanish and 
then reappear up to 15 ft away in an empty space of 

your choice. Requires Profane Lore. Costs 2 vitality.
        DarknessM: You create total darkness in a 

stationary 15-ft-radius area around you or an unattended 
object within 30 ft. The darkness lasts 5 minutes and 
blocks vision including darkvision but not nethersight. 
Attacks made against or launched by obscured foes fail 

50% of the time. You can maintain only 1 area of dark-
ness at a time. Costs 2 vitality.

 Demonic Webs: You can use Summon Swarm as a swift action 
when you use Web such that vermin immediately assault any stuck targets 
in the web. You must already know both of these abilities.
 Fiendish RitualM: Once daily you may conduct a 1-minute 
ritual to summon a fiendish spirit and tap its powers. Select a single 
warlock magic ability of a tier you can access except paragon tier. The 
ability is available to you for 24 hours. Requires Profane Lore.
 Foul SigilM: An adjacent foe must resist using Will or be 
marked with a fiendish sigil. Fiends normally barred from attacking 
mortals may attack the foe. Remove Curse cancels the sigil.
 Giant VerminM: You can conjure 1 demonic rat, giant snake 
or giant spider in an empty space of your choice within 30 ft. It obeys 
your mental commands and remains for 5 minutes or until you dismiss 
it. You can only maintain 1 vermin at a time. Costs 2 vitality.
 Impish FormM: As a swift action, you transform into a Tiny 
raven, rat, snake or spider. In raven form, you can fly at a speed of 
60 ft. In rat form, your land speed is 60 ft. In snake form, you can 
swim at speed 30 ft. In spider form, you can climb at speed 30 ft. 
You return to your normal form at the end of your turn. You cannot 
attack in this form. Costs 2 vitality.
 Profane RegenerationM: When you deliver a killing blow 
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against a foe, you heal 1d8 wound points + 1 point per level of the foe. 
Requires Profane Lore.
 Protective SlimeM: You coat your skin with a slimy red jelly 
for 5 minutes. Nonmagical manufactured weapons that touch you are 
destroyed unless the wielder’s Reflex resists. Costs 2 vitality.
 Scorching RaysM: You target up to 4 foes within 60 ft with 
ruby red rays. Each foe suffers 1d6 fire damage per 2 levels (max 
5d6), or ½ that amount when Reflex resists. Costs 2 vitality.
 SporesM: You release a cloud of spores. Adjacent foes suffer 1d4 
damage per round for 2 minutes as the spores burrow into their skin. 
After 2 minutes, the growths fall off. Cure Ailment or a DC 22 Heal 
check ends the effect. Costs 2 vitality.
 Summon FamiliarM: You gain an imp as a permanent com-
panion. Its level equals ½ your own. If you lose it, you may acquire 
another after 1 month and a 25 gp cost. Imps only obey evil masters.
 Summon SwarmM: A dark swirl vomits a mass of vermin 
that occupies a pair of adjacent 5-ft spaces within 30 ft. The vermin 
are bats, spiders, rats, beetles or such as you imagine. Living creatures 
in the affected spaces immediately suffer 1d4 damage per round (no 
save) and must resist using Fortitude or be dazed for 1 round. The 
swarm lasts while you concentrate + 2 rounds. Costs 2 vitality.
 Taint M: An adjacent person must resist using Will or gain 1 
point of taint. When a person’s taint exceeds his Wisdom score, he 
goes insane.
 Vile SkinM: You gain an inky green, blue or red hide that grants 
a +2 bonus to DR. The effect lasts 24 hours, and you can hide or show 
the skin as a swift action. Requires Profane Lore and an evil alignment.
 WebM: You shoot a sticky web that covers a 10-ft-square area out 
to 60 ft. Creatures in the webbed area are instantly held fast. Each 
round beginning on its turn, a stuck creature can attempt a DC 20 
Acrobatics or Athletics check to move out of the web. The web remains 
for 5 minutes or until you dismiss it or it suffers 40 points of fire dam-
age (10 fire damage destroys 1 5-ft-square space). Costs 2 vitality.

Advanced Tier
Warlocks select from the following advanced abilities. 
 Balor NimbusM: You wreath yourself in greenish blistering 
flames for 5 minutes. Whenever a creature starts its turn adjacent to 
you, it suffers 1d6 fire damage per 2 levels. Costs 5 vitality. 
 Black TentaclesM: You conjure noxious freezing tentacles 
in a 15-ft-square area around a point up to 60 ft away. Each round, 
creatures in the area suffer 3d6 acid damage and 3d6 cold damage. 
Also, those who fail to resist using Reflex are held tightly and dazed. 
All others move at a 5-ft speed and suffer a -2 penalty on d20 rolls 
while they remain in the area. The effect lasts 5 minutes. You can 
maintain 1 set of tentacles at a time. Costs 5 vitality.
 CloudkillM: You conjure a noxious 30-ft-radius cloud within 
90 ft of you. Each round a creature is in the area, it suffers 1d4 acid 
wound damage, is blinded, and is reduced to a 5 ft speed. The cloud 
remains for 2 minutes or until you dismiss it. You can only maintain 
1 cloud at a time. Costs 5 vitality.
 Command FiendM: You target 1 fiendish creature within 
30 ft. If you beat its Will, it obeys all your verbal commands spoken 
in Infernal for the next 5 minutes and is neutral to you (ignores you) 
thereafter for 4 hours + 1 hour per level. Costs 5 vitality.
 ContagionM: You induce a magical disease in an adjacent 
creature. You select the symptoms, which can vary from excessive 
sweating to boils to bleeding from all orifices. The disease leaves the 
target permanently fatigued, belays mundane healing, and inflicts 
1d6 vitality damage and 1 wound damage per day until the creature 
is healed using Cure Ailment and Remove Curse. Costs 5 vitality.
 Dance of RuinM: You briefly dance and chant to evoke a 
wave of crackling energy that flashes outward in a 90-ft radius. All 
nonevil creatures in the area suffer 1d6 vile damage per level, or ½ 
damage if Reflex resists. Costs 5 vitality.
 Dark StarM: This improves Black Lightning to injure all foes 
within 15 ft for 1d6 vile damage per 2 levels. Costs 5 vitality.
 DesecrateM: You can fill a stationary 30-ft-square area around 

you with vile energy that lasts 4 hours + 1 hour per level. Celes-
tials cannot be conjured into the area and fiends cannot be banished 
from it. If there is an unholy alter present, then celestials cannot even 
enter the area. This ability negates the effects of Consecrate (used by 
clerics). Costs 10 vitality.
 Devil’s Insight: You study infernal mysteries and enjoy a +4 
bonus on Arcana, Bluff, Disguise, Intimidate, and Warcraft checks.
 Fiendish ReturnM: You whisper a bargain to an adjacent 
corpse of a person who has died in the past 5 minutes. You restore it 
to life with 1 vitality and no ailments but mark it with a fiendish sigil, 
such that each day it must kill 1 person before dawn or it dies again. 
Good creatures may resist using Will. Costs 5 vitality.
 LashM: An adjacent foe suffers 3d4 wound damage. Costs 5 vitality.
 Lasting Guise: Your Impish Form lasts up to 4 hours + 1 
hour per level. Costs 5 vitality.
 Pariah: Boost Bluff, Disguise, Stealth, and Trick checks by +5.
 Petrifying GazeM: A target within 30 ft and line of sight 
must resist using Will or begin turning into stone. Each round on its 
turn, it has a 25% chance to end the effect. On the first failed try, it 
is limited to a single move or standard action. On the second failed 
try, it cannot act but it can still defend itself. On the third failed try 
it turns to stone. Three successful tries ends the magic. Dispel Magic 
halts the progress but only Remove Curse, Miracle or Wish reverses 
the final effect. You may reverse the effect at any time. Costs 5 vitality.
 PoisonM: As a move action, you poison 1 weapon or cup of liq-
uid in your possession. When a creature is struck by the weapon or 
ingests the liquid, it immediately suffers 1d10 vile wound damage with 
a 50% chance to suffer an additional 1d10 vile wound damage 5 min-
ute later. Unused poison dissipates after 5 minutes. Costs 5 vitality.
 Stunning ScreechM: Your screech stuns all nonevil crea-
tures within 30 ft for 1 round, or dazes them if Will resists. Creatures 
that cannot hear are unaffected. Costs 5 vitality.
   Summon FiendsM: You perform a 1-minute ritual to sum-
mon 1 or more fiends such as demons or devils within 30 ft.  Their 
total levels cannot exceed your level. These fiends immediately obey 
commands you communicate to them in Abyssal or Infernal but will 
seek to pervert your instructions whenever possible. They serve you 
for 1 hour and then vanish. Costs 10 vitality.

Paragon Tier
Warlocks select from the following paragon abilities.
 Corrupting UrgeM: You cause an adjacent person to 
slowly become evil. Each day, it feels an evil urge and must resist 
using its Will or commit an evil act. After it commits more evil acts 
than it has levels, its alignment permanently changes to evil. Miracle 
or Wish negates the effect. Costs 10 vitality.
 DecimateM: This improves Dark Star to injure all foes within 
60 ft for 1d8 vile damage per 2 levels. Costs 10 vitality.
 Fiendish GuidanceM: After 1 hour of occult ritual, you 
receive a response (yes/no/maybe/irrelevant) from a powerful 
fiend regarding a number of questions up to your level. Questions 
must be 10 words or less. Costs 10 vitality.
 Hell MouthM: You open a gateway within 30 ft to an evil 
realm such as Hell or Abyss. For 2 minutes, creatures within 30 ft of 
the gateway must resist using Will or fall in and appear in that realm. 
You choose whether to enter or not. Costs 10 vitality.
 Soul TrapM: An adjacent person who fails to resist using Will 
is permanently turned into a Tiny trinket such as a doll, kettle or bell 
that has the person’s likeness. The target can speak and think but is 
otherwise dazed and cannot use abilities. You can maintain a number 
of levels worth of creatures as trinkets equal to 2x your level at 1 
time. Damage to the trinket or a Remove Curse has a 50% chance 
to end the effect. You can target a creature that died in the past 3 
rounds, restoring it to life as a trinket, but the creature dies again if 
the effect ends. Costs 10 vitality.
 Vile DescentM: Once daily for 5 minutes, you gain +5 DR, 
fast healing 5, nethersight, immunity to fire and poison, and black 
wings that provide a fly speed of 30 ft. Costs 25 vitality.
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 Witch
A witch is a charming enchanter, illusionist, and diviner.

Background & Adventures
The witch is a child of the faerie world. Like fey magic, his spells 
rarely cause direct harm. Instead, he misleads, charms, and scries 
on foes. He sees through others eyes, puts them to sleep, or changes 
their race and sex. 
 Some witches are reclusive, using their dweomer to keep away 
intruders. Others enjoy exploration and adventure—more to enjoy 
companionship than to gain treasure. Though what witch says no to a 
beautiful magic item? 
 A witch’s spells are hard to detect. He sits with an innocent 
smile—perhaps stroking a cat—while kings fall into madness, courts 
fall asleep, and wizards are fooled. Every witch, however, depends 
upon a keepsake that is his strength and weakness.
 Witches tend to be nonviolent. They lack the flashy and lethal 
magic of necromancers, warlocks, and wizards. They excel in social 
situations and in subduing or misleading foes that are too powerful to 
take down through force.

Class Details
Witches have the following statistics.
————————————————————————
 Prime Attribute: Charisma.
 Attack: d20 + ½ class level + Charisma modifier.
 Defenses:  Reflex +2, Will +2.
————————————————————————
 Armor: None. 
 Weapons: All light blades.
 Starting Gold: 5d4 x 10 (125 gp).
————————————————————————
 Alignment: Any.
 Special: You derive magic from a piece of jewelry or article of 
clothing. You are fatigued when you go more than 1 day without con-
tact with the item. After 3 such days, you lose your non-core witch 
magic abilities. A replacement item item costs 10 gp.
 Training: 1d4 years.
————————————————————————

Core Abilities
Witches start with the following abilities at 1st level.
 Charm PersonM: A targeted person within 15 ft is friendly 
to you for 5 minutes if you beat his Will. While charmed, he will not 
act in a way that brings harm to you, himself or his allies. Otherwise, 
he will follow you and respond aggressively to creatures that threaten 
you. He will take you to safety if you are incapacitated. You can dis-
miss the charm as a swift action. If you treat the person well, he may 
remain friendly after the charm wears off. This ability does not grant 
a shared language or alter a person’s alignment. Costs 1 vitality. 
 CurseM: A foe within 15 ft suffers a -2 penalty on d20 rolls, 
damage rolls, and saves. Or it suffers blindness, deafness, impotence, 
muteness or an illusory change of appearance (age, race or sex). The 
duration is 2 minutes. You cannot curse yourself or an ally. Remove 
Curse ends the effect. You can affect a particular creature once in a 24 
hour period. Costs 1 vitality.
 Stealthy Magic: You enjoy a +3 bonus on Arcana and Trick 
checks. Also, a successful Trick check made as a swift action while 
using a magic ability ensures that nobody notices you use that ability. 
The Trick DC equals 10 + 5  per tier (max DC 30 for paragon tier).

Basic Tier
Witches select from the following basic abilities.
 Brew PotionC: You place an ability that you or an adjacent 
ally knows  into a potion, salve, oil, pill or similar mix that delivers a 
single-use effect to a creature or object. The cost and time equal 50 gp 
and 1 hour for a basic ability or 300 gp and 2 hours for an intermedi-

ate ability. You or an adjacent ally pay any vitality cost when brewing 
the potion. See page 196 for details and example potions.
 Charm AnimalM: As Charm Person, but affects animals 
instead and lasts 1 hour. The animal does not gain extra intelligence or 
special knowledge. Costs 1 vitality.
 Color SprayM: A startling melange of colors strikes all crea-
tures in a 15-ft cone. A creature is dazed for 1 round and blinded for 
2d4 rounds if you beat its Will. Otherwise it is dazzled for 1 round. 
Costs 1 vitality.
 Courtly Ruse: Boost your Bluff and Nobility checks by +5.
 Creative: Boost Craft, Literacy, and Music checks by +3.
 Disguise SelfM: Your surface traits—hair color, garment 
style, gender, voice pitch, etc—transmute to grant you a +10 bonus 
on Disguise checks for 1 hour. You can grow or shrink 1 ft and modify 
your Comeliness by +/- 5 points. Costs 1 vitality.
 Dominatrix: You are proficient with leather armor, light 
blades, and the whip and barbed whip.
 Ensorcell MaskC: You place a magic ability that you know 
into a masterwork mask (100 gp cost) that delivers a single-use effect 
when worn. The cost and time equal 25 gp and 1 hour for a basic abil-
ity, 150 gp and 2 hours for an intermediate ability, or 325 gp and 4 
hours for an advanced ability. If the ability expends vitality, you spend 
vitality when ensorcelling the mark. A mark can hold 1 ability at a 
time and be reused in the future.
 Faerie FireM: You target a 10-ft-square area up to 30 ft away. 
All creatures in the area glow brightly for 5 minutes. The glow moves 
with them and betrays their location even if they are invisible. Costs 
1 vitality.
 HealerM: An adjacent ally heals 1d4 wounds. Costs 1 vitality.
 IllusionistM: You conjure 4 torch-like orbs, 1 humanoid 
apparition, 4 voices, 1 loud animal or machine noise, or a series of 
amusing stage tricks. The effects last 5 minutes, remain within 30 ft, 
and do not cause damage or require a save, though they might fool 
the unwary.
 Instant PotionM: Once daily, you conjure a potion of any 
basic ability you know for 0 gp after 1 minute of work. Costs 5 vitality.
 Invisible StepM: You are invisible for the remainder of your 
turn, during which you enjoy a +10 bonus on Stealth checks and 
avoid line of sight. Any attack by you ends the effect. Costs 1 vitality.
 Keen Senses: Boost Insight and Perception checks by +5
 Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
 SleepM: One person or animal within 15 ft falls asleep for 5 min-
utes, or is dazed for 1 round if  Will resists. Apply -5 on your attack 
if the target is above 5th level. A sleeping creature’s allies can use a 
standard action to wake him. Costs 1 vitality.

Intermediate Tier
Witches select from the following intermediate abilities.
 Beauty: Boost your comeliness by +4.
 Charm MonsterM: This works like Charm Person except 
you affect any kind of creature. You must still be able to speak its 
language or otherwise communicate with it. Costs 2 vitality.
 Clairaudience/ClairvoyanceM: After 1 minute of 
preparation, you can see or hear (but not both) events in a 10 ft radius 
around a point up to 500 ft away. You do not need to have line of sight. 
The effect lasts 5 minutes. Costs 2 vitality.
 Detect ThoughtsM: You note the presence or absence 
of thoughts (from conscious, sentient creatures) within a 60-ft cone. 
After concentrating for a second round, you learn the number of think-
ing minds and the Intelligence of each. After concentrating for a third 
round, you “hear” the current surface thoughts of 1 creature of your 
choice within range for 2 minutes if you beat its Will. Costs 2 vitality.
 FogM: A misty vapor rises from the ground in a 15-ft radius 
sphere around a point within 90 ft of you. The vapor obscures all 
sight including darkvision beyond 5 ft. Creatures more than 5 ft from 
each other have concealment (50% miss chance). The fog is unnatu-
ral and resists normal wind, though Gust of Wind disperses it imme-
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diately. This ability does not work underwater. Costs 2 vitality.
 Gust of WindM: You project a 60-ft line of forceful wind. 
Medium and smaller creatures cannot move toward you for 1 round. 
If you beat their Reflex, they are also knocked prone (or are pushed 
back 1d6 x 10 ft if flying). The wind grants a sailed ship standard 
speed for 1 round. Costs 2 vitality.
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 InvisibilityM: You or a touched ally turn invisible for 5 minutes 
or until the subject attacks, whichever comes first. Invisibility boosts 
Stealth checks by +10 and refuses line of sight. Costs 2 vitality.
 KissM: Once daily, after 1 minute spent kissing an adjacent ally, 
you both recover 2d6 vitality.
 Love SpellM: A person within 30 ft who fails to resist using 
Will falls madly in love with you or another person within 30 ft. 
The love-struck target is friendly with overt gestures of passion. The 
effect lasts until the love is consummated or the target of desire is 
slain. If you have a belonging or piece of the target, apply a +2 bonus 
to your attack. This is a curse. Costs 2 vitality.
 Mind Bender: Apply a +3 bonus on your attack rolls against 
Will. Requires Detect Thoughts and Suggestion.
 NondetectionM: For 1 hour you cannot be targeted by the 
following abilities: Detect Alignment, Detect Magic, Detect Magic 
User, Detect Thoughts, Far Sight, Forced Sense Link, Learn True Name, 
Locate Creature, Probe Thoughts, Scrying, and See Invisibility. These 
abilities detect nothing about you. This ability protects you even when 
you are unconscious. Requires you know Invisibility. Costs 2 vitality.
 Remove CurseM: You negate 1 curse affiliating the touched 
creature. A creature can benefit only once daily. Costs 2 vitality.
 SlumberM: This improves the Sleep ability, such that it affects 
up to 1 living creature per level within 30 ft. Costs 2 vitality.
 SuggestionM: If you beat the Will of a person within 30 ft, 
he does his best over a 1-hour period to complete a task that you 
phrase in 10 words or less. The person will not deliberately harm 
himself and the effect has a 50% chance to end each round that his 
life or any of his allies’ lives are in danger. Costs 2 vitality.
 Summon FamiliarM: You gain a dragonette or sprite as a 
permanent loyal companion. Its level equals ½ your own. If you lose 
it, you may acquire another after 1 month and a 25 gp cost.
 Whispering WindM: You send a 25-word message via the 
wind. You designate a location up to 5 miles away. The message 
travels 2 minutes per mile. When it arrives, anyone within 30 
ft of the target destination hears the message. Costs 2 vitality.

Advanced Tier
Witches select from the following advanced abilities.  
 BeguileM: This improves Charm Person to last 
24 hours. Costs 5 vitality.
 Cloud: This boosts Fog to fill a 60-ft-radius sphere.
  DreamM: As Suggestion, but you target a sleep-
ing person within 5 miles. You don’t need line of sight 
but you must know the target’s full name, birthday, and 
approximate locale. Once affected, the person wakes, 
performs the task, returns to sleep (if possible), and 
does not recall his actions. Costs 5 vitality.
 False VisionM: Each day, you can specify a scene 
to show when someone views you with Clairaudience/
Clairvoyance or Scry. The scene repeats in 5 minute loops. 
You are instantly aware when the scene activates, though 
you learn no other information. Costs 2 vitality.
 FigmentM: As Mirage (see paragon ability below), but 
only visual and auditory elements. A creature that touches the 
illusion has a 50% chance to notice the ruse. Costs 5 vitality.
 Final CurseM: As Lasting Curse except it is usable 
once daily, costs 0 vitality, is usable as an immedi-
ate action, and continues after you die.

 FlyM: You can fly at speed 30 ft. You drop gently to the ground in 
1 round if the magic ends while airborne. Costs 1 vitality per minute.
 Hidden Magic: Apply a +10 bonus on Arcana and Trick 
checks. Requires Stealthy Magic.
 Invisibility SphereM: As Invisibility, but affects up to 8 
allies who remain within 15 ft of you. The effect ends for an ally if it 
steps outside the area or makes an attack roll. Costs 5 vitality.
 Lasting Curse: This improves Curse, such that the effect is 
permanent if you beat the target’s Will or until ended by you, your 
death or Remove Curse. Costs 5 vitality.
 Love’s SacrificeM: You touch a corpse and also a helpless or 
willing person. The corpse is restored to full life and health and the 
person dies. Slaying an unwilling person is never a good act even if 
that person is evil. Costs 5 vitality.
 LycanthropyM: You afflict an adjacent person with 
lycanthropy. Every midnight under a full moon, the victim transforms 
into a werebeast or lycan (page 266). See raDiance Masters guiDe for 
details. Remove Curse ends lycanthropy. Costs 5 vitality.
 Mass Curse: This improves Curse to target all foes within 30 
ft. Costs 5 vitality.
 One Thousand FacesM: This ability improves Disguise 
Self, such that it is usable as a swift action and grants a +20 bonus on 
Disguise checks.
 Quick Invisibility: You can activate Invisibility, Invisibility 
Sphere, Improved Invisibility or Vanishing Space as a move action. 
 Replenishing Romance: Once daily, you spend 1 hour 
in intimate romance with a person, after which both of you recover 
to full vitality.
 SeemingM: As Disguise Self, but affects up to 1 ally per level 
who start within 30 ft of you. Requires Disguise Self. Costs 5 vitality.
 Vanishing SpaceM: You make invisible a building, ship or 
similar structure or set-up of up to 1 10-ft cube per level for 4 hours 
+ 1 hour per level. The target must be within 500 ft. Costs 5 vitality.

Paragon Tier
Witches select from the following paragon abilities. 
 Baleful PolymorphM: A target within 30 ft turns into a 
harmless Tiny animal. It uses the animal’s statistics except it retains 
its Intelligence, alignment, saves, and vitality. On its next turn, you 
assault its Will. If it resists, it returns to normal. If it fails, it remains 
in animal form for 24 hours before you try a final attack. If you beat 
its Will again, it permanently acquires the form and only you, or a 
Miracle or Wish, can end the effect. Costs 10 vitality.
  Improved Invisibility: This improves Invisibility, such 

that attacking does not end the effect. Costs 10 vitality.
   Lasting Fly: This ability improves Fly to cost only 5 vital-
ity per hour of use.
    Mindbend: This improves Suggestion to target any creature.

     MirageM: You create an illusion of 1 creature, object, 
corpse or building with full auditory, visual, tactile, olfactory, and 

thermal elements. The illusion can be as small as a house fly or as 
large as a keep or ancient dragon. The illusion functions as if it 
were real. If a creature actively attempts to disbelieve, you must 
beat its Will or the effect ends for that creature. The illusion lasts 
as long as you concentrate as a standard action + 1d4 rounds. 
Requires Figment. Costs 10 vitality.
 ScryingM: You remotely view a locale using a mirror or 
crystal ball worth at least 500 gp. Select a specific destination and 
attempt an Arcana or History check. The DC equals 5 for a famil-
iar location, 10 for a visited location, 20 for a described loca-
tion, and 30 for a location known in name only. If you succeed, 
you can see and hear the location as if you were actually there. 
Costs 5 vitality to activate + 1 vitality per minute of viewing.
   Sleep of AgesM: This improves Slumber such that 
affected creatures doze for up to 1 day per level, cannot 

be wakened except by Remove Curse, and awaken 
ravenously hungry and thirsty with 0 vitality. 
Costs 10 vitality.
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 Wizard
A wizard is the classic student of magic and an arcane explorer. 

Background & Adventures
A wizard excels at practical magic. He blasts with fire, turns invis-
ible, dazes monsters, levitates, deciphers ancient dweomer, travels 
realms of existence, and much more.
 Some wizards are reclusive, but many others adventure in search 
of new magic to add to their spell books. A wizard is also a boon to 
any band of explorers. His abilities aid travel, repulse aggressors, 
bypass traps, and help locate treasure.  
 More than other classes, a wizard has daily flexibility regarding 
which abilities he has ready to use. Upon leaving his apprenticeship 
(whether at an arcane college or a hedge wizard’s tower), he owns a 
spellbook from which he can choose an extra ability each day in addi-
tion to ones he knows by heart. Over time, he adds to his spellbook.
 Wizards rely on magic and are poor in melee. A sensible wiz-
ard encourages his more-puissant allies to take the lead when 
exploring. From a safe vantage point, he is adept at rain-
ing fire, electricity, and ice upon hordes of foes.

Class Details
Wizards have the following statistics.
————————————
 Prime Attribute: Intelligence.
 Attack: d20 + ½ class level + 
Intelligence modifier.
 Defenses:  Will +2.
————————————
  Armor: None. 
 Weapons: All light blades plus the 
quarterstaff.
 Starting Gold: 3d4 x 10 (75 gp).
————————————
 Alignment: Any.
 Special: Select an implement 
(amulet, orb, spell pouch, staff, 
tome or wand). Abilities marked 
with an M require you hold your 
implement. When you do not, apply 
a -2 penalty to your attack rolls.
 Training: 3d4 years.
————————————
 

Core Abilities
Wizards start with the following abil-
ities at 1st level.
 Arcane Training: Apply a 
+3 bonus on Arcana and Literacy checks. 
You can read magic scrolls. Also, you speak Draconic.
 Magic MissileM: You project 1 bolt per 2 levels (max 5 
bolts). Each bolt unerringly hits a target within 90 ft for 1d4+1 force 
damage.
 Spellbook: You use a spellbook that provides daily flexibility. 
Each day, after you study your spellbook and incant for 10 minutes, 
you can use for 24 hours 1 extra wizard magic ability of any tier that 
you can access except paragon tier. This grants access to abilities you 
haven’t mastered. Requires Arcane Training.

Basic Tier
Wizards select from the following basic abilities.
 AlarmM: You set an alarm with a stationary square perimeter 
around you of up to 10 ft per level. Any creature not specified by you 
that crosses the perimeter evokes either an audible or silent alarm, as 
you desire. The alarm remains up to 24 hours or until dismissed. You 
can use this ability at will but may maintain only 1 alarm at a time.
 Burning HandsM: Creatures within a 15-ft cone suffer 

1d4 fire damage per level (max 5d4) or ½ damage when Reflex 
resists. Costs 1 vitality.
 Dark Lore: Boost Arcana and Dungeoneering checks by +5.
 Detect Secret DoorsM: By concentrating as a standard 
action, you detect the presence or absence of secret and concealed 
doors within a 15-ft cone.
 Detect MagicM: You learn whether magic is present or 
absent within a 15-ft cone. The next time you scan the same area, you 
learn the exact location (within 5 ft) and name of 1 magic ability pres-
ent. This ability cannot locate invisible creatures or detect illusions.
 EnlargeM: You or a touched ally grow 1 size category for 5 
minutes. A larger size doubles height, applies a -2 penalty to Reflex, 
a +2 bonus to damage rolls, a +5 bonus on Athletics checks, +3 
wound points, +10 ft speed, a +5 bonus to resist Bull Rush, Grap-
ple, and Trip attacks, a -5 penalty on Stealth checks, and a 8x weight 
increase. Costs 1 vitality.
 Feather FallM: As an immediate action, you or 1 ally within 
120 ft descends gently to the ground rather than falls. Costs 1 vitality.

        Fire BoltM: One target within 30 ft suffers 1d6 fire 
damage per 2 levels (max 5d6) plus ½ that amount on its next 

turn unless it expends a standard action to extinguish the 
flames. Reflex negates. Costs 1 vitality.
 LightM: You conjure light on an unattended 
object that you touch. The light produces strong illu-
mination in a 15-ft radius burst and weak illumination 
outward an additional 30 ft. You can use and dismiss this 
ability at will but you can maintain only 1 light at a time. 
 Mage ArmorM: A shimmering field grants you 
+4 DR for 1 hour. Mage Armor does not stack with real 
worn armor or Bone Armor. Costs 1 vitality.
 Mage HandM: You telekinesis a single unat-
tended object weighing up to 5 pounds and within 30 ft. 

You can telekinesis the object up to 10 ft.
 Mana Surge: Once daily as a move action 
you regain 1d6 vitality that you must use before the end 
of your next turn or you lose the points.
 MessageM: You whisper a message that is 
clearly audible to 1 target within 90 ft. You only need line 
of effect, not line of sight.

 ReduceM: You or a touched ally shrink 1 size cat-
egory for 5 minutes. The smaller size halves height, grants 
a +2 bonus to Reflex, a -1 penalty to damage rolls, a -5 
penalty on Athletics checks, a -3 penalty to maximum nor-
mal wound points, a +5 bonus on Stealth checks, -10 ft 

speed, and a 7/8ths weight reduction. Costs 1 vitality.
      Resist EnergyM: For 5 minutes, you or a touched 

ally enjoy +10 DR against 1 energy type, or a +2 bonus versus all 
energy types. Costs 1 vitality.

 Scribe ScrollC:  You place a magic ability that you or an adja-
cent ally know into a scroll or similar single-use media that a charac-
ter with this ability or with Arcane Training or Artificer Training can 
use. The cost and time equal 25 gp and 1 hour for a basic ability; or 
150 gp and 2 hours, 325 gp and 4 hours, or 750 gp and 8 hours for 
an intermediate, advanced or paragon ability, respectively.
 Shocking GraspM: One adjacent foe suffers 1d6 electrical 
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on your attack against metal-clad foes. 
Costs 1 vitality.
 Spell Ready: Boost Arcana and Perception checks by +5.

Intermediate Tier
Wizards select from the following intermediate abilities. 
 Arcane LockM: You add a layer of magical protection to a 
portal or container. You specify a password to bypass a layer. A DC 
25 Athletics check or a DC 25 Mechanics check defeats 1 layer. You 
can maintain a number of Arcane Locks at once equal to your level.
 Counter SpellM: As an immediate action, you target 1 per-
son within 30 ft who is activating a magic ability. If you beat his Will, 
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you negate his magic. Requires Arcane Training or Dark Lore. Costs 
1 vitality + the countered ability’s vitality cost, if any.
 Daze MonsterM: One creature within 60 ft is dazed for 1 
round if you beat its Will. Costs 2 vitality.
 Detect TrapsM: You try to cause traps within 15 ft to glow 
for 1 round, revealing spaces the traps would affect when triggered. 
The chance of success equals 70% + 1% per level. Costs 2 vitality.
 FireballM: You project a red ray out to 90 ft that blossoms into a 
15-ft-radius ball of fire. Creatures in the area suffer 1d6 fire damage per 
level (max 10d6), or ½ damage when Reflex resists. Costs 2 vitality.
 Instant PitM: You open a permanent 10-ft-deep pit or tunnel 
in an unoccupied 5-ft-square plot of earth (but not stone or worked 
material) within 30 ft. Costs 2 vitality.
 InvisibilityM: You or a touched ally turn invisible for 5 minutes 
or until the subject attacks, whichever comes first. Invisibility boosts 
Stealth checks by +10 and refuses line of sight. Costs 2 vitality.
 KnockM: You open 1 mundane lock or negate 1 Arcane Lock 
effect. Costs 2 vitality.
 LevitateM: When you concentrate as a standard action, you 
mentally move 1 target weighing up to 250 pounds a distance of 30 
ft up or down. You can move yourself, a willing creature or an unat-
tended object out to a distance of 60 ft. Costs 2 vitality.
 Lightning BoltsM: You inflict 1d6 electrical damage per 
level (max 10d6) to all creatures in either a 15-ft cone or along a 60-ft 
line, as you desire. Apply ½ damage if Reflex resists. Targets that don’t 
resist are also dazed for 1 round. Costs 2 vitality.
 Locate ObjectM: You learn the distance and direction to 
locate a specific familiar object or type of object within 500 ft of you 
(if such object is present). Costs 2 vitality.
 Secret ChamberM: You create an invisible 5-ft-wide, 10-ft-
high magic portal directly in front of you. All who enter the portal 
move into a 15-ft-cube extradimensional chamber (it exists in the 
Astral Realm). Only creatures (not unattended objects or natural phe-
nomena such as wind) may pass through the portal with your permis-
sion. The chamber holds comfortably up to 8 Medium creatures and 
lasts for 4 hours + 1 hour per level. Creatures caught in the chamber 
when the magic ends are dumped at its entrance. You can only maintain 
1 secret chamber at a time. Costs 5 vitality.
 See InvisibilityM: As a standard action, you clearly notice 
for 1 round any invisible or incorporeal creatures within 30 ft.
 Summon FamiliarM: You gain a dragonette or homunculus 
as a permanent companion. Its level equals ½ your own. If you lose it, 
you may acquire another after 1 month and a 25 gp cost.
 Wall of StoneM: You conjure a 1-ft-thick stone slab that is 
5 ft x 20 ft or 10 ft x 10 ft. The slab appears within 30 ft of you in any 
spot where it can anchor (meld) into existing voluminous stone or 
dense earth on at least 1 side. The wall has DR 10 and 120 hit points 
per 5-square-ft area. It lasts 5 minutes. Costs 2 vitality.

Advanced Tier
Wizards select from the following advanced abilities.
 Arcane Sage: Apply a +10 bonus on Arcana and Literacy 
checks. Requires Arcane Training.
 Cone of ColdM: You inflict 1d6 cold damage per level to all 
creatures in a 60-ft cone. Reflex resists for ½ damage. Costs 5 vitality.
 Dimension DoorM: You vanish and reappear in any unoc-
cupied space up to 500 ft away, even if unseen, and may take 1 adjacent 
Large or smaller creature or object with you. You arrive dazed for the 
rest of your turn, and if the destination is occupied, you suffer 1d6 
wound damage and appear in the nearest open space. Costs 5 vitality.
 Dispel MagicM: You target 1 magical effect within 30 ft. You 
can end an area effect, magic on an item or magic on a creature, as 
you desire. If the magic is permanent, then you suppress it for 5 
minutes. If it has a duration, the magic ends. Requires Arcane Sage. 
Costs 5 vitality.
 Diverse dweomer: Select 4 basic magic abilities for which 
you qualify drawn from any classes. You now know these abilities.
 FlyM: You can fly at speed 30 ft. You drop gently to the ground in 

1 round if the magic ends while airborne. Costs 1 vitality per minute.
    Force MantleM: As an immediate action, you erect a 15-ft-
square invisible field directly in front of, behind, above or below 
you. The field blocks movement and attacks from both sides and lasts 
until the start of your next turn. Costs 5 vitality.
 Greater Counter Spell: This improves Counter Spell to 
halt the magic use of any creature type, not just persons.
 Mana Focus: Once daily as a move action, you gain 4d6 vital-
ity that you must use before the end of your next turn or you lose them.
    Mnemonic Enhancer: Each day, you can select and use 
for 24 hours 2 basic wizard magic abilities and 1 intermediate wizard 
magic ability of your choice in addition to abilities normally available 
to you. Requires Spellbook and Intelligence 15+.
 Pass WallM: You and up to 5 allies move through a 10-ft-
square x 5-ft-thick adjacent solid mass of any material except lead or 
adamantine. If the mass is more than 5 ft thick then the magic fails 
and you each suffer 1d6 damage. Costs 5 vitality.
 PolymorphM: For 2 minutes, you acquire the appearance 
and statistics of any creature (without class levels) with a level up to 
½ your own. You retain your Intelligence, alignment, vitality points, 
and magic abilities. You can end the effect as a swift action and regain 
1d4 wounds when doing so. If you fall unconscious or die, you return 
to your normal form. Costs 10 vitality.
 Resilient SphereM: A shimmering globe of force encloses 
you or a Large or smaller target within 30 ft for 10 minutes or until 
dismissed by you if you beat the target’s Reflex. Nothing physical can 
move or pass in or out of the sphere, though Dimension Door and 
Teleport work normally. Costs 5 vitality if the target fails to resist.
 Secret ChestM: You can craft a magic chest costing a mini-
mum of 5000 gp. It holds up to 1 cubic ft of material per level. When 
not in use, it resides safely in an extradimensional space (in the Astral 
Realm) that you can call from anywhere. You can summon or stow 
the chest as a standard action.
 SendingM: You send a message of 25 words or less to a willing 
creature that you have met before and know by name on the same 
world or realm of existence as you. Costs 2 vitality.
 True SightM: You see through all illusions, disguises, and 
concealments for 1 round. This reveals secret doors and invisibility. 
It also bypasses the Nondetection ability. Costs 5 vitality.

Paragon Tier
Wizards select from the following paragon abilities.
 DisintegrateM: You target a single 10-ft-cube volume or 1 
creature within 120 ft. If you target a volume, unattended mundane 
material and force effects (such as Wall of Force) vanish. If you tar-
get a foe and beat its Fortitude, it suffers 4d6 wound damage and 
vanishes if it dies. Miracle or Wish restores disintegrated items and 
creatures. Costs 10 vitality.
 Globe of InvulnerabilityM: For 5 minutes you ignore 
the effects of basic and intermediate magic abilities that target you or 
activate in an area that includes you. Costs 10 vitality.
 Realm ShiftM: This improves Teleport such that you and 
allies may move to another world or realm of existence, and you may 
reverse the trip to return home with no vitality cost after 24 hours.
 TeleportM: You and up to 5 allies or 1000 pounds of gear move 
to a location up to 100 miles away per level. The trip is 1 way. You 
must have a specific destination in mind, and you must succeed on 
an Arcana check to arrive there. The DC for the location equals 5 if 
familiar, 10 if visited, 20 if described, or 30 if known in name only. A 
failed check means you arrive 1d6 miles away from your desired des-
tination, possibly in a dangerous locale. You are always shunted from 
solid material to the nearest open space. Costs 10 vitality + 2 vitality 
for each ally or 250 pounds of gear to a maximum of 20 vitality.
 Wall of ForceM: You conjure an invisible force field with 
a surface area up to 1 10-ft square per level. The field can be a flat 
contiguous plane or a hollow cube, hemisphere or sphere. Nothing, 
not even incorporeal creatures, can pass through it. Dispel Magic 
does not end it. Costs 2 vitality per round.
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Chapter 5 
Skills

Whenever a character attempts an everyday action such as climbing 
a ladder or hiding from guards, he refers to an appropriate skill such 
as Athletics or Stealth to determine success or failure. 

 Using Skills
Every task has a Difficulty Class (abbreviated DC) that is set by the 
GM. Everyday tasks vary on a scale of difficulty from 1 to 20, with 
1 as essentially automatic and 20 as fairly hard. Unusual tasks that 
require expertise may have a Difficulty Class of 30, 40 or higher. 
 To adjudicate a task, determine the task’s Difficulty Class and 
which skill best covers the task. The GM determines the DC, using 
the skill descriptions on pages 104 though 106 as guidelines. 
 For example, the Acrobatics skill includes such actions as bal-
ancing, dancing, tumbling, escaping bonds, making a soft landing, 
and flying in a precise way. The soft-landing option reads: “You can 
reduce the damage delivered by falling by 10 ft on a successful DC 
15 Acrobatics check.” 
  Talos wishes to jump down a steeply sloping rooftop in the dark. 
This is ground some 20 ft below the roof line. He is in no rush and 
willing to proceed carefully, lowering himself and then letting go. 
However, he cannot see there is debris on the ground that may dis-
rupt his landing. The GM decides that his care cancels out the effect 
of debris, leaving it DC 15.
 When unsure, refer to Table 5-1: Skill Difficulty to adjudicate a 
skill’s DC.

Table 5-1: skill diffiCulTy 
 Difficulty 

Class Meaning Example

5 Trivial Overhear people talk normally a few ft 
away from you.

10 Easy Hear an armored person walk slowly to 
avoid making noise.

15 Average Hear an unarmored person walk slowly to 
avoid making noise.

20 Hard Hear a thief sneak down a hall or overhear  
people as they talk in the next room.

30 Very Hard Hear a house cat.

45 Paragon Hear a house cat stalk prey or an owl glide.

60 Epic Hear a snail moving or the rustle of a 
single hair.  

90 God-like Hear the beat of a single cell.

Ideally, the GM keeps DCs to himself, to help maintain suspense. 
However, a player and GM may wish to work together when the 
character spends time (1 minute or more) assessing the risks present 
in a situation.

Skill Checks
Typically, you attempt a skill check on your turn as a standard action. 
In a few situations, you make a skill check as a move action or as a 
swift action. To make a check:
 = d20 + attribute modifier + other modi-
fiers, if any, due to abilities
 If you pass a skill check, you achieve your goal. When you succeed 
by 10 or more, the GM may give you an extra benefit. Conversely, if 
you fail a skill check, you fail to meet your goal. Depending on what 
you are attempting, you may receive a wrong result, no result or an 
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opposite result particularly if you fail by 10 or more.
 Example: Talos wishes to swim across a narrow, placid-looking 
river. Normally, this might be a DC 10 Athletics check. Unknown to 
Talos, however, the river has a dangerously strong current—he must 
pass a DC 15 Athletics check. His Strength is 18, giving him a +4 
bonus on his check. Also, he has the Seafarer ability which grants an 
additional +3 bonus. Thus, his check:
 = d20 + 7
He rolls 8 and adds +7, for 15 total. He barely fords the river. 
 Later, Talos comes to another river. He wonders if it is safe and 
attempts a Nature check, recalling facts about rivers and logical 
deductions he can make. The Nature skill is based on Intelligence. 
Talos has a 10 Intelligence, which is +0 modifier. Happily, the GM 
applies a +2 bonus due to favorable circumstances (Talos just crossed 
a similar river). Also, Seafarer grants a +3 bonus here too. However, 
the GM decides that the Nature DC is 15, since determining a river’s 
current by just looking at it can be quite challenging. Talos’s check:
 = d20 + 5
He rolls a 4 and adds 5, for 9 total. The GM reports that Talos figures 
the river is safe (which he will soon discover is incorrect).

Taking 10
A character may “take 10”. Instead of rolling d20, assume an aver-
age result of 10. This adds predictability though it does not assure 
success.

Rushed Checks
Rather than a standard action, you can rush a skill check as a move 
action or swift action and suffer a -10 or -20 penalty, respectively.

Aid Another
Why go it alone? A character can receive aid from up to 3 allies. In 
order to help, an ally must pass a check of 15+ for that skill. Each ally 
that can help supplies a +2 bonus to the skill check, to a maximum 
benefit of +6. Aiding another character requires that the helpers be 
adjacent to each other and the ally providing aid must provide his 
complete attention and forfeit any other actions that round. 
 

Multiple Skill Checks
Many tasks involve multiple skills or repeated use of the same skill. 
Perhaps Talos has to jump over rocks and climb a tree as part of cross-
ing a very wide river. Or perhaps he has to ford a river that is 300 
ft wide. 
 An easy way to resolve a skill challenge is to check each task sepa-
rately. Talos makes an Athletics check to tackle the tree, 2 more Ath-
letics checks to leap between rocks, and a final Athletics check to 
reach the opposite bank.

Skill Challenges
Another way to handle multiple skill checks involves 6 skill checks in 
a row, each with a DC 5 lower than the usual DC. The task succeeds 
if at least 4 checks succeed. This approach allows for a gradation of 
results.
 For example, Talos has the opportunity to romance a princess who 
is to be married in a week to a scoundrel named Rolan. If she doesn’t 
marry Rolan, her father and his both may break their political alli-
ance and plunge their countries into war. 
 Romance falls under the Diplomacy skill and the GM decides on 
a DC of 20. Under normal circumstances, the princess could not 
be swayed but she isn’t marrying for love and is open to a way out. 
However, a man with sufficient charm and skill might be capable. 
Fortunately, Talos is charismatic. His 14 Charisma grants a +2 bonus 
on his skill check, which is hardly promising since d20+2 will always 
rarely be 20 or above. Instead of attempting a single roll, the GM 
reduces the DC to 15 and allows Talos to try 6 checks. Fortunately 
for Talos, he rolls 13, 7, 19, 11, 17, and 20. With a +2 bonus, he 
makes 4 of the rolls and  successfully sways the princess to delay the 
marriage. 

 Other results were possible. Had Talos passed all 6 checks, the 
princess would have eloped with him instead! Had he succeeded on 
only 3 checks, she would have politely said no. Success on only 1 or 
2 checks would have resulted in rebuke and possible expulsion. Had 
he failed all the checks, she might have demanded his arrest!

Opposed Skill Checks
A few skills work using opposed checks. You and your foe both 
attempt a skill check, and the party with the highest result succeeds. 
 For example, Bluff is opposed by Insight. If Talos wishes to bluff 
a guard that he is a friend of the prince, he attempts a Bluff check 
while the guard attempts an Insight check. If Talos is wearing noble 
clothing and sports his coin purse, then his chances may increase. If 
Talos gets the higher result, the guard believes him and lets him in. 
Otherwise, the guard refuses entrance. 
 Resolve a tie by rolling again.

Retrying Checks
You can retry an unsatisfactory check for skills based on Strength, 
Dexterity or Wisdom after suffering the results of failure. 
 When you fail a Constitution-based or Wisdom-based skill, you 
must wait 5 minutes before trying again. You must wait 24 hours 
before retrying an Intelligence-based skill check.

Skills In Combat
Combat is hectic. During combat, a character is considered rushed—
that is, he finds it challenging to concentrate. A character cannot 
“take 10” in combat. He suffers a -10 penalty on Intelligence-based 
skill checks except for the spellcraft option under the Arcana skill.

Which Skill Now?
Sometimes a player wants to try an action for which there is no single 
applicable skill. For example, Talos tries to learn whether there are 
hidden messages in a book written by an old friend, a king. Is this Lit-
eracy, Insight, Nobility or what? The character checks the skill with 
which he is most adept.

 Earning a Living
A character can apply his skills to earn a decent living.  There are 
many options. Each week, roll checks for 3 skills. For example, a 
character might use Acrobatics, Bluff and Trick while working as a 
stage performer. Or he might use Appraise, Craft, and Mechanics 
while working as a tinkerer merchant. Each check result indicates 
how much the character earns: 

 »  Result 4 or less: no earnings. 
 »  Result of 5 to 14 grants 3 sp. 
 »  Result of 15 to 24 grants 3 gp. 
 »  Result of 25 to 34 grants 12 gp.  
 »  A result of 35+ grants 30 gp.

Total the earnings for all 3 skill checks. A character can make up to 
90 gp a week. Earnings are usually spent on monthly upkeep (page 
153). These earnings assume the character works in a community 
that offers jobs and wealth.

BeHinD tHe matH
 A d20 skill check produces numbers from 1 to 20. However, char-
acters gain modifiers from several sources. A character will enjoy a 
bonus for skill checks based on his attributes. Also, abilities may grant 
+2, +5, +10 or rarely even better. For example, the Arcane Training 
ability for wizards grants a +5 bonus on Arcana and Literacy checks. 
Both skills are Intelligence-based. Thus, a wizard with 16 Intelligence 
enjoys a +8 bonus. His average check result is an 18! If he takes 10, he 
is reasonably sure to succeed at hard tasks related to analyzing arcana 
and deciphering ancient texts. On a good day, he functions as a true 
expert. At the end of his career, the best result might be a 45, amazing 
but not godlike.
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 Skill Descriptions
Here are skills commonly used by adventurers. If you cannot find a 
particular skill, use the closest approximation.

Acrobatics (Dex)
Acrobatics includes the following uses.
 Balance: Moving at ¼ your normal speed along a narrow dry, 
even beam is a DC 10 Balance check. Add +5 if you move at half-
speed or +10 if you move at full speed. Add +5 if the beam is uneven 
and +10 if the beam is wet. 
 Dance: Performing an easy dance without errors or a hard 
dance with minor errors is a DC 15 check. Lack of space, fatigue, 
and a poor partner each add +5 to the DC. This skill assumes prior 
rehearsal. Without rehearsal, increase the DC by +10.
 Escape: You free yourself from constraints against a DC equal 
to the rope-tyer’s Trick check. You shimmy through a narrow space 
(typically, 2½ ft for a Medium creature or 2 ft for a Small creature) 
on a DC 15 check. 
 Precision Flight: Performing fun physical tricks such as 
somersaults or operating a device while flying is a DC 12 check. 
Performing tricks in strong wind or while under duress is DC 18.  
 Soft Landing: On a successful DC 15 check, you reduce 
damage delivered by falling by 10 ft, or jump an extra 5 ft with an 
agile running start.
 Trip: On an opposed Acrobatics check, you cause an adjacent foe 
of your size or 1 size smaller or larger than you to fall prone..
 Tumble: You can pass through a space occupied by a foe by suc-
ceeding on a DC 15 Acrobatics check and moving at ½ your normal 
speed. Increase the DC by +10 if you attempt to move at your full 
normal speed.

Appraise (Int)
Appraise includes the following uses.
 Appraise Item: You correctly estimate the value of a com-
monly available item on a DC 10 check. Use DC 15 if the item is 
uncommon and DC 20 if the item is rare. For a unique or magical 
item, use DC 25. 
 Appraise Personal Worth: On a successful DC 18 
check, you correctly evaluate the total value of a person’s items, 
properties, and other holdings, assuming you have viewed or heard 
about these properties. This helps you to estimate their level and 
social standing. 
 Identify Magic Item:  You correctly learn the func-
tions of a magic item on a DC 15 check without using the item. For 
example, you learn the likely effect of a drinking a potion or reading 
a scroll. Inspecting an item by observation without touch contact 
inflicts a -5 penalty on your check. A successful DC 25 check reveals 
a magical items activation word.

Arcana (Int)
Arcana includes the following uses.
 Arcane Lore: You correctly recall facts about magic, famous 
magic users, and well-known magical locations on a DC 10 check. 
Uncommon information is DC 15. Obscure information is DC 20 or 
higher. 
 Realms Lore: You recall facts about realms of the multi-
verse. The Mortal Realm is a DC 10 check. The Astral Realm is a DC 
15 check. The various divine realms are DC 20 checks. Any other 
realms are DC 25 or higher. A successful check reveals the answer to 
1 question. 
 Spellcraft: As a swift action, you can learn the name of a 
magic ability being initiated or in effect on a successful DC 10 check 
for a basic ability, DC 15 for an intermediate ability, DC 20 for an 
advanced ability, and DC 25 for a paragon ability. 
 Use Magic Device: A successful DC 25 check lets you acti-
vate a magic item that is unfamiliar (you have not yet analyzed it) or you 
cannot normally use. You can retry every round to activate a device.

Athletics (Str)
Athletics includes the following uses.
 Bend Bars: You bend poor metal bars on a DC 20 check, 
good bars on DC 25, and masterwork bars on DC 30. If you have 
leverage, the bars are mostly rusty, or you apply acid, lower the DC 
by 5. If the bars are made of mithral or adamantine, or are extra close 
or thick, increase the DC by +5.
 Climb: You can climb a ladder at ¼ your normal speed at DC 
10 (typically, 7½ ft in 3 seconds). Creatures without innate climbing 
ability suffer a -5 penalty on attack rolls, skill checks, and saves while 
climbing, and are also defenseless (foes enjoy a +5 bonus on attack 
rolls against the climber). In contrast, creatures with an innate climb 
speed such as monkeys and spiders enjoy a +10 bonus on Athletics 
checks and suffer no penalties. 
 Fly: Tight turns in combat succeed on a DC 15 check. Complet-
ing a maneuver in a strong wind (50+ mph) requires a DC 20 check.
 Hold: You hold an adjacent foe of your size or smaller for 1 
round if you win an opposed check. Neither you nor the held foe can 
move, and you both can only use Light weapons already in-hand.
 Jump: A running jump across a 5 ft distance equals DC 5. Add 
+5 to the DC for every 5 additional ft. A running jump requires a 
minimum of 20 ft leading into the jump. Add +10 to the DC when 
attempting a standing jump. 
 Swim: A land-bound creature swims in a placid water body at ½ 
its normal speed on a successful DC 10 check (typically, 15 ft in 3 
seconds). It suffers a -5 penalty on d20 rolls and saves while swim-
ming and is defenseless (foes enjoy a +5 bonus on attacks against it). 
In contrast, creatures with an innate swim speed enjoy a +10 bonus 
on Athletics checks and suffer no penalties.
 

Bluff (Cha)
Bluff includes the following uses.
 Act: Performing a simple stage role without errors or a hard 
role with minor errors is a DC 15 check. Lack of props, fatigue, and 
an unfriendly audience each add +5 to the DC. This skill assumes 
prior rehearsal. Without rehearsal, increase the DC by +10.
 Deception: You convince a creature of a falsehood if you suc-
ceed against its Insight check. If the deception is implausible or there 
is evidence to the contrary, increase the DC by +5 or even +10. If 
you have false evidence or a false witness, adjust the DC by -5.
 Distraction: You can distract a foe or set of foes within 30 
ft, inflicting a -5 penalty on their Perception checks, for 1 round on a 
successful DC 12 check. A result of 20 or higher results in distraction 
for 5 minutes.
 False Voice: You disguise or throw your voice on a success-
ful DC 15 check. Use DC20 when the voice is of a different sex or 
creature type.
 Innuendo: You can suggest a course of action without explic-
itly stating it. With a foe, you can suggest harm. With an ally, you 
can communicate information tacitly in front of others. A successful 
Insight check deciphers innuendo. If you are speaking in a differ-
ent language or are a different race, then increase the DC by +5 to 
understand the innuendo.

Craft (Int)
Craft includes the following uses.
 Crafts: You can craft a simple nonmagical, nonmechanical item 
worth 5 gp or less on a DC 10 check. Items costing 6 to 100 gp have 
a DC 15. Items costing 101+ gp have a DC 20. Add +10 to the DC 
for masterwork items, +5 for items with moving parts, and +5 for 
huge or tiny items. Craft time is 1 day per 100 gp.
 Fine Arts: This includes drawing, painting, sculpture, and 
woodworking. Producing a good work  is a DC 20 check and requires 
1 day for each 1-ft-cube of composition. A result of 30+ indicates a 
work of exceptional beauty.
 Mending: After 1 hour of work, you repair 1 hit point of dam-
age to a damaged nonmagical, nonmechanical item per point above a 
DC 15 check. Add +5 to the DC is the harm was caused by magic.
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Diplomacy (Cha)
Diplomacy includes the following uses.
 Persuade: Outside of combat, after 1 minute of face-to-face 
interaction with a sentient creature, you convince it of the value of 
your course of action by succeeding on a DC equal to 10 + 2x its 
level. While the effect is more genuine than Intimidate, the creature 
may change its mind later and/or not act immediately. Apply a +5 
bonus if you both share the same alignment.
 Romance: Outside of combat, you gain another character’s 
romantic attention for 30 minutes on a DC 15 check. An unlikely 
pairing, presence of other possible partners, and unpleasant presen-
tation (dirty, armed, etc) each add +5 to the DC. You gain a kiss if 
you succeed by 5 or more, and intimate relations if you succeed by 
10 or more. If you fail, you can try again a number of times up to 
your Charisma bonus (if any). Failure by 10 or more means the target 
is unfriendly.

Disguise (Cha)
Disguise includes the following uses.
 Camouflage: You successfully disguise a large object, vehicle 
or small building on a DC 12 check if you have supplies, otherwise 
use DC 24.
 Disguise: You fool others with a conniving disguise if you suc-
ceed against a foe’s Insight check. If you are trying to imitate the 
appearance of someone that your foe is highly familiar with, increase 
the DC by +10.
 For an asimar, atlan, elf, half-elf, or halfling to appear human, use 
DC 10. Warmech use DC 25. All other races use DC 15. Small races 
often look like kids of larger races.

Dungeoneering (Int)
Dungeoneering includes the following uses.
 Construction: You note the materials of construction on a 
DC 8 check. You also note the age, safety, and architectural style on 
a DC 15 check.
 Mining: A location’s potential is low (75%), medium (20%) or 
high (5%). Assessing potential is a DC 15 check. After 1 day of prospect-
ing, you gain gold or gold-equivalent nuggets worth a number of gp 
equal to your Dungeoneering check result minus 15. A low potential 
area lasts 2d6 days; medium and high potential areas lasts 6d6 and 20d10 
days respectively. You must pass a DC 12 check each day to avoid harm.
 Monster Lore: You correctly recall common facts about 
a monster on a DC 10 check. Common information includes that 
dragons fly, aberrations have mental powers, and devils use infernal 
contracts. Uncommon information is DC 15. Obscure information 
(including knowledge of a creature’s weaknesses) is DC 20 or higher.
 Spelunking: You forge a safe path through an underground 
complex such as a cave, dungeon or mine, and notice hazards and 
find edible foods, if any.

Endurance (Con)
Endurance includes the following uses.
 Child Birth: Childbirth takes 1d10 hours. Giving birth 
without complications is a DC 5 check each hour. A result of 1 or 
lower indicates the mother suffers 1d6 wound damage. 
 Concentration: You can use another skill when under 
pressure or when a foe threatens you by succeeding on a DC 15 
check. If you fail this check, then the skill use fails.
 Drinking: After each strong alcoholic drink or 3 mild alco-
holic drinks, a character must succeed on a DC 15 check or become 
impaired for 1 hour. Most wines and beers are mild alcohol. A drunk 
character suffers a -5 penalty on Dexterity-, Wisdom-, and Intelli-
gence-based skill checks. You can win a drinking contest by beating 
your foe’s check. Multiple drinks stack the duration not the penalty. 
 Endurance: You can engage in physical activity (skills that rely 
upon Strength or Dexterity such as holding your breath or hanging 
onto a cliff side) without hindrance for 2 rounds per point of Consti-
tution. Each round that you exceed this limit, you must pass a DC 15 

Endurance check or be forced to quit the activity and recover for 5 
minutes before trying again.
 Manual Labor: You complete 4 hours of labor on a DC 10 
check, 8 hours on a DC 15 check, 12 hours on a DC 20 check, or 16 
hours on a DC 25 check. When you fail a check, you work only ½ the 
indicated time and suffer 1d6 vitality damage. You can try again after 1 
hour of rest. 

Handle Animal (Wis)
Animals includes the following uses.
 Animal Empathy: After 1 minute of interaction with a 
natural animal, you influence the animal to become 1 step friendlier 
by succeeding on a DC equal to 10 + its level. This is similar to Diplo-
macy, but applied to animals. You and the animal must be within 30 ft 
of each other, able to see each other, communicate in some way, and 
not be engaged in combat. On a failed check, you can retry the next 
day. The typical domestic animal has a starting attitude of indifferent, 
while wild animals are usually unfriendly.
 Ride: Everyday riding requires no check. You can execute unusual 
but not dangerous moves such as a showy performance on a mount 
on a DC 10 check. You can successfully execute dangerous moves on a 
DC 15 check. On a failed check, you fall and suffer 2d6 damage, or ½ 
damage on a successful save using Reflex. You can retry any time.
 Teach Tricks: You get an animal to perform a simple trick on 
a DC 10 check, or a complex trick on a DC 20 check. This assumes 
prior training with the animal. Without training, increase the DC by 
+10. You can train an animal with a trick on a DC 15 check. Mammals 
can learn up to 6 tricks. Other animals are limited to 3 tricks. On a 
failed training check, the animal cannot learn that skill. On a failed 
performance check, you can retry after 2 minutes.
 

Heal (Wis)
Heal includes the following uses.
 Analyze Victim: On a successful DC 15 check, you learn 
1 clue about an adjacent corpse’s cause of death not caught by the 
untrained eye. For every 5 points above DC 15, you learn 1 additional 
clue.
 Awaken: You awaken an unconscious character on a DC 15 
check, or on a DC 5 check when using smelling salts. 
 Restore From Death: If you treat a creature within 1 
round of its death, you can restore it to death’s door (1 negative wound 
point short of its Constitution score) on a successful DC 25 check.
 Revitalize: After 1 minute of work and a successful DC 12 
check, an adjacent ally regains a number of vitality points equal to 
your Wisdom bonus (minimum 1). A creature can benefit from this 
only once daily.
 Stanch Bleeding: Stop an ally’s bleeding on a DC 10 check.
 Surgical Extraction: After 1 minute of work, you 
remove a parasite, worm, shrapnel or a similar tiny creature or object 
lodged in an adjacent ally’s body on a successful DC 20 check, or DC 
15 if you are willing to inflict 1d6 wound damage in the process.
 Treat Disease: After 10 minutes of work and a successful DC 
20 check, you grant a creature a 50% chance to shake off the effects of 
a disease. You can try no more than once daily on a particular creature. 
The DC is 30 to treat magical diseases.
 Treat Injury: After 1 minute of work and a successful DC 15 
check, an adjacent ally regains 1d4 wound damage + 1 point per point 
of your Wisdom bonus (if any). A creature can benefit from this only 
once daily.
 Treat Poison: After 1 minute of work and a successful DC 15 
check, you grant an adjacent ally a 50% chance to shake off the effects 
of poison. You can try no more than once daily on a particular creature. 
The DC is 25 to treat magical poisons.

History (Int)
History includes the following uses.
  Culture: This skill covers norms and practices of various cul-
tures including foods, music, and folktales. You recall common facts 
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on a DC 15, uncommon facts on DC 20, and obscure information on 
a DC 25. If you have never visited the culture in question, add +5 to 
the DC. If you have lived for at least 1 year in the culture, apply -5 to 
the DC.
 Historical Lore: On a DC 10 check, you correctly recall 
common historical facts such as the years and persons involved in 
discoveries, monarchies, scandals, and wars. Uncommon informa-
tion is DC 15. Obscure information (including knowledge of druidic 
activities) is DC 20 or higher.

Insight (Wis)
Insight includes the following uses.
 Sense Motive: You determine a creature’s true intentions on 
a DC 12 check if it is not bluffing. Otherwise, the DC equals your 
foe’s Bluff check.
 Locate Ally: You locate the most friendly person to interact 
with in a crowd on a successful DC 15 check. Increase the DC by 
+5 if you are distracted. Decrease the DC by 5 if you can observe 
creatures interacting for 5 minutes or more.

Intimidate (Str)
Intimidate includes the following uses.
 Coerce: Outside of combat, you successfully bully a creature 
into being cooperative for 5 minutes by succeeding against a DC equal 
to 10 + 2x the foe’s level. The foe must see or hear you and be within 
30 ft. Apply a +5 bonus to your check if you are brandishing a weapon 
and your target is unarmed. A coerced creature does what you ask 
but with minimal effort and only while you remain in line of sight or 
hearing. The creature is unfriendly to you when the effect ends. You 
can affect a particular foe only once in a 24-hour period.
 Frighten: You weaken a foe’s resolve. When you succeed against 
a DC equal to 10 + 2x a creature’s level, it is shaken for 1 minute (out-
side combat) or 1 round (in combat). The foe must see or hear you and 
be within 30 ft.  The creature is unfriendly to you when the effect ends. 
You can affect a particular foe only once in a 24-hour period.

Literacy (Int)
Literacy includes the following uses.
 Decipher Script: You learn the gist of a fully-intact written 
work on a DC 15 check. Incomplete, damaged, and mixed-language 
writing each add +5 to the DC.  
 Forgery: You pass a forgery as authentic if you succeed against 
a foe’s Appraise check (if an object) or a Decipher Script (if a written 
document).
 Law: You can correctly interpret laws on a DC 10 check and cor-
rectly argue legal cases on a DC 20 check. A legal case can be decided 
by which party makes a higher check.
 Oratory: You convince through logical argument a friendly 
crowd in a good environment on a DC 10 check. Increase the DC by 
+5 if the conditions are distracting or the crowd is neutral. Increase 
the DC by +5 again if the crowd is unfriendly, and by +10 if the 
crowd is hostile.
 Speak Language: You can attempt basic communication in 
an unfamiliar language by succeeding on a DC 15 check.

Mechanics (Dex)
Mechanics includes the following uses.
 Craft Device: You craft a mechanism such as a clock or lock 
worth 5 gp or less on a DC 10 check. Devices costing 6 to 100 gp are 
DC 15. Devices costing 101+ gp have a DC 20 check. Add +5 to the 
DC for masterwork items. Craft time is 1 day per 100 gp.
 Craft Firearms/Explosives: The DC equals 10 for bul-
lets, 15 for pistols and muskets, 20 for dynamite and shot, and 30 for 
revolvers, hunting rifles, and shotguns after 1 week’s work. If you fail, 
you must start over. If you roll a natural 1, the firearm explodes, caus-
ing 2d6 wound damage. Craft cost equals ½ the firearm’s price. 
 Craft Trap: You can craft a mundane mechanical trap after 
1 hour of work. You set the DC to notice or disable the trap. The 

craft DC equals that DC. The trap inflicts wound damage equal to 
1d4 points +1 per level, or 0 damage if Reflex resists against your 
attack. Or, the trap entangles a victim until it’s disabled. Traps have a 
5-ft-square sensor, are manually reset, and cost 10 gp x the craft DC. 
Potential targets use Perception to notice a trap before activating it.
  Disable Device: The DC to disable or repair a trap equals 
its craft DC. For other contraptions, disabling or repairing a simple 
device is a DC 15 check while complex device is DC 20.
 Open Lock: You can bypass a lock if you succeed against the 
lock’s DC, as determined by its design or the lockmaker’s Craft 
check. Typically, a poor lock has a DC of 15, a good lock has a DC of 
20, and a masterwork lock has a DC of 25.
 Repair Construct: After 1 hour of work, make a check. You 
repair hit point damage equal to the result minus 15 (minimum +0).

Music (Cha)
Music includes the following uses.
 Play Instrument: Playing an easy song without errors or 
a hard song with minor errors is a DC 15 check. This assumes prior 
rehearsal of at least 4 hours. No rehearsal increases the DC by +10.
 Poetry: Crafting good poetry is a DC 20 check. A result of 30 
or higher indicates exceptional poetry.
 Sing: Singing an easy song without error or a hard song with 
minor errors requires a DC 15 check. Bad acoustics, fatigue, and a 
difficult audience each add +5 to the DC. This skill assumes prior 
rehearsal. Without rehearsal, increase the DC by +10.

Nature (Int)
Nature includes the following uses.
 Agriculture: You gauge the correct time to plant or har-
vest on a DC 12 check. You can identify pests, suggest methods to 
improve farming, and so forth on a DC 15 check. 
 Astronomy: You precisely predict rare astronomical events 
such as blue moons on a DC 15 check, or extraordinary events such 
as eclipses on a DC 25 check. Reduce the DC by 5 when approximat-
ing events.
 Nature Lore: You correctly recall common facts about 
an animal, geography, plant, terrain or climate on a DC 8 check. 
Uncommon information is DC 15. Obscure information (including 
knowledge of druidic activities) is DC 20 or higher.

Nobility (Cha)
Nobility includes the following uses.
 Court Etiquette: You know proper attire and behavior with 
nobility on a DC 15 check, and royalty on a DC 20 check. 
 Hospitality: On a DC 15 check you gain food and lodging for 
1 night on a noble’s estate. For each day thereafter, increase the DC by 
+5 unless you have a noble title, in which case the DC only increases 
by +2 per week. 
 Noble Lore: You recall the names, titles, pedigree, and hold-
ings of well-known nobles on a DC 15 check or lesser nobles on a 
DC 20 check.

Perception (Wis)
Perception includes the following uses.
 Listen: You notice a foe that is attempting to sneak past you on 
a DC equal to the foe’s Stealth check. Increase the DC +5 for each 
10 ft distance, or by +10 for an intervening wall.
 Search: You locate a secret or concealed door on a DC 15 
check. If it is magically hidden, increase the DC by +10.
 Spot: You notice a hiding foe on a DC equal to the foe’s Stealth 
check. Noticing something by accident in a crowded area is a DC 
15 check. Increase the DC +5 for each 10 ft distance, or by +10 
for intervening obstacles. You cannot spot something that is entirely 
outside your line of sight. 
 Taste and Smell: You correctly identify the source of an 
aroma or the ingredients in a dish on a DC 15 check, or DC 5 for 
common sources such as fire or manure.
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Pilot (Dex)
Pilot includes the following uses.
 Navigate: You know your current location to within 5 miles 
and your current heading to within 30º (due north, north-north-
east, north-east, and so forth) on a DC 10 check in familiar terrain 
or clear skies. Increase the DC to 20 for unfamiliar terrain and/or 
obscured skies. Failure by 5 or less indicates you are off by 5 miles or 
30º. Greater failure indicates a random result.
 Pilot: You steer a wagon on an easy road or a boat through calm 
waters on a DC 5 check. Increase the DC by +5 if the conditions are 
poor, or by +15 if the conditions are severe.

Religion (Wis)
Religion includes the following uses.
 Advise: On a DC 10 check, you can provide alignment-specific 
advice to a creature, including whether a proposed action will violate 
the creature’s alignment or religious convictions. The DC is 15 when 
evaluating your own actions.
 Detect Alignment: After observing a creature for 10 
minutes, you learn its alignment on a DC 20 check. If you fail by 10 
or more, you are confident of the wrong alignment. Reduce the DC 
by 5 if you interact directly with the creature for at least 1 minute.
 Dogma: This includes knowledge of religion in general as well 
as your own religion. You know common facts on a DC 15 check, 
uncommon facts on a DC 20 check, and obscure facts on a DC 25 
check. Apply -5 to the DC if the check regards your own religion.
 Ritual: Perform rituals for your religion. Participation is a DC 
8 check. Conducting a ritual is a DC 15 check. Failing a check by less 
than 5 points indicates a minor mistake was made. Failing by 10 or 
more indicates a major error.
 

Stealth (Dex)
Stealth includes the following uses.
 Hide: You can remain undetected in a hidden spot by succeeding 
against a foe’s Perception check.
 Move Silently: You can move undetected past a foe at ¼ 
your normal speed by succeeding against their Perception check. 
Apply +5 to the DC if you move at ½ your normal speed or wear 
Medium armor. Apply +10 to the DC if you move at your normal 
speed or wear Heavy armor.

Streetwise (Cha)
Streetwise includes the following uses.
 Case Location: You evaluate a building to determine its 
defenses, best entrance and exit routes, changes of guard, and likely 
occupants. After 10 minutes of observation from a distance of 30 
ft or less, attempt a check. For every 5 points made above DC 10, 
you learn the answer to 1 question regarding a building’s design and 
security features.
 Gather Information: You question people regarding 
where to find a popular shop, which person to talk to at court, why 
the captain of the guard quit his position, and so forth. Questioning 
takes 5 minutes. Learning common knowledge is DC 10. Uncom-
mon knowledge is DC 15, and obscure knowledge is DC 20 or 
higher. Add +10 to the DC if someone is trying to keep the informa-
tion secret. You can retry with a different group of people in a differ-
ent area, or regarding a different question.
 Urban Tracking: the tracker and the person tracked make 
opposed Streetwise checks every 5 minutes. If the tracker ties or wins, 
tracking continues.

Survival (Wis)
Survival includes the following uses.
 Analyze Tracks: You find tracks on a DC 15 check. After 
you locate tracks, make a second check. For every 5 points above 0 
on the second check, you learn 1 fact such as how many travelers, the 
size and weight of the creatures, what armor was worn, the creature 
type, and so forth.

 Craft Snare: You successfully craft a deadfall, snare or similar 
simple trap after 1 hour of work. The DC equals the trap’s Mechanics 
DC to disable. When you fail the check by 10 or more, the trap back-
fires while crafting it, with you as the trap’s target. This skill does not 
allow you to make magical traps.
 Light Fire: You can light a fire using natural components such as a 
dry stick and stone within 1 minute on a DC 18 check. Adjust the DC by 
+5 if the materials are wet. Adjust the DC by -5 if you have flint, steel or 
other components designed to light fires.
 Outdoor Tracking:  You can locate and follow for 5 min-
utes a foe in natural environments on a successful DC 15 check. If 
you succeed on 3 checks in a row, you need only check every hour. 
For each hour that passed before tracking, increase the DC by +2. 
Increase the DC by +2, +5 or +10 for light, moderate or heavy pre-
cipitation, respectively. Following past a river or similar break is a DC 
20 check. If the tracked creature suffers from wound damage, adjust 
the DC by -5. While tracking, you move ½ normal speed, or at your 
normal speed with a -5 penalty, or at double speed with a -20 penalty.
 Sustenance: Find food and shelter in a woodland environ-
ment after 1 hour of searching on a DC 15 check. The DC is 20 in 
badlands and 25 in desert.
 Trailblaze: You can determine the most expedient route on 
a DC 12 check and the safest route on a DC 15 check when moving 
through uncharted terrain (including uncharted waters).

Trick (Dex)
Trick includes the following uses.
 Gamble: You win in a game of chance against other characters 
by beating all their Bluff checks. Use DC 15 when playing against the 
house (thus, an experienced gambler with a +5 bonus on his check has 
a 50% chance to win).
 Juggle: You can juggle 2 objects on a DC 10 check. Attempt 
the check each round. For each additional object, increase the DC 
by +5, to a maximum of 8 objects for a 2-handed creature. If juggled 
objects are large, hot or otherwise difficult to handle, increase the 
DC by +5 for each challenge.
 Lasso: You lasso a stationary target within 5 ft on a DC 5 check. 
Boost the DC by +5 for each 5 ft of additional distance. Add +10 if 
the target is moving.
 Pick Pocket: You can pick someone’s pocket by succeeding 
against the target creature’s Perception check.
 Quick Blade: You can draw a light blade such as a knife or 
dagger as a swift action on a successful DC 15 check.
 Stage Magic: You can perform mundane magic using cards, 
kerchiefs, and similar stage items. You fool a creature using a mun-
dane magic trick by succeeding against its Perception check.
 Tie Knot: Use this skill to tie knots and lasso targets. Tying a 
secure knot to a wagon, ship or tree is DC 10. A creature can escape 
from a knot that you tie by succeeding against your Trick check. 

Warcraft (Int)
Warcraft includes the following uses.
 Repair Armor and Weapons: After 10 minutes of 
work, you repair a damaged suit of armor or weapon. The number of 
hit points repaired equals 1 per point above a DC 15 check.
 Siegecraft: You can craft a siege engine such as a catapult. The 
DC equals 15 and requires 1 day per 100 gp cost. The check is made 
secretly and a failed check indicates catastrophic results.
 Smithy: You can craft a nonmagical suit of armor, non-firearm 
weapon, or set of bolts, arrows, or darts. The DC equals 10 for items 
worth 5 gp or less. The DC equals 15 for items costing 6 to 100 gp. 
Items costing 101+ gp have a DC 20. Add +5 to the DC for masterwork 
items. Add an additional +5 if you are using unusual materials such as 
adamantine, dragon hide, crystal, etc. Craft time is 1 day per 100 gp.
 Strategy: You discern a foe’s wartime strategy by succeeding 
on a check against the foe’s Warcraft check. If you succeed by 10 or 
more, you know actually how to defeat your foe’s strategy. When you 
are leading an army, the army unit may modify your warcraft role.
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“I am no mere wizard, child. I am Meridian, high 
mage arcanist, re-shaper of spells, drinker of the 
great Pool, and master of the Wend and Weave.”

Chapter 6 
Themes

This chapter presents themes. A theme provides an archetypal focus 
or meaning. You select a theme when creating your character. Typi-
cally, your character hews to that theme for his entire career. 
 Table 6-1: Character Themes summarizes your options. Each 
theme offers a thematic set of awards. Characters gain awards at even 
levels (0th, 2nd, 4th, 6th, etc), as described on page 39. Thus, a char-
acter’s theme is both a guide to his personality and a source of power.
 With the GM’s permission, you may change a character’s theme 
up to 2x during his career. However, when creating a character above 
1st level, you must always start play with a single theme. When 
changing themes, you keep awards gained from earlier themes.

Table 6-1: CharaCTer TheMes

Theme Page Description

Arcanist 110 Magic is your game, a puzzle to unravel. You can alter 
spell parameters, leverage or dispense with imple-
ments, and craft magic items cheaply and quickly.

Believer 111 You are dedicated to your deity, church, and religion. 
You enjoy a unique personal bond with your deity that 
transcends and even reverses death.

Commando 112 You blend warcraft, electrotech, and magic into a spe-
cial battle suit that you can improve as you gain expe-
rience, eventually becoming a tough fighting machine.

Dilettante 113 You are a jack of all trades. You break past traditions 
and draw on random lore. You sometimes cause trou-
ble and waste time. Happily, luck is on your side.

Explorer 114 You are a traveler, explorer, and delver. Your life is an 
endless journey. You enjoy new customs, mysterious 
ruins, strange creatures, and beautiful locales. 

Guilds-
man

115 You immerse yourself in guild life, building a reputa-
tion and maneuvering for wealth and influence within 
one of more than a dozen unique organizations.

Heretic 116 You reject all gods. Worse, you blaspheme by learn-
ing secret geometric seals and rituals that let you 
exchange some of your class abilities for divine power.

Hunter 117 You track and subdue or slay dangerous magic using 
creatures,which includes most monsters and some spell-
casters who harm others or flaunt society’s authority.

Martialist 118 You live for the sweat and blood of combat and inevi-
tably rely upon a trusty weapon and keen maneuvers 
to keep you standing until your next adrenaline surge. 

Noble 119 You are a fine leader and destined for noble titles. You 
attract followers, rally and direct others with ease, and 
often act with speed and confidence.

Protector 120 You take sides: some are foes, others allies, and 
amongst them is a rival and a blood brother. You also 
know the places and times that rule mortals’ fates.

Rider 121 You possess a deep affinity with war-horses, drakes, and 
other mounts. You likely have a special mount and can 
rally, heal, and even magically augment mounts.

Romantic 122 You are popular, empathic, and adorable. Wherever 
you go, people welcome you. And amongst possibili-
ties, a true love and good family await you.

Scientist 123 You are adept with steamgear and electrotech, and 
you know scientific principles of nature. You may also 
mix in some magic to heighten your creations.

Specialist 124 You excel at your profession. You focus to be the best 
of the best. You tend to be competitive. Your abilities 
are powerful and you possess extra vitality to use them. 

Traitor 125 You are an infiltrator, scout, spy or double agent. You 
serve a hidden master against your “allies”, or you are 
your allies’ best kept secret, or maybe both.
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Key Terms
Here are key terms to understand and follow a theme.
 Entry: This states what you need in order to start this theme. 
Most qualifications are easy to meet. If circumstances change such 
that you no longer qualify, then you cannot select new awards from 
the theme and with your GM’s permission may change themes. When 
doing so, you retain awards gained under your previous theme.
 Best-Fits: Most characters, regardless of class, race or what-
not, are suited to most themes. A few characters tend to be par-
ticularly well-suited. Use this information help decide whether a 
particular theme is right for you.
 Origins: This section offers possible backgrounds that brought 
you to this path. Select 1 of the options or dream up your own back-
ground. Confer with the GM for what works in the campaign.
 Affiliations: You might join a guild, seek out a mentor, 
form an alliance with like-minds, or go out on your own? This sec-
tion offers ideas to you and the GM as you take adventures.
 Personality: Are you studious, fanatical, aggressive, curi-
ous, haughty, sociable or what? Use this section as a prompt to get 
into character, to present a consistent mood and mannerisms.
 Minor Awards: This section lists basic abilities you may 
select as awards. These are often nonmagical “meta-abilities” that 
alter how a character uses his other abilities or progresses through 
his career. You can pick any option as an award provided you meet its 
requirements, if any.
 Major Awards:  This section lists intermediate abilities you 
may select as awards as described under awards on page 39.

electrotecH tHemeS
A world where man is mastering electricity and other invisible forces 
of nature may sound like contemporary life or even science fiction. 
Yet such a world can be more ripe for magic, mysteries, and mayhem 
than a traditional pure-fantasy setting. As you pull together a charac-
ter’s background, personality, and destiny, also consider the following 
electrotech themes.
 Daily life is familiar. A world of dirigibles, motorcars, 
and telegraphs is sufficiency familiar to provide a sense of everyday life 
as we know it. You can turn on a lamp, ring a friend, or ride in a horse-
less carriage. Against this backdrop of apparent normalcy, the sudden 
appearance of spells and monstrosities becomes unusual and special. 
When mist flows from nowhere or a butler’s reflection registers twice 
in a mirror, PCs are apt to take interest in what’s going on. 
 Societies are diverse. More so than the contemporary 
world, an electrotech society can be a singleton among a highly 
diverse lot, each society with its own culture and a different level of 
development in the use of magic and technology. Compare England, 
China, and Africa in 1900. Among 3 societies, the first might be highly 
industrial, the second mired in a medieval age of  superstition, and the 
third surviving amid jungle ruins. PCs may easily journey between 
these societies, mindfully adjusting as they go.
 The media Is watching. News travels quickly when 
there are easy means to communicate and travel. PCs should be espe-
cially wary to preserve their reputation! They cannot expect to skip 
town after burning a few buildings—due to an errant fireball spell—
and just start fresh a few miles away. News, the law, and potential 
allies and enemies follow them as surely as tomorrow’s paper will 
land on thousands of doorsteps. Savvy PCs may seek to twist the 
media to their own benefit.
 nobility provides and confounds. The presence 
of an aristocratic class provides dramatic opportunities. Nobles are 
supposedly of superior breeding and thus exceptionally courageous, 
educated, honorable, romantic, and visionary. Actual nobles are likely 
far less impressive, with mortal frailties like common folk, and prone 
to failure and scandal. That said, given their large egos, great wealth, 
and executive power, the stakes are often high when dealing with 
them. A few PCs may even aspire to join their ranks.
 Struggles are hidden. In an electrotech society, celes-
tials and fiends still exist, as do many other kinds of creatures from fey 
dryads and slithering nagas to rapacious werewolves and hungry zom-
bies. Yet these creatures tend to lurk in out-of-the-way places, amid 
distant lands, under the earth, or in parallel realms of existence that lie 
on the flip side of one’s mirror. Ancient feuds still rage between these 
creatures, and between mortals and monsters, but there is a greater 
need to maintain a quiet veneer, at least until the final battle. 
 Characters are special. A druid, gallant, necromancer, 
or shifter is someone truly special in a world somewhat like our own. 
Yes, a few others share one’s profession. Various lodges, schools, and 
temples act as homes for secret societies, ancient covens, and special 
forces. Eldritch devices or new technologies may rival the PCs for rar-
ity and power. Yet PCs are more than powerful people. They funda-
mentally differ, gifted with strange abilities and weighty challenges.
 Magic & science may be one. Who says these forces 
oppose each other? Highly advanced technology looks magical to the 
ignorant while magic may operate according to unknown physical 
principles, such that casting spells requires a rare spice or focal device. 
A practitioner may even misunderstand the source of his own power. 
GMs are free to highlight or blur boundaries as situations suggest to 
promote a sense of danger, uncertainty or wonder.
 Anything is possible. There is no reason to stick to a 
pseudo-Victorian age when you can venture into science fantasy. Per-
haps a myriad of worlds dot a great Void. Each world is home to a 
different race. Moreover, a long-forgotten cabal of ancient beings built 
hollow sphere worlds, monuments to their techno-magical prowess. 
Each of these sphere worlds hides a grand eldritch device with a deity’s 
power. These constructs act as the gods! As PCs travel the vast Void to 
explore new worlds, they rely on these eldritch power sources.

GaininG experience pointS
Characters progress in level—gain personal power—by acquiring 
experience points, abbreviated XP. Table 4-2: Character Progression 
on page 39 shows how much XP a character needs. 
 After each play session, the GM sums how much XP the whole 
party has earned from recent adventuring and divides the sum by the 
number of surviving party members. Here are ways to gain XP. 
 1. Defeat Foes: Outsmarting abyssal demons or far-realm 
aberrations is hard work! For each level of creature you banish, slay 
or otherwise permanently overcome, you gain 1 XP.
 2. Survive a Trap/Hazard: Traps and hazards are chal-
lenges and possibly lethal. Every trap or hazard has a level. You gain 1 
XP for each level of trap or hazard that you survive.
 3. Train Intensely: You stay home to study. You gain 1 
XP for each 1 month of intense training and study. You can train for 
3 consecutive months before needing a 1 month break, and you can 
benefit from up to 20 months total during your life time. You cannot 
adventure or even work a job while training.
 Characters do not gain experience by acquiring treasure, property 
or other physical items. Such items are rewards in and of themselves.
 Characters can gain individual XP bonuses by doing the following.
 4. Achieve a Personal Goal: Did you find your long-
lost sibling, earn free entrance to a guild or parent a child? If you 
achieve even a single major success that is personal to your character, 
rather than to the party as a whole, then you gain 1 XP for each of 
your levels. 
 5. Play in Character: How well did you act in charac-
ter, even if that meant playing out some missteps? If you acted in a 
creative way that altered the course of events, and/or if you made 
a meaningful choice against your better judgment (as a player) but 
congruent with the character’s personality, you gain 1 XP for each of 
your levels. 
 The GM is the final arbiter of XP. At the end of each play session, 
consider going around the game table to call out personal achieve-
ments and in-character missteps. Usually, every PC will gain some 
bonus experience.
 Activities that never help earn XP include arguing rules, harming 
other player’s characters, surfing the Internet, watching television, 
cheating, or otherwise distracting from the game and others’ fun. 
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 Arcanist
Magic is your game, a puzzle to unravel. You can alter spell param-
eters, leverage or dispense with implements, and even tap into a vast 
invisible reservoir of eldritch power. 

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must possess at least 1 magic ability. 
 Best-Fits: Many classes offer magic abilities, from the cleric 
and elementalist to the sage and wizard. Consider taking this path if 
you like the tactical uses of magic, such as shaping spells around your 
allies to touch only enemies, or if you wish to play a character that 
is entirely oriented to using magic, often study, testing spells, and 
questing for lore.

Origins
Arcanists focus on dweomer above all other pursuits. Consider, what 
is the origin of your magical talents?

 » Talent has run in your family’s blood going back generations.
 » Deep inside you beats the tiny heart of a terrible parasite or 

tiny eldritch device that is the source of your exceptional powers.
 » You have labored over eldritch tomes, studying late into the 

night by candlelight for many years to get where you are today.
 » You apprenticed under a particularly famous, infamous or odd 

spellcaster who taught you secret methods of manipulating spells.
 » Your magic results from a pact with a supernatural being.

Affiliations
Many arcanists join a school or guild to access magic items, laborato-
ries, and healing for when a spell flies out of control. Arcane guilds 
and schools often compete with each other. For example, when there 
is news of a long-lost eldritch device, several schools might send 
members to retrieve it. Sometimes, a group or creature may wish 
to capture an arcanist to get magical aid. Most organizations love 
arcanists, because of the versatility of magic. That said, many non-
spellcasters are also somewhat skittish around arcanists. 

Personality
Arcanists tend to be inquisitive, philosophical, and studious. Stereo-
typically, they are quiet yet ready to expound on magic to those who 
understand. Some are quite flashy and happily talk to the air. Others 
are egotistical and power-hungry, believing that magical skill equals 
wisdom. These arcanists often succumb to their own magic. Most 
arcanists are humbled by mystery and curious about new methods 
since twisting magic requires new ways of thinking.

Minor Awards
Arcanists may select from the following basic abilities.
 Arcane Insight: Boost Arcana checks by +5, or by +10 
once per day.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Draconic.
 Detect MagicM: You learn whether magic is present or 
absent within a 15-ft cone. The next time you scan the same area, you 
learn the exact location (within 5 ft) and name of 1 magic ability pres-
ent. This award cannot locate invisible creatures or detect illusions.
 Implement Mastery: When you use an ability that 
requires an implement, you may forego the implement without pen-
alty. Conversely, when you use the implement, you enjoy a +1 bonus 
on your attack roll for magic abilities that rely on the implement.
 Magic Shop: By inheritance, gift or whatnot, you gain a 
magic shop worth 1,000 gp. The tiny structure is worth 500 gp. The 
contents include 500 gp worth of toolkits, alchemical items, and/or 
potions and scrolls.
 Minor Arcana: Select 1 basic craft or magic ability from 
any class. You learn and can use that ability as if it were listed for your 
class. You must meet the ability’s prerequisites, if any, and the class’s 

alignment restrictions, if any. You can take this award multiple times. 
Each time select a different basic craft or magic ability.
 Rapid Spell: Once daily, you may activate any magic ability 
you know as a move action. Doing so costs +1 vitality.
 Reach Spell: As a move action, you double a magic ability’s 
range. Abilities so improved cost 2x their usual vitality (minimum 1 
vitality).
 Spell Immunity: When you take this award, select 1 magic 
ability.  You are immune to the ability’s effects. The immunity does 
not aid others who may also be targeted by the spell. You can take this 
award multiple times. Each time you select a different spell.
 Spell Sculptor: Once daily as a swift action, you may mod-
ify 1 of your magic abilities in 1 of 3 ways, as you desire. You may 
extend the ability’s range out to 120 ft, provided its usual range is 
10 ft or more.  You may double the ability’s area, volume or number 
of targets affected. Or, you may lengthen the ability’s duration from 
several minutes to 1 hour, assuming the ability normally lasts 1 or 
more minutes.  You can take this award multiple times. Each time 
you gain 1 additional daily use.

Major Awards
Arcanists may select from the following intermediate abilities.
 Acquire Apprentice: You gain an apprentice. The appren-
tice is the same class as you and must have 1 magic ability, but 
otherwise has statistics as you and/or the GM desire. The appren-
tice’s level starts at ½ your level. Whenever you gain 2 levels, the 
apprentice gains a level and will thus always be ½ your level. If you 
lose the apprentice or treat him badly and cause him to flee, you can 
attract a replacement apprentice after 1 month. The apprentice costs 
you 15 gp weekly in upkeep.
 Craft Magic ItemC: You can place a magic ability that you 
or an adjacent ally knows into an reusable item that is worn, held or 
used such as a staff, wand, glove, robe or puzzle box. The craft cost 
equals 1,000 gp, 2,500 gp, 10,000 gp, and 25,000 gp for basic, inter-
mediate, advanced, and paragon tier items, respectively. See page 
190 for details. The craft time equals 1 day per 1,000 gp. The market 
price equals 2x the craft cost. The item’s user must expend vitality to 
use abilities that have a vitality cost.
 Craft Mastery: Whenever you use a craft ability—that is, 
an ability with a c mark—you have 3 options. You spend 25% less 
time, or you spend 25% less money, or you spend 10% less time and 
10% money, as you desire. A cost reduction does not affect the item’s 
market price.
 Major Arcana:As Minor Arcana except you may select an 
intermediate craft or magic ability for which you qualify instead.
 Mana PoolM: Once daily as a swift action, you expend 1 
vitality so that you and an adjacent ally can pool your vitality for the 
purpose of your next attack—you both may share the vitality cost 
equally or in any ratio for which you both agree. You can select this 
award multiple times. Each time you enjoy 1 additional daily use.
 Master Spellshaper: This improves Spell Sculptor, such 
that you can affect the magic of an ally or foe within 30 ft as an imme-
diate action.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Revitalizing Magic: Once daily after 1 minute of focus 
using your implement, you recover 4d6 vitality. Requires Implement 
Mastery.
 Selective Magic: Once daily as a swift action, you can 
modify 1 magic ability that has an area effect such that it only affects 
foes even if allies are in the area. You can take this award multiple 
times. Each time, you gain 1 additional daily use.
 Student of the WeaveM: You can tap into a great, dif-
fuse pool of magical lore. Once daily as a move action, you may 
expend 1 vitality to maybe access any basic magic ability that you 
don’t know. The chance of success equals 70% + 1% per level. If you 
succeed, you must immediately use the ability that round and pay its 
usual vitality cost, if any. If the attempt fails, you may try again the 
next day.
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 Believer
You are dedicated to your deity, church, and religion. There is a 
unique personal bond between you and your god that transcends and 
even reverses death.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must worship a deity and have good standing with 
that deity. 
 Best-Fits: Because most characters worship a deity, this theme 
suits almost everyone. Classes that focus on good versus evil—black-
guards, clerics, paladins, necromancers, and warlocks—make excel-
lent believers. Consider taking this path if you wish to play a strongly 
religious character who enjoys calling upon his god or acting god-
like.

Origins
Believers breathe, eat, and dream about their god, who acts as an 
ideal to strive toward and a motivator for living life. Consider, what 
is the origin of your faith? 

 » You were raised in the faith and never questioned otherwise. 
Setbacks merely reinforce your faith.

 » A powerful conversion experience brought you to your deity.
 » You bargained with a deity in order to save someone’s life, pos-

sibly even your own, and in exchange pledged your service.
 » You are following in the footsteps of a powerful cleric, nec-

romancer, paladin, warlock or other mesmerizing figure who 
inspired you.

 » You suffer a magical compulsion that tricks you into serving. 
You may or may not be aware of this trick behind your faith.

Affiliations
Many believers join churches, monasteries or crusades. Congregat-
ing with like souls reinforces one’s faith. Others, however, act alone 
as “lights in the darkness”. Both devotees and enemies of your deity 
are likely to seek you out. As you grow in power, another deity may 
even make you a tempting offer. In fact, you may discover your deity 
is in fact something else entirely! 

Personality
Believers tend to be fanatical, mystical, and wary. Though their faith 
is strong, a hidden urge or earthly rewards may lead them astray at 
any time. When a believer is truly faithful, his deity usually rewards 
him in the afterlife to be an important right-hand minion. Some 
believers, mainly those who serve evil deities, are surprised to learn 
an awful fate awaits them. A few believers are reborn to serve for 
another lifetime.

Minor Awards
Believers may select from the following basic abilities.
 Ardent Vow: Select a vow such as not speaking, eating, hav-
ing sex, accepting money, or harming others. On days you keep the 
vow, you enjoy a +1 bonus on Fortitude, Reflex, and Will.
 Bonus Faith Points: At each new level or new year, you 
gain 2 bonus faith points. See the call-out on page 129 for details.
 Detect Believer: You learn whether an adjacent person’s 
deity matches your deity. Will resists for persons who do not wish to 
be analyzed. Costs 1 vitality. 
 Divine Gift: Your deity grants you 1,000 gp worth of mun-
dane and/or magic items to support your service and quests. The 
gift might come from a religious source or simply appear out of 
nowhere. You can take this award multiple times. Each time, you gain 
another 1,000 gp worth of items.
 Divine Prodigy: When you attain 3rd level you gain 1 
advanced boon listed under your deity rather than the usual abilities 
for that level (4 basic abilities and 1 racial ability), which you gain at 
9th level instead.

 Divine Supplication: Once daily, you can utter a brief 
prayer to your deity as a move action, allowing you to roll 2x for a 
d20 check that you are about to make. You take the better result of 
the 2 rolls.
 Minor Divine Ability: Select 1 basic boon listed under 
your deity. You learn and can use that boon as you would a basic abil-
ity.  You must meet any of its prerequisites, as normal. You can take 
this award multiple times. Each time select a different basic boon 
listed under your deity.
 Smite: Whenever you spend a move action in combat to speak 
about your deity, you enjoy a +1 bonus on attacks and +2 damage 
for the rest of your turn. If a target worships your deity or has your 
alignment or religion then the smite fails
 Religious Insight: Apply a +5 bonus on Religion checks, 
or +10 once per day.
 Unshakable Faith: No magical effect can alter your 
alignment or the alignment of an ally within 15 ft of you.

Major Awards
Believers may select from the following intermediate abilities.
 Apostolic Title: You gain a title in your deity’s church and 
enjoy a +5 bonus on Charisma-based skill checks with individuals 
who share your alignment, deity, and/or religion. Also, you gain a 
religious title. If you are good, your title is “Holy”. It is “Vile”, “Wild” 
or “Stern” for an evil, chaotic or lawful alignment, respectively. If you 
are below 10th level, your subtitle is “Brother” if male or “Sister” if 
female. Otherwise it is “Father” or “Mother”. Also, you may show or 
hide an intangible halo that signifies your standing.
 Blood-faith Power: You acquire some of your deity’s 
blood within you. Up to 3x during your career, when you quality 
to learn a new ability, you may select a boon listed under your deity 
rather than an ability from your class list. The boon must be of a tier 
for which you qualify to gain.
 Divine InsightM: You gain insight regarding an immediate 
choice you face such as whether to open a chest or enter a room. 
You pray to your deity and receive an answer of weal (good fortune), 
woe (bad fortune), or unclear (mixed fortune). The chance that you 
receive an answer equals 70% + 1% per level. The answer is based 
on the likely outcome within the next 10 minutes. Costs 2 vitality.
 Faithful Disciples: You gain a retinue of disciples who act 
as crusaders, deacons, templars or whatnot. Their number equals 
½ your level. They are 2nd-level townies of any profession who 
share your alignment, deity, and religion, subject to GM approval. 
Although they admire you, they serve your deity over you. If you lose 
a disciple or he changes alignment, deity or religion—or when you 
qualify for an additional disciple—then you can attract a new disciple 
after 1 month. Each disciple costs you 10 gp weekly in upkeep.
 Great Smite: This improves Smite to grant a +2 bonus on the 
attack roll and deliver +2d6 damage.
 Major Divine Ability: As Minor Divine Ability except 
you select an intermediate boon listed under your deity instead. The 
boon acts as an intermediate ability.
 Monthly Tithe: You gain 25 gp per month from believers’ 
donations and support from your local church. You lose the benefit if 
you change deities or religions (but not if you change alignment).
 Resist Death: Your deity looks out for you, such that you 
automatically stabilize whenever you suffer wound damage. More-
over, up to once daily, if a single attack would kill you outright, you 
instead lie unconscious and stable at -1 wounds. When relying on this 
award, ignore the effects of other abilities such as Diehard.
 Revitalizing Faith: Once daily after 1 minute of fervent 
prayer you recover 4d6 vitality. Requires Ardent Vow.
 Supernatural Guardian: You acquire the occasional 
aid of a supernatural visage of your deity. You can call the visage up to 
once per week. It arrives immediately and uses a divine ability listed 
under your deity on your behalf. You decide the ability. The ability’s 
tier must be a tier you can access. If you change deities then you lose 
the old visage and gain a new one.
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  Commando
You blend warcraft, electrotech, and magic into a special battle suit 
that you can improve as you gain experience, eventually becoming a 
tough fighting machine.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must own a battle suit (page 178) or select Custom 
Battle Suit as your first award when taking this theme. 
 Best-Fits: All characters rely on mundane or magical abilities, 
and the commando can blend both. Thus, a mageblade or even a wiz-
ard is almost as likely as a fighter to take up this path. Characters who 
lack armor proficiency should start with Commando Training.

Origins
If you want to bond with and enhance a special battle suit, then this 
theme is for you. Consider, how did you first acquire a suit?

 » You found the suit or gained it from an inheritance. When you 
tried it on and tested it, the power surge excited you, and you have 
applied yourself to it ever sense. 

 » After a dream or vision, you began obsessively building your 
own suit from standard armor and electrotech components, and 
studied a few bits of magic along the way. Now it is real and yours.

 » You are faithfully carrying on a family tradition of commando 
service. You may have resisted, but the path has grown on you. 

 » You became a commando in order to effectively defend yourself 
and/or your loved ones from bullying, monsters or war.

 » A mysterious stranger left you his own suit with vague or 
incomplete instructions about his intentions and your destiny.

Affiliations
A commando might have learned to fight within a special forces 
unit or by himself. Now, he likely travels with a small band of fel-
low heroes. He may have fond memories and good relations with his 
former allies and war buddies. Or he may be a sole survivor or was 
expelled. Whatever the situation, a commando is likely to arouse the 
interest of rulers and other soldiers who envy his prowess. Forming 
alliances with these folks may be easier than avoiding them.

Personality
A commando is highly focused in combat. He directs his battle 
armor, wields a weapon, and possibly uses magic abilities and elec-
trotech gear as well. Moreover, battle armor somewhat limits the 
senses, requiring his upmost attention. Out of combat, a commando 
might be quiet, boisterous, mean, friendly or anywhere in between.

Minor Awards 
Commandos may select from the following basic abilities.
 BiotronicsM: Once daily as a swift action, you draw upon a 
touched or worn battery to pay the vitality cost of the next ability that 
you use that round. You can draw a maximum of 2 energy points, each 
of which grants you 3 vitality. Requires Electrotech. You can take this 
award more than once. Each time, you gain another daily use.
 Commando Training: You are proficient with Light, 
Medium, and Heavy battle suit armor (page 178). Also, you enjoy a 
+2 bonus on Athletics, Endurance, and Mechanics checks.
 Custom Battle Suit: You acquire a Light battle suit (page 
178). It is perfectly custom-fitted to you and can be sold for parts for 
only 1,000 gp.
 Electrotech: You study invisible mundane forces of nature 
(called immateria) such as electrics, kinetics, nucleonics, optics, and 
sonics. You can make checks using the Technics skill (page 177) and 
enjoy a +2 bonus on Mechanics and Technics checks.
 Firearms Proficiency: You are proficient with firearms 
and enjoy a +2 bonus on Mechanics checks, or +5 to make and 
repair firearms.
 Resist Electricity: You enjoy +2 DR versus electrical 

attacks, or +10 while wearing a battle suit.
 Shocking GraspM: One adjacent foe suffers 1d6 electrical 
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on your attack against metal-clad foes. 
Costs 1 vitality.
 Technics Expertise: Boost your Technics checks by +5, or 
by +10 once per day. Requires Electrotech.
 War Mind: You are schooled in the art of war. Boost Warcraft 
checks by +5, or by +10 once daily.
 Wartime Inheritance: You gain 1,000 gp worth of gear 
that may include armor, weapons such as swords and guns, explo-
sives, electrotech, and/or mundane practical gear.

Major Awards
Commandos may select from the following intermediate abilities.
 Action Surge: Once daily, you gain a bonus standard action 
in addition to the usual actions for a round. You can use the action to 
make a mundane or magical attack. You cannot combine this award 
with other abilities, boons or awards usable once daily.
 Commando Skills: Apply a +3 bonus on Acrobatics, Ath-
letics, Endurance, Heal, Intimidate, and Warcraft checks.
 Crackling Strike: As a move action, apply +2d6 electrical 
damage (or, if you wish, 1d2 electrical wound damage) to your next 
melee or ranged weapon attack that round. Apply a +5 bonus on 
your attack against metal-clad foes. Requires you know Shocking 
Grasp. Costs 2 vitality.
 Craft Magic ArmamentsC: You enjoy a +5 bonus on 
Warcraft checks, or +10 when crafting armor or weapons. Also, you 
can craft magic armor and weapons as if you possessed the Craft 
Magic Item ability. See pages 191-195 for rules and examples of 
magic weapons and suits of armor.
 Dazing Battle Slam: When you make a successful slam 
attack using your battle suit’s gauntlets and also expend 1 vitality, the 
target must resist using Will or be dazed for 1 round in addition to 
any other effects it normally suffers. Requires Commando Training.
 Electrotech Gear: You gain 2,000 gp worth of electro-
tech gear.You may pool the amount with your existing funds to pur-
chase an electrotech item exceeding 2,000 gp.  You may gain the gear 
even if you are not in a place where such gear is available, as it’s 
assumed you have been crafting the gear yourself.
 Offensive Maneuver Training: Select 1 of the fol-
lowing abilities: Bull Rush, Charge, Disarm, Feint, Grapple, Over-
run, Sunder or Trip. Whenever you use the selected ability, add +5 to 
your attack roll. Also add +5 to your save when someone else targets 
you with the ability. You must already possess the selected ability to 
benefit. You can take this award more than once. Each time, select a 
different ability to improve.
 Recharging TouchM: You emit electrical energy in a 
skillful way that recharges or even directly motivates (activates and 
runs) an electrotech device within 15 ft. Once daily, you may build 
up in yourself a reserve of 3 energy points per level.  You may expend 
the points all at once or release them gradually 1 or more points at a 
time over the course of the day. You cannot target creatures with this 
award. Costs 2 vitality.
 Revitalizing Shock: Once daily after 1 minute spent 
subjecting yourself to mild electrical shocks using your battle suit, 
a battery or other electrotech item, you recover 4d6 vitality. Time 
spent in combat does not count toward the 1 minute of activity. 
Requires Shocking Grasp or possession of an electrotech device.
 Warband Posse: You gain a set of warriors who admire and 
support your martial prowess and either guard your property or join 
you on missions. Their number equals ½ your level. They are 2nd-
level townies who share your nationality. Typically they are archers, 
cavalrymen, infantrymen, snipers, stormtroopers, warmages, and so 
forth. They serve you before their nation. If you lose a warrior—or 
when you qualify for an additional warrior—then you can attract a 
new warrior after 1 month. Each warrior costs you 10 gp weekly in 
upkeep.
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 Dilettante
You are a jack of all trades. You break past traditions and draw on 
random lore. You sometimes cause trouble and waste time. Happily, 
luck is on your side.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must have a nonlawful alignment.
 Best-Fits: There are numerous races, classes, deities, such that 
choosing between them can be challenging. So why settle? A dilet-
tante is a true multi-class character with a mercurial personality to 
support such flexibility. Consider taking this path if you wish to play 
a character who is really flexible and eager to dabble in a bit of every-
thing. 

Origins
So you want to be a jack of all trades and master of none. Consider, 
what is the origin of your flexibility and gift for dabbling?

 » You are easily bored and enjoy trying new things.
 » You have a rich upbringing. For example, perhaps you were 

raised in a holy order or monks who guard a doorway to the after-
life. The abilities of the cleric, monk, shaman, and necromancer 
classes relate to your work.

 » You are a natural renaissance man. Various disciplines that seem 
different or opposing to others seems closely allied or even the 
same to you.

 »  You are torn between several conflicting callings or back-
grounds and have yet to decide. Shall you banish the undead or 
destroy them? Root out falsehoods or weave your own illusions? Or 
complete your quest by relying more on magic or on your trusty 
sword?

 » You are a ne’er-do-well who lacks the discipline to focus on a 
single path.

Affiliations
Dilettantes either avoid organizations or lead parallel lives, identify-
ing with multiple groups and holding positions in multiple organiza-
tions. These multiple affiliations may be held publicly or in secret. 
Multiple allegiances may lead to friction and sow doubt amongst 
allies. The dilettante makes for an excellent spy or double agent due 
to his wide range of skills, though his loyalties are usually his own.

Personality
Dilettantes tend to be disruptive, fickle, and rebellious. Their atti-
tudes and devotions shift from level to level, day to day. They may 
be sour in the morning, jubilant in the afternoon, and reflective 
in the evening. They approach each day or problem with child-like 
openness. Often, a dilettante does not believe in single way to be. 
Either nothing is true or everything is true, or both. When a dilet-
tante make seemingly contradictory statements, he may mean all or 
none of those at once.

Minor Awards
Dilettantes may select from the following basic abilities.
 Cross-Training: Select a class other than your own. You 
learn 1 basic ability for which you qualify from that class. You must 
meet all the ability’s prerequisites. Use the class’s prime attribute to 
resolve that ability. You may take this award more than once. Each 
time, select a basic ability from a different class. 
 Easy Use: Once daily you may decrease the vitality cost of 1 
ability by ½, rounding down. This award does not affect the use of 
other awards that have a vitality cost.
 Fight Another Day: Boost your speed by +5 ft, or by 
+10 ft when chased by a foe or withdrawing from combat. 
 Free Minded: Once daily, when you fail to resist an attack 
using Will, you immediately reroll and take the better of the 2 
results.

 Lucky Break: Once daily as an immediate action you can 
apply +1d6 to any d20 roll of your choice. You must apply the bonus 
before your learn the results of the d20 roll. You can take this award 
multiple times. Each time, you may use it 1 additional time per day.
 Multiclassing: Select a class different from your own and 
add it to your list of multiclass options. You must meet qualifications 
such as alignment to pursue the class, as usual. See page 39.
 Skill Diversity: Select 3 skills. You enjoy a +3 bonus in each 
skill.  You can take this award multiple times, each time selecting a 
different set of 3 skills.
 Variable Attack Roll: At the start of each day roll 1d6. 
On a result of 1 or 2, your attack roll remains unchanged for the 
day—you are not perky or inspired. On a result of 3 or 4, your 
attack rolls improve by +1 for the day. And on a result of 5 or 6, 
they improve by +2, reflecting a day of notable perk and tremendous 
inspiration.
 Variable Vitality: Each day upon waking, your character 
starts with +1d6 vitality points. A low result indicates you awoke 
cranky while a high result indicates you awoke relaxed, energetic, 
and ready to face the day.
 Versatile Attribute Boost: Select 1 attribute that is 
not your class’s prime attribute. The attribute’s score permanently 
increases by +1.

Major Awards
Dilettantes may select from the following intermediate abilities.
 Advanced Cross-Training: Select a class other than 
your own. You learn 1 intermediate ability for which you qualify 
from that class. Use the class’s prime attribute to resolve the ability. 
You may take this award more than once. Each time, select a differ-
ent intermediate ability. 
 Best Friend: You gain a best friend. The friend is a person 
with whatever statistics as you and/or the GM desire though he 
always shares your alignment and sex. The friend’s level starts at ½ 
your level. Whenever you gain 2 levels, the friend gains a level and 
will thus always be ½ your level. The friend joins you in relatively 
safe activities such as urban exploration. If you lose the friend or 
treat him badly and cause him to flee, you can attract a replacement 
friend after 1 month. The friend costs you 15 gp weekly in upkeep.
 Dabbler: Once daily, you may select 1 basic ability you don’t 
know for which you qualify of any class. You can use that ability once 
during the next 24 hours. You must pay normal costs, if any, associ-
ated with its use. Each day you must select a different ability (that is, 
you cannot select the same ability 2 days in a row).
 Distraction: Your random behavior easily distracts others. 
When you spend a move action targeting a creature within 15 ft, 
the target suffers a -5 penalty on Perception checks until the start of 
your next turn.
 Lasting Youth: Ignore all effects of aging, both penalties 
and benefits, although you still die of old age when your time is up.
 Master of Distraction: You distract nonallied crea-
tures within 15 ft if you beat their Will. Affected creatures do not 
move or attack and suffer a -5 penalty on Perception checks. How-
ever, if an attack roll occurs within the area, the effect immediately 
ends. Otherwise, the effect lasts only as long as you play music, speak, 
use acrobatics, or otherwise perform as a standard action each round 
to a maximum of 5 minutes. Costs 1 vitality. 
 Mercurial Alignment: No magic effect can alter your 
alignment, and attempts to detect your alignment always fail, either 
revealing nothing or suggesting wildly contradictory results.
 Popular Hero: You enjoy a +2 bonus on Charisma-based 
skill checks with people who share your deity, race, and/or national-
ity. Also, you may request up to 3 gp worth of free mundane items 
and services per day from such individuals.
 Revitalizing Fun: Once daily after 1 minute of disruptive 
random activity, you recover 4d6 vitality. Requires Free Minded.
 Sudden Genius: Once daily you may apply a +20 bonus to 
any 1 skill check. Costs 5 vitality.
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 Explorer
You are a delver, traveler, and wanderer. Your life is an endless jour-
ney. You enjoy new customs, mysterious ruins, strange creatures, and 
beautiful locales. 

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must not be native to your current location. You 
traveled  from your homeland or don’t have a homeland.
 Best-Fits: Often, adventurers travel between cities, dungeons 
or wilderness areas. Even when quests occur in a specific locale, 
characters may be outsiders with unusual powers that make it hard 
to fit in. Consider taking this path if you wish to be at home on the 
road and able to help your fellow party members travel safely.

Origins
You are often on the move and comfortable with different races and 
cultures. Consider, what is the origin of this nomadic lifestyle? 

 » You become physically restless and feel ill or lazy when you 
stay in a single place for too long. Visiting new locales awakens and 
energizes you.

 » You suffer amnesia and don’t know your homeland or how you 
arrived to the earliest location that you recall. You search for clues 
to your background and the source of your forgetfulness. 

 » You are on the run from the law and keep moving around in 
order to avoid discovery. 

 » Whenever you go, when you stay too long, others get hurt. 
More than most adventurers, you seem to attract danger.

 » You are on a mission, such as a religious pilgrimage to search 
for a lost individual. The mission requires you travel to many dif-
ferent lands. 

 
Affiliations

Explorers often join organizations that span geographic regions so 
they can benefit from membership as they travel. They join explor-
ers guilds, adventuring bands, merchant caravans, and even roving 
warbands to see and perhaps document people, tastes, sights, and 
sounds. Explorers resist any organization that requires they stay in 
place or limit their freedom. Organizations provide a faint sense of 
home, which an Explorer likely appreciates in small doses. Explorers 
also tend to maintain alliances with locale peoples they have encoun-
tered, from village elders to fair maidens, though some Explorers 
develop a bad reputation.

Personality
Explorers tend to be curious, patient with other cultures, and rest-
less to keep moving. They have a knack for fitting in and, when 
needed, going unnoticed. They know when it is time to leave and 
view commitments as flexible. Explorers tend to observe, question, 
and learn about others’ ways. Some hope to settle “someday” while 
others fear doing so. Amongst Explorers, the biggest difference is 
between those who have a final destination or series of way-points 
in mind as goals and those who wander randomly for the sheer joy 
of discovery.

Minor Awards
Explorers may select from the following basic abilities. 
 Endure Elements: You ignore effects of extreme tempera-
ture. You can exist comfortably in conditions between -40º and 140º 
F without harm. Your gear is also protected. This award is continu-
ously in effect even when you are unconscious.
 Expeditious PassageM: For 5 minutes, you increase by 
+30 ft the speed of a vehicle in which you are in, adjacent to, or on. 
Multiple applications of this award do not stack, nor does this award 
cause a motionless vehicle to move or grant any other power over its 
movement. Requires Piloting. Costs 1 vitality. 
 Explorer’s Gear: You gain 1,000 gp that you may spend 

toward any vehicle, mount, travel clothing, or writ of passage (ticket) 
on a boat or train usable at any time in the future.
 Explorer Skills: Apply a +2 bonus on Dungeoneering, 
Endurance, Nature, Perception, and Pilot checks.
 Linguist: You are fluent in 3 languages of your choice.
 Pack Mule: Treat your Strength score as 4 points higher than 
normal when determining your carry capacity.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Resist EnergyM: For 5 minutes, you or a touched ally enjoy 
+10 DR against 1 energy type, or a +2 bonus versus all energy 
types. Costs 1 vitality.
 Terrain Focus: Select 1 type of mundane terrain such as 
arctic or jungle in which you have traveled within the past level. You 
enjoy a +5 bonus on Survival checks in that terrain and you treat 
difficult spaces in that terrain as normal spaces for the purpose of 
movement. You can take this award multiple times. Each time you 
select a different terrain.
   Trap Sense: You enjoy +5 bonus on Reflex to resist attacks 
made by traps.

Major Awards
Explorers may select from the following intermediate abilities.
 Fleet of Foot: Boost your land speed by +10 ft.
 Ignore Condition: Whenever you suffer a nonmagical 
condition such as being dazed, fatigued or shaken, you may expend 
1 vitality on your turn to ignore the effects of that condition for 2 
minutes. If the condition’s duration outlasts your resistance then you 
suffer it for the remainder of its duration. For example, if a spell 
dazzles you for 1 hour then you ignore 2 minutes and suffer for the 
remaining 58 minutes. You can only apply this award once daily to 
ignore a particular condition.
 Market Wise: You enjoy a 10% reduction on the price of 
goods and services that you personally buy.
 Master Explorer: Apply a +3 bonus on Dungeoneering, 
Endurance, Nature, Perception, and Pilot skill checks.
 Monster Lorekeeper: You know many creatures’ 
strengths and weaknesses after all your travels. When you make a 
lore check to learn about a creature that you encounter, apply a +5 
bonus on the check regardless of which skill is involved.
 Pathfinder Lodging: You know how to gain free food of 
average fare and also average, comfortable lodging in any inhabited 
civilized place you visit. The benefit applies to you plus 1 companion 
per 4 levels . You are limited to staying up to 3 days at the same place 
within a 1-month period.
 Revitalizing Jaunt: Once daily after 1 minute of walk-
ing in a random direction, you recover 4d6 vitality. Requires Endure 
Elements.
 Supernatural Explorer: When you take this award, 
select 1 realm of existence such as Olympia, Hell or the Astral 
Realm.  You are familiar with how to safely navigate there.  You enjoy 
a +5 bonus on Diplomacy, Disguise, Perception, and Survival checks 
while in that realm. See page 240 regarding the various realms of 
existence. You can take this award multiple times, each time selecting 
a different realm of existence.
 Unremarkable: Outside of combat, you can pass amongst 
creatures with ease as if you belonged where you are with them. 
Creatures that are 5 or more levels below you never recognize you 
as a threat. That is, they notice you but do not approach you or, if 
you approach them, do not start the interaction in a hostile way. All 
other creatures and those that observe you in combat respond to you 
normally.
 Wayfinding: Up to once per day, when you reach a fork in 
the road or similar choice of paths, you may sort thought random 
lore and instincts to try to learn which way is best to proceed to your 
destination. Typically you learn whether to go left, right, straight 
ahead, up, down, or turn back. The chance of an accurate analysis 
equals 70% plus 1% per level. If you fail the check you are advised to 
turn back. Costs 2 vitality.
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 Guildsman
You immerse yourself in guild life, building a reputation and maneu-
vering for wealth and influence within a unique organization that 
tussles among several or perhaps dozens.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must be a member of a faction (pages 251-255). 
Alternatively, you can take Lifetime Member as your first award to 
qualify for this theme.
 Best-Fits: Any character may join a faction and enjoy benefits 
as he builds his reputation. However, this theme really helps boost a 
character’s reputation and possibly elevates him to become a guild-
master. Consider taking this path if you like economic and political 
intrigue or running a business.

Origins
Guildsmen are loyal to a faction. They may climb to become a guild-
master. Consider, what is the origin of your dedication?

 » You are an orphan raised by the faction. Its members are like 
family, and their kindness and aid is all you know. 

 » As a youth, you witnessed the faction’s successes and wish to 
join the faction in order to obtain your own honor and glory.

 » The faction is home to someone you deeply admire or love. 
You joined in order to impress that person and be with her or him. 

 » You are secretly against the faction. Either you are truly loyal 
to a different faction or you seek vengeance as a lone wolf. Either 
way, you will climb to a position of power in order to destroy the 
faction from the inside.

 » The faction is a means to escape poverty or powerlessness.

Affiliations
A guildsman’s faction is his life, possibly above his birth family or 
adventuring comrades. Guildsmen spend hours, coins, and vitality to 
better their faction and their status within it. Often, they have rivals. 
Factions nurture a spirit of competition to evoke the best from their 
members. Factions also send members on quests, which explains 
why a character might be with an adventuring party for some time.

Personality
A guildsman is usually practical, ambitious, hardworking, and cyni-
cal. He knows that sustaining a strong organization requires courage, 
patience, and guile. There is much work to be done, such as crafting 
goods, recruiting new members, and defending against incursions. 
Sometimes, guildsmen become selfish or disillusioned.

Minor Awards
Guildsmen may select from the following basic abilities.
 Brisk Business: When you apply your skills to earn a living, 
as described under “Earning a Living” on page 103, your attempts 
bring 2x the listed earnings.
 Faction Basic Ability: Select 1 class from your faction’s 
list of multiclass options. You learn 1 basic ability of that class for 
which you qualify. You can take this award multiple times. Each time, 
select a class and a different basic ability.
 Faction Lore: Apply a +5 bonus on History checks, or +10 to 
recall facts about people, items, and locations related to your faction.
 Faction Training: Apply a +2 bonus on Craft, History, 
Insight, Literacy, and Streetwise checks.
 Guildmaster’s favorite: You gain a guildmaster as a 
patron (page 277). You and the GM select the guildmaster’s location. 
Once monthly, you may visit him to request 50 gp. The chance the 
request is honored (the guildmaster is present and willing) equals  
70% + 1% per level. The guildmaster will not travel to you. If the 
check fails, you may try again 1 month later or when you advance to 
the next level or noble title, whichever comes first. If you harm or 
insult the guildmaster, the request fails and you must repay all prior 

funds in order to restart the relationship.
 Legal Training: Apply a +5 bonus on Literacy checks, or 
+10 regarding matters of law.
 Lifetime Member: You automatically qualify to join a fac-
tion (page 251) of your choice, with the lifetime membership paid, 
and you gain a free faction sigil (see Place Sigil below). 
 Loyalty’s Enticement: Your faction gifts you 1,000 gp 
worth of mundane and magical gear selected by you and/or the GM, 
as the GM decides. You can take this award multiple times. Each time 
you receive 1,000 gp more.
 Merchant Network: Your faction is linked into a mer-
cantile network. You can trade legal items not found in your local area 
in 2d4 days when you pay a 10% transaction fee.
 Merchant Secrets: You can trade illegal items found in 
your local area in 1d4 days without effort or danger when you pay a 
10% transaction fee.
 

Major Awards
Guildsmen may select from the following intermediate abilities.
 Bonus Allies: This improves Recruit Allies. Either the fac-
tion members travel and fight with you for up to 4 hours, or you 
recruit townies with total levels equal to your level. Costs 5 vitality.
 Far-Wise Merchant: You can trade illegal items not 
found in your local area in 3d4 days when you pay a 10% transaction 
fee. Requires both Merchant Network and Merchant Secrets.
 Faction Intermediate Ability: Select 1 class from 
your faction’s list of multiclass options. You learn 1 intermediate abil-
ity of that class for which you qualify. You can take this award more 
than once. Each time, select a class and a different ability.
 Guildmaster Title: You acquire a titled office within your 
faction. The options include Captain, Defender, Groom, Pageantist, 
Secretary or Treasurer. A position pays a salary of 25 gp per month. 
You must be present and working at least 7 days each month or 12 
weeks each year, whichever you like. Otherwise you lose the title 
and salary until you spend at least 1 month fulfilling your duties. 
While fulfilling duties, you are not adventuring.
 Guildmaster Training: Apply a +3 bonus on Appraise, 
Diplomacy, History, Insight, Literacy, and Streetwise checks.
 Loyalist: Select 1 profession listed under your faction. You 
permanently gain a townie of that profession who acts a loyal hench-
man who will never reveal your secrets or attack you—even under 
magical duress—and only improves by becoming an alder when you 
attain 12th level. Whenever you spend 15 gp weekly for his upkeep, 
he aids you unquestioningly. You cannot replace him if you lose him.
 Loyalty’s Reward: Your faction gifts you 2,000 gp worth 
of mundane and magical gear, selected by you and/or the GM, as the 
GM decides. You can take this award multiple times. Each time you 
receive 2,000 gp.
 Place SigilM: After a 1-minute rite, you place a highly visible 
sigil of your faction on a person, object or 5-ft space. You can only 
place a sigil on a person, object or space that lacks other sigils. If you 
place the sigil on a person, that person can pass freely through spaces 
marked with that sigil. If you place it on an object or on a space, 
then persons who lack the sigil suffer 3d6 damage (of an energy type 
specified by you) when first touching the object or passing through 
that space, of ½ damage when Will resists. The sigil is permanent (it 
does not vanish or require a recharge time when activated, though an 
Erase spell will remove it). A DC 10 Perception check reveals a sigil. 
The rite costs 250 gp in special materials.
 Recruit Allies: At any time while at your faction’s base, 
you may expend 2 vitality to call upon 1 or more faction members 
(townies with professions listed under your faction) to freely serve 
you for 1 hour or a single combat encounter, after which they return 
to the faction’s nearest base. Their total levels cannot exceed ½ your 
level. Each member costs 1 gp for their work. Each death costs you 
500 gp to compensate his family and the faction.
 Revitalizing Greed: Once daily after 1 minute of count-
ing your wealth, you recover 4d6 vitality. Requires Legal Training.
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 Heretic
You eschew a particular god in order to summon empowering occult 
spirits into yourself. A heretic’s path is the most magical and danger-
ous of all themes.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You renounce having a deity, cannot acquire divine 
boons, and likely accept that your soul will wander the Astral Realm 
after you die rather than proceeding to a deity’s realm.
 Best-Fits: This theme entices characters from all classes who 
wish to gain divine power without worshiping and pleasing a god. By 
eschewing a deity, you can access all of them. Thus, life as a heretic 
cleric or paladin is rough. Consider taking this path if you like select-
ing a different set of divine abilities every day to suit your needs.

Origins
Heretics have broken with the gods. They are an end and power unto 
themselves. Consider, what is the origin of your heresy?

 » The gods have cursed and rejected you, driving you to this path.
 » You are angry. You worshiped a deity who betrayed your faith-

fulness by letting you suffer or letting a loved-one die. Thus, you 
renounced the gods. 

 » You view yourself with high esteem, as beholden to no god. The 
very idea of worshiping another being insults your ego. 

 » You were lured onto this path by a heretic and now you either 
feel you cannot go back or you find the power to your liking.

 » You were born this way. Maybe your mother bound an occult 
spirit while she carried you in her womb.

Affiliations
Heretics—also known as binders, occultists, pactmakers, and the-
osophists—are the bane of religions and believers. Thus, they tend 
to hide their nature and gather in secret. Some of these secret societ-
ies seek to undermine, use or even overthrow religious institutions, 
while others simply wish to follow their inclinations in peace. Even 
when a group successfully hides from mortal authorities, gods may 
strive to actively direct their faithful. Thus, heretics are never safe 
and often end up traveling on their own.

Personality
Heretics are often unreliable and sometimes unstable. When a her-
etic binds an occult spirit into himself, his personality shifts to match 
the spirit’s personality. Unless the heretic sticks with spirits like him-
self, his personality will vary from day to day, straining relationships 
and perhaps fracturing his mind. Knowing that his soul does not have 
a set afterlife is also disconcerting to himself and others. 

Minor Awards
Heretics may select from the following basic abilities.
 Basic Occult Power: Select 1 basic ability of 1 deity. You 
must know the deity’s seal and ritual. You now permanently know 
and can use the selected ability, which cannot be exorcized or other-
wise dismissed. Requires Heretical Lore and Seal Minor Pact.
 Boost Pact: When using Seal Minor Pact or Seal Major Pact, 
you can exchange 1 additional point worth of abilities. You can take this 
award more than once. Each time you can exchange 1 more point.
 Favorite Spirit: Select 1 deity. You must know its seal and 
ritual. When using Seal Minor Pact or Seal Major Pact, you bind the 
deity’s spirit as a standard action for 0 gp cost. Also, the Exorcism 
ability cannot evict the spirit and you enjoy a +1 bonus on attacks 
using abilities you gain from that spirit. This bonus stacks with Skilled 
Binder if you have that award.
 Heretical Lore: Select 3 deities. For each deity, you learn its 
unique geometric seal and ritual. Each day, you may select 1 of these 
deities when using Seal Minor Pact or Seal Major Pact. You may take 
this award more than once. Each time, select 3 additional deities.

 Occult Savvy: Boost Arcana and Religion checks by +5.
 Paranoia: Boost Insight, Perception, and Stealth checks by +3. 
 Seal Minor PactM: Once daily after a 1-minute ritual 
costing 1 gp in materials, you bind an occult spirit into yourself for 
24 hours. During the ritual, you specify a deity. You must know and 
draw the deity’s geometric seal as part of the ritual. Also, you select 
up to 5 points worth of class abilities that you know. A basic abil-
ity equals 1 point, an intermediate ability equals 2 points, and an 
advanced ability equals 4 points. You forfeit the selected class abilities 
in order to gain 5 points worth of divine abilities of your choice from 
the selected deity. You are limited to abilities up to a tier you can 
normally access. Resolve use of the divine abilities using your class 
prime attribute. While bound, you show the spirit’s physical sign 
upon your body, which is noticeable on a successful DC 10 Percep-
tion check. Also, your alignment moves 1 step closer to the deity’s 
alignment, a change that is detectable on a successful DC 10 Insight 
check unless you and the deity already have the same alignment. You 
cannot dismiss the spirit early unless you have Evict Spirit or are 
targeted by the Exorcism ability. In fact, when you are not bound to 
a spirit, you suffer a -1 penalty on all d20 rolls. You start knowing 
the ritual for 1 deity and can learn more rituals using Heretical Lore. 
Conducting the ritual costs 1 vitality.
 Skilled Binder: You enjoy a +1 bonus on attack rolls when 
using abilities gained from Seal Minor Pact or Seal Major Pact, and you 
treat your level as +1 higher than normal when using those abilities.
 Suppress Alignment ShiftM: You do not suffer an 
alignment shift when using Seal Minor Pact or Seal Major Pact.
 Suppress Physical SignM: You may show or hide a spir-
it’s physical sign as a swift action when using Seal Minor Pact or Seal 
Major Pact.

Major Awards
Heretics may select from the following intermediate abilities.
 Augment Pact: When you use Seal Minor Pact or Seal 
Major Pact and expend 2 extra vitality, you may select 2 of the fol-
lowing benefits: +1 DR, +1 bonus on attacks, +3 vitality, a +2 
bonus on damage rolls, +5 ft speed (+10 ft when wearing no armor) 
or a +2 bonus on any 1 save (Fortitude, Reflex or Will). The benefits 
last until the pact ends.
 Ephemeral PowerM: Once daily as a move action you may 
bind 1 magic ability of a deity whose seal and ritual you know. The 
ability must be of a tier you normally have access to. You can and 
must immediately use the ability or you lose it. Afterward you are 
fatigued and lose the ability. Costs 2 vitality.
 Evict SpiritM: Once daily as a move action, you may evict a 
bound spirit from yourself. If you wish, as part of evicting the spirit, 
you may spend an additional 2 minutes and 10 gp to bind another 
spirit you know in its place.
 Hide SpiritM: Skill checks and abilities that normally reveal the 
presence of possession or bound spirits fail to detect anything unusual 
within you. However, Miracle and Wish will reveal a bound spirit. 
 Intermediate Occult Power: This works like Basic 
Occult Power except you select an intermediate ability instead.
 Resist Exorcism: You enjoy a +2 bonus on Will, or +10 to 
resist the effects of the Exorcism ability.
 Revitalizing Rite: Once daily after 1 minute of communing 
with your bound spirit, you recover 4d6 vitality. Requires Paranoia.
 Seal Major Pact: This improves Seal Minor Pact. You 
exchange up to 10 points worth of abilities up to paragon tier (but 
still limited to your highest tier) when you spend 10 minutes, 5 gp of 
materials, and 2 vitality. A paragon ability is worth 8 points.
 Share PowerM: One adjacent ally learns and can use 1 basic 
ability of your bound spirit for 2 minutes. You can still use it. Costs 2 
vitality.
 Void AttackM: Once daily as an immediate action while 
bound to a spirit, you declare that you ignore a single attack before 
you know whether it hits. Requires Seal Minor Pact and Skilled 
Binder. Costs 2 vitality.
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 Hunter
You track and subdue or slay dangerous magic using creatures, a cat-
egory that includes most monsters and some spellcasters who harm 
others or fail to submit to society’s authority.

Qualifications
Here are key rules to enter and continue in this theme. 
 Entry: You must be a person and have no more than 3 magic 
abilities. You may learn more magic later.
 Best-Fits: When magic is key to a world and its inhabitants, 
it is bound to be abused. Barbarians, inquisitors, mageblades, and 
rangers make great hunters in light of their talents. Conceivably, a 
spellcaster such as a cleric, druid or wizard might also take this path, 
with all its contradictions. Consider taking this path if you wish to 
track and defeat supernatural creatures, dangerous magic users, and 
misused magical items and forces.

Origins
Are you sure you want to be a hunter?  Your foes are terrible, power-
ful, and perhaps mad. Consider, how did you take up hunting?

 » Revenge motivates you. Maybe supernatural creatures killed 
your loved-ones or transformed them into more of their kind.

 » Hunting is a duty to defend your people or a family tradition. You 
likely started wise to the dangers, pitfalls, and reasons for hunting.

 » You’ve been blackmailed. A powerful creature holds hostage a 
loved-one in exchange for your dedication to destroying its rivals.

 » You despise magic users, either because you failed to develop 
magical abilities or you were humiliated by a magic user. 

 » Supernatural creatures are a power source. You search for a 
particular creature or type of creature, either to offer it as a sacri-
fice or to cull it to gain key ingredients needed to complete a task.

Affiliations
A hunter might work on his own, within a trusted fellows, or enjoy 
membership in a world-spanning guild. Because large numbers 
attract attention, and because a lone hunter may easily be taken 
down by a monster or spellcaster, a small and stealthy unit of hunters 
often works best. Minimally, hunters travel in pairs or in an adven-
turing party. A hunter is pragmatic and will travel with relatively-
benign magic users if doing so helps accomplish a larger goal.

Personality
Hunters tend to be grim, focused, slightly paranoid, and generally 
gripped by shadowy emotions. First, their job is killing. Their foes, 
though monsters, may be sentient and even innocent. Second, 
hunters necessarily lie low and avoid starting a family because a 
hunter’s presence easily beckons magic users—be they demons, 
vampires, witches or whatnot. Finally, the potential for nasty magic 
is everywhere so a hunter rarely gets a good night’s sleep.

Minor Awards
Hunters may select from the following basic abilities.
 Action Ready: You enjoy a +5 bonus on Athletics and Per-
ception checks.
  Anti-Mage: When an adjacent creature uses a magic ability, 
you gain a single free melee weapon attack against it as an immediate 
action. Requires you know Hunter’s Focus. Costs 1 vitality.
 Arcane Assassination: Once daily as a move action, 
the next adjacent target that you hit with a weapon that same round 
that is under the ongoing effect of magic (baleful or beneficial) suf-
fers +15 damage. Requires you know Anti-Mage or Arcane Bane 
Blade. Costs 5 vitality.
 Arcane Bane Blade: As a swift action, your next attack 
made with a weapon that round counts as magical. Moreover, if you 
hit and the target has magic abilities or is under the effect of magic, 
then apply +1d6 damage. Requires you know Hunter’s Focus.
 Arcane Inquisitor: Apply a +3 bonus on Arcana, 

Insight, and Streetwise checks.
 Delver: Boost Dungeoneering checks by +5, or by +10 in 
underground settings.
 Detect Magic UserM: You learn whether 1 creature 
within 30 ft possesses magic abilities. After you concentrate for a 
second round on the same creature, you learn how many abilities 
and of what tier. Finally, after concentrating on the target for a third 
round, if you beat its Will you learn whether or not it is a person and 
also the names of its 3 most potent magic abilities. Costs 1 vitality.
 Hunter’s Focus: As a move action you concentrate to 
achieve focus. While you possess focus, you enjoy a +2 bonus on 
Perception checks and can use the Ignore Spell award (below). After 
using any magic ability or Ignore Spell, the focus ends. Whenever 
you use a magic ability not of this theme, you cannot achieve Hunt-
er’s Focus for 2 minutes afterward.
 Spell Immunity: When you take this award, select 1 magic 
ability. You are immune to the ability’s effects. The immunity does 
not aid others who may also be targeted by the spell. You can take this 
award multiple times. Each time you select a different magic ability.
 Spell Tracker: Boost Survival checks by +5, or by +10 
when tracking creatures experiencing ongoing magic effects, from 
curses to magical protections.

Major Awards
Hunters may select from the following intermediate abilities.
 Antimagic PerimeterM: You spend 1 minute drawing a 
stationary 15-ft line or 5-ft-diameter circle inscribed with runes. 
 A creature experiencing the effects (baleful or beneficial) of a 
magic ability or magic item cannot touch or break the perimeter, 
nor can the creature move under or above it. Moreover, for a crea-
ture fully enclosed by the circle, its magic abilities instantly fail with 
no vitality cost. 
 Two hunters using this award together can create a double line, 
nested set of 2 circles, or single 10-ft-diameter circle. 
 A creature that is entirely free from magic can break the perimeter 
and end the spell as a move action. Otherwise, the effect lasts for as 
long as you concentrate as a standard action each round + an addi-
tional 1d4 rounds. 
 Requires Arcane Inquisitor. Each use of this award costs 5 gp in 
special materials plus 2 vitality.
 Antimagic Smite: When you successfully strike a foe that 
has 3+ magic abilities, add +5 to your damage roll. Requires Anti-
Mage and Arcane Inquisitor.
 Counter SpellM: As an immediate action, you target 1 per-
son within 30 ft who is activating a magic ability. If you beat his Will, 
you negate his magic. Requires Arcane Inquisitor. Costs 1 vitality + 
the countered ability’s vitality cost, if any.
 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally.
 Dispelling StrikeM: When you successfully hit a foe with 
your melee weapon, you dispel 1 randomly-selected magic ability 
that the foe has in place (such as Mage Armor) if it fails to resist using 
Will. Costs 2 vitality.
 Ignore Spell: As an immediate action while enjoying the 
benefits of Hunter’s Focus, you ignore 1 magic attack that targets 
you. Costs 2 vitality.
 Night Watcher: Boost Intimidate, Perception, Stealth, 
and Streetwise checks by +4.
 Repress SpellcastingM: You target a foe within 15 ft with 
a terrible incantation. If you beat its Reflex, it cannot use any magic 
abilities for 1d4 rounds if the foe is a person, or for 1 round if it is 
some other creature type. Costs 2 vitality.
 Resist Magic: Boost saves by +2 to resist magic abilities.
 Revitalizing Imagery: Once daily after 1 minute of tor-
menting yourself with terrible images of magic’s misuses, whether 
in your mind’s eye, or drawing upon the past or a nearby book, you 
recover 4d6 vitality. Requires Arcane Inquisitor.
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 Martialist
You live for the sweat and blood of combat and inevitably rely upon 
a trusty weapon and keen maneuvers to keep you up until your next 
adrenaline surge. 

Qualifications
Here are key rules to enter and continue in this theme.
 Entry: You must be proficient with at least 1 weapon group or 
3 specific weapons.
 Best-Fits: All characters meet the entry qualifications. Classes 
such as the barbarian, fighter, gallant, monk, and ranger focus on 
physical combat. That said, a wizard who is proficient in armor and 
resists combat maneuvers like grapple and trip is a far safer and more 
effective in combat than a wizard who jaunts around in robes and can 
barely wield his own staff. Consider taking this path if you want a 
hearty front-liner  who attacks first and asks questions later.

Origins
So you are ready and eager for combat. Consider, what is the origin 
of your training and hunger for battle?

 » You were raised by a warband and have known only battle all 
your life.

 » The thrill of battle and taste of blood energize you like nothing 
else. The idea of returning to a settled life sounds boring, if not 
terrifying. 

 » You joined an army during wartime to protect your people and 
continue in this role to ensure a safe and secure future for your 
family and friends.

 » You have a death wish. If you die, so what. And the more peo-
ple or monsters you take down with you, the better. Perhaps you 
believe that a glorious, or at least relaxing, afterlife awaits you.

 » Fighting is the easiest way for you to earn enough gold to pur-
chase a business, property or item for which you yearn.

Affiliations
Some martialists function best on their own. Their maneuvers, spells 
or whatnot require they stand alone. Others prefer to fight in an 
army, elite guard or mercenary warband. Martialists value places 
they can drop in to receive healing, ammunition, mounts, potions, 
and scrolls. Some spellcasting martialists such as artificers and 
necromancers create minions who act as front-line fodder, scouts or 
juggernauts, saving the martialist’s vitality for key encounters.

Personality
Martialists tend to be confident, observant, and stoic. Some rely on 
equipment, training, and patient tactics. They rarely rush into com-
bat without cause and advertise their prowess to avert violence. Oth-
ers rely on sheer speed, strength, and blood-thirst. They may be rash 
but they don’t miss opportunities. A few balance training and instinct 
to be martialists of renown. In general, martialists understand that 
death may come without warning and prefer to live with courage 
rather than die a thousand cowardly deaths.

Minor Awards
Martialists may select from the following basic abilities.
 Armor Training: Select 1 grade of armor: Light, Medium 
or Heavy. You are now proficient in all armors of that grade and can 
wear and benefit from such armor without penalty. You can take this 
award multiple times. Each time, select a different grade of armor.
 Defensive Maneuver Training: When a foe targets 
you with the Disarm, Feint, Grapple, Sunder or Trip ability, apply a 
+5 bonus to resist the ability.
 Enter the Fray: Apply a +5 ft bonus to your speed, or +10 
ft when chasing a foe or moving on the first round of combat. 
 Martial Skills: Apply a +2 bonus on Athletics, Endurance, 
Heal, Intimidate, and Warcraft checks.
 Special Training: Select 1 of the following skills: Acro-

batics, Athletics, Endurance, Heal, Intimidate, Perception, Stealth, 
Survival or Warcraft. You enjoy a +5 bonus on that skill, or a +10 
bonus once daily.
 Trophy: Select 1 wearable item that you own or 1 tiny trophy 
that is a preserved piece of a defeated foe such as a finger, tooth, or 
shrunken head. So long as you wear the item, you enjoy a +1 bonus 
on saves. You can take this award up to 3x.
 Trusted Weapon: Select 1 weapon that you have wielded 
in combat during the past level. You enjoy a +1 bonus on attack rolls 
and deliver +2 damage using that weapon.
 War Mind: You are schooled in the art of war. Boost Warcraft 
checks by +5, or by +10 once daily.
 Wartime Inheritance: You gain 1,000 gp worth of gear 
that may include armor, weapons such as swords and guns, explo-
sives, electrotech, and/or mundane practical gear.
 Weapons Training: Select 1 weapon group such as light 
blades, hammers or firearms.  You are proficient with all weapons 
in that group and can wield them without penalty. You can take this 
award multiple times. Each time, select a different weapon group.

Major Awards
Martialists may select from the following intermediate abilities.
 Action Surge: Once daily, you gain a bonus standard action 
in addition to the usual actions for a round. You can use the action to 
make a mundane or magical attack. You cannot combine this award 
with other abilities, boons or awards usable once daily.
 Assess Level: You target 1 foe within 15 ft as a move action 
to assess its level. The chance of an accurate assessment equals 70% 
+ 1% per level. If you succeed, you learn the foe’s level. Otherwise, 
the GM rolls d20 and you falsely think its level is the die result.
 Combat Skill Focus: You enjoy a +2 bonus on skill checks 
attempted during combat.
 Dazing Attack: Select 1 ability you know or weapon you 
use that requires an attack roll against a single foe. The attack is 
improved. If your attack is successful and you expend 1 vitality, the 
target must resist using Will or be dazed for 1 round in addition to 
any other effects it normally suffers. 
 Fixed Mark: You mark 1 foe within 15 ft. Whenever you 
attack that foe, you enjoy a +2 bonus on attack rolls, damage rolls, 
and skill checks directly targeting that foe. You can mark a foe only 
when the previous mark is captured, dead, or 24 hours have elapsed.
 Knight’s Move: In lieu of a standard move action, you may 
move 15 ft and automatically pass through any foes’ spaces along the 
way so long as you arrive in an empty space. You are still limited to 
your normal forms of movement and barriers still block you as usual.
 Offensive Maneuver Training: Select 1 of the fol-
lowing abilities: Bull Rush, Charge, Disarm, Feint, Grapple, Over-
run, Sunder or Trip. Whenever you use the selected ability, add +5 to 
your attack roll. Also add +5 to your save when someone else targets 
you with the ability. You must already possess the selected ability to 
benefit. You can take this award more than once. Each time, select a 
different ability to improve. 
 Reinvigorate: Whenever you suffer wound damage from a 
foe in combat, you instantly recover 1 vitality point (subject to your 
normal maximum). This benefit occurs up to 10x daily.
 Revitalizing Bout: Once daily after 1 minute of target 
practice and mock combat, you recover 4d6 vitality. Time spent in 
combat does not count toward the 1-minute of activity. Requires 
Martial Skills.
 Warband Posse:  You gain a set of warriors who admire 
and support your martial prowess and either guard your property 
or join you on missions. Their number equals ½ your level. They 
are 2nd-level townies who share your nationality, subject to GM 
approval. Typically they are archers, cavalrymen, infantrymen, 
sharpshooters, warmages, and so forth. They serve you before their 
nation. If you lose a warrior—or when you qualify for an additional 
warrior—then you can attract a new warrior after 1 month. Each 
warrior costs you 10 gp weekly in upkeep.
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 Noble
You are a courageous leader destined for high noble titles. You attract 
followers, rally and direct others with ease, and often act with speed 
and confidence.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must have a noble title or a Charisma score of 15+. 
 Best-Fits: Any character may be a noble. In theory, nobles of 
every race or nation honor each others’ titles and form a vast net-
work of diplomats, generals, and landlords. A character may select 
Lesser Title as a race ability to start this path. Consider taking this 
path if you want to acquire lots of followers, property, and patrons.

Origins
So you want to be a noble leader! Consider, what is the origin of your 
leadership skills and/or noble title?

 » You hail from a long line of aristocrats.
 » You were born common but easily influence and inspire others.
 » A stranger left you a noble title or modest, useful inheritance.
 » You don’t enjoy leading but others follow you whatever you say, 

and wherever you go. Even nobles assume you are of noble blood.
 »  After showing great courage, people view you in a new light. 

This has given you confidence to improve your station in life.

Affiliations
Nobles move to the center of any group that will take them, and even 
when they aren’t in charge, they prefer that someone leads. Some 
nobles work well with others in a triumvirate or council, while oth-
ers prefers to work alone. Every noble stands in line to a throne and 
is a potential ruler of his land.

Personality
Nobles tend to be commanding, confident, and distant. They often 
speak directly, presuming others are listening and obeying. Some can 
be abusive, effete or profligate. Mostly, nobles try their best to shep-
herd everyone while accomplishing their goals. Notable leaders are 
honorable. They keep their word and act according to their beliefs.

Minor Awards
Nobles may select from the following basic abilities.
 Acquire Aide: You gain a single, young adult townie of the 
same race, sex, and nationality as you. The aide fulfills noncombat 
duties and makes attack rolls only if attacked first by a foe. You must 
be at least 4th level to gain this award. The aide costs 15 gp per 
month, only works if paid, and is replaced after 3d12 months by a 
different aide.
 Boost Morale: As a move action in combat, allies within 60 
ft who can see or hear you regain 1 vitality and enjoy a +1 bonus on 
all dice rolls until the start of your next turn. Costs 1 vitality.
 Detect Title: You deduce the noble title of 1 person within 
15 ft. The chance of accurate assessment equals 70% + 1% per level.
 Gifted Speaker: Boost Diplomacy and Literacy checks by +5.
 Honorable Aura: Foes in combat within 30 ft cannot 
delay actions or otherwise change their place in the initiative order.
 Inheritance: You gain 1,000 gp worth of equipment and/
or property, selected by you. Property may be a single property or 
a share of a property where you can use a room. You can take this 
award multiple times. Each time you receive 1,000 gp more.
 Lesser Title: You gain the title of Sir (if male) or Lady (if 
female) and enjoy +5 bonus on Nobility checks and a monthly sti-
pend of 25 gp. You now have access to a fine house worth 5,000 gp 
where you may reside for free.  You do not own the house. Finally, 
you may make a Nobility check in lieu of a Diplomacy check to gain 
temporarily lodging or simple favors from other nobles.
 Noble Bearing: Boost Nobility checks by +5, or by +10 
once daily.

 Noble Patron: You gain a Duke as a patron (page 277). You 
and the GM select the duke’s location. Once monthly, you may visit 
the duke to request 50 gp. The chance the request is honored (the 
duke is present and willing) equals  70% + 1% per level. The duke 
will not travel to you. If the check fails, you may try again 1 month 
later or when you advance to the next level or next noble title, which-
ever comes first. If you harm or insult the duke, the request fails and 
you must repay all prior funds in order to restart the relationship. 
 Refined: Boost Appraise, Literacy, and Music checks by +3.

Major Awards
Nobles may select from the following intermediate abilities.
 Cohort: You gain a cohort who looks up to you as a leader. 
The cohort is a person with whatever statistics as you and/or the 
GM desire though he always shares your nationality and faction, if 
relevant. The cohort starts at ½ your level. Whenever you gain 2 
levels, the cohort gains a level and will thus always be ½ your level. 
If you lose the cohort or treat him badly and cause him to flee, then 
you can attract a replacement cohort after 1 month. The cohort costs 
you 15 gp weekly in upkeep and only works if paid.
 Flattering Courtiers: You gain a set of courtiers who 
act as entertainers, valets, sycophants or whatnot. Their number 
equals ½ your level. They are 2nd-level townies of any profession 
who share your nationality, subject to GM approval. Typically they 
are aristocrats, courtesans, guards, and so forth. They swear loyalty 
to you and serve you before their faction or nation. If you lose a 
courtier or he changes faction or nationality—or when you qualify 
for an additional courtier—you can attract a new courtier after 1 
month. Each courtier costs you 10 gp weekly in upkeep.
 Enthrall: You capture the attention of all persons within 90 
ft if you beat their Will. Affected persons do not move or attack and 
suffer a -5 penalty to Perception checks. However, if an attack roll 
occurs within the area, the effect immediately ends. Otherwise, the 
effect lasts as long as you use the Literacy skill as a standard action 
each round to a maximum of 1 hour. Costs 2 vitality. 
 Great Inheritance: You gain 2,000 gp worth of property 
and/or gear, selected by you and/or the GM, as the GM decides.
 Greater Title: Your existing noble title improves by 1 step 
and grants a new monthly stipend. You must already have a noble title 
to take this award. Also, you must own the minimum land holdings 
shown in the table below in order to get the stipend.

Rank
Male 
Title

Female 
Title

Monthly 
Stipend

Required 
Land Holdings

1 Sir Lady 25 gp —

2 Baron Baroness 100 gp 10,000 gp

3 Count Countess 250 gp 25,000 gp

4 Marquis Marchioness 500 gp 50,000 gp

5 Duke Duchess 1,000 gp 100,000 gp

  Improved Stipend: This improves your noble title such 
that you gain double the listed monthly stipend.
 Legal Immunity: You enjoy immunity to interrogation or 
investigation by persons with no noble title or a title below your 
own. Also, you are due a trial by individuals of equal or higher title 
when accused of a crime.
 Noble Power: Once daily for 5 minutes you tap the true 
power of your bloodline. You temporarily gain a +2 bonus on attack 
rolls and Will, deliver +5 damage per hit, and enjoy +5 vitality. The 
bonus vitality goes away when this award ends. Requires Lesser Title.
 Revitalizing Speech: Once daily after 1 minute of 
speechifying and self-aggrandizement, you recover 4d6 vitality. 
Requires Gifted Speaker.
 Royal Commission: You gain a royal commission, which 
grants a legal right to perform any action in the name of a specific 
monarch or nation without fearing legal prosecution. Also, the com-
mission grants you diplomatic immunity in other nations.
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this type or race start off 1 grade friendlier than normal and you 
enjoy a +2 bonus on Diplomacy checks with such creatures. You can-
not select a creature type or race as an ally if you have selected that 
same type or race as a Favored Enemy.
 Favored Enemy: Select 1 creature type such as aberration, 
celestial or undead. If you select persons, then you select a specific 
race such as dwarf or elf. You enjoy a +2 bonus on Bluff, Insight, 
Perception, and Survival checks when using these skills against crea-
tures of the selected type or race. Likewise, you enjoy a +2 bonus on 
weapon attack and damage rolls against such creatures. You cannot 
select a creature type or race as an enemy if you have selected that 
same type or race as a Favored Ally.
 Maintain the Fight: Adjacent foes cannot use the full 
withdrawal action to escape combat.
 Racial Rivalry: Select 1 race. With persons of that race, 
apply a -5 penalty on Diplomacy checks and a +5 bonus on Insight, 
Intimidate, and Perception checks.
 Sworn Foe: Select 1 specific person or creature such as Lord 
Morbo or the dragon that lives on White Mountain. After a 10-min-
ute ritual, you enjoy a +2 bonus on d20 rolls, damage rolls, and saves 
against this foe. Once you permanently defeat the foe (subdue or kill 
it), or after 3 days day, you can apply this award to a different specific 
person or creature.

Major Awards
Protectors may select from the following intermediate abilities.
 Band of Brothers:  You gain a band of defenders who 
serve the same cause you do. Their number equals ½ your level. 
They are 2nd-level townies of any profession who share your race 
or nationality, subject to GM approval. Typically, they are archers, 
cavalrymen, guides, healers, infantrymen, warmages, and so forth. 
They happily maintain your properties, accompany you on missions 
against your favored enemy, and use abilities on your behalf. If you 
lose a defender or he betrays your cause—or when you qualify for an 
additional defender—you can attract a new defender after 1 month. 
Each defender costs you 10 gp weekly in upkeep.
 Blood Brother: Select 1 specific person. You enjoy a +2 
bonus on d20 rolls, damage rolls, and saves when you are adjacent to 
each other. If your blood brother dies, you can apply this award to a 
different specific person.
 Karmic StrikeM: You designate a foe as a swift action. The 
next time that foe strikes you that round, record the hit point dam-
age dealt. The next time you strike that foe, apply damage as normal 
or the amount recorded, whichever is more. Costs 2 vitality.
 Major Constellation Bonus: This improves Constel-
lation Sign, such that you apply a +2 bonus on all dice rolls and saves.
 Mass-Effect Magic: Select a magic ability you know that 
normally targets you or 1 other creature. The ability must be of a tier 
lower than the highest tier you normally access. For example, if you 
access intermediate abilities then select a basic ability. You learn the 
selected ability with 3 modifications. It its treated as 1 tier higher 
than the ability it is based on. It affects a number of targets up to your 
prime attribute bonus. Thus, a wizard with a 17 Intelligence affects 3 
targets rather than one. You must expend vitality for each target. 
 Revitalizing Chant: Once daily after 1 minute of patri-
otic or mystical chanting, you recover 4d6 vitality. Requires Maintain 
the Fight.
 Sacrificial Defense: When you forego attacking or mov-
ing on your turn, all adjacent allies enjoy a +2 bonus saves and DR 
for 1 round.
 Stability: Up to once per round, you ignore any nonmagical 
ability that attempts to move you or knock you prone such as Bull 
Rush or Trip.
 Stand Tall: You ignore attacks that knock you prone.
 Unnatural StabilityM: This improves Stability such 
that no action or effect, whether magical or mundane, can move you 
from where you stand unless you wish it so. Costs 1 vitality to resist 
each attempt to move you.

  Protector
You take sides: some are foes, others allies, and amongst them is a 
rival and a blood brother. You also know the places and times that 
rule mortals’ fates.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry: Select an allied creature type or race and also an enemy 
creature type or race. Creature types vary from aberration to undead. 
If you select a person type then you must select a specific race such as 
elf or dwarf.  
 Best-Fits: Most characters have a homeland, family or cul-
ture. Thus, any character might take this theme. Some classes such 
as blackguard, inquisitor, paladin, and ranger are well-suited to this 
path. Consider taking this path if you want a struggle of forces and a 
nasty rival.

Origins
When our people and culture suffer, we may respond protectively 
and seek to route foes. Consider, what is the origin of your protec-
tive animus?

 » Your kin were slain or your hometown destroyed by enemies.
 » A bitter episode with a specific creature soured you on its kin.
 » Since childhood you’ve disliked certain creatures or peoples.
 » Your people adopted refugees or relatives from another land. 

Out of empathy, you mistrust those who harmed those refugees.
 » You are a double agent who is disgusted with your own kind.

Affiliations
There are many creatures and races, and with swords and sorcery 
come deceit and violence. Some creatures, such a demons or orcs, 
are irredeemably evil and are easy to mark as foes or use as pawns. 
Other rivalries are more personal, between a pair of individuals, 
families or clans. Wherever your loyalties lie, you are irrationally 
devoted and thus surprised and enraged when betrayed.

Personality
Protectors tend to be concerned, determined, and skeptical. Their 
struggles tap ancient feuds that may span generations and have 
toppled nations and slain men far greater than them. Even years of 
struggle rarely result in victory. Young protectors often start out as 
enthusiastic. Some come to feel they have little impact and perhaps 
die with bitterness in their heart, while others pass on a vision of 
peace and prosperity and take solace in gradual successes across gen-
erations.

Minor Awards
Protectors may select from the following basic abilities.
 Bane Strike: This improves Favored Enemy, such that you 
gain an additional +1 bonus on attacks and +3 damage against that 
enemy.
 Bonus Racial Ability: Select 1 racial ability listed under 
your race. You learn and can use that ability. You can take this award 
multiple times. Each time select a different ability listed under your 
race.
  Constellation Sign: Select 1 constellation sign such as 
Genie, Tree or Wolf. Whenever you are in a time or space ruled by this 
sign, you enjoy a +1 bonus on all dice rolls and saves. The signs link to 
months of the year and creature types as summarized on page 251.
 Defensive Training: Apply a +5 bonus on saves to resist 
attacks by your enemy creature type or race.
 Earth Anchor: Apply a +5 bonus to resist the Bull Rush, 
Charge, Grapple, and Trip abilities when standing on the ground.
 Favored Ally: Select 1 creature type such as aberration, 
celestial or undead with which you have had peaceful contact during 
the past level. If you select persons, then you must select a specific 
race such as human, dwarf or tiefling. Encounters with creatures of 
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 Rider
You possess a deep affinity with war-horses, drakes, giant bats, giant 
eagles, griffons, and other mounts. You likely have a special mount 
and can rally, heal, and even magically augment mounts.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry: You possess a mount such as a warhorse or drake.
 Best-Fits: Any character benefits from a mount, particularly a 
mount that flies or offers other forms of movement. The mount can 
act each round separately from its rider so that a mounted character 
gains free movement, allowing him to take more actions. Characters 
in Heavy armor or with ranged attacks, and those with low hit points 
can really benefit. Also consider taking this path if you like having a 
mount as a regular companion.

Origins
So you want to be a regal rider! Consider, what is the origin of your 
affinity with mounts?

 » A mount adopted you. Wherever you went, the drake, war-
horse or whatnot followed you until you agreed to act as its rider.

 » As an inheritance, you gained a mount. Perhaps you did not 
even like the idea at first but warmed up and became attached and 
accustomed to it. 

 » You grew up with horses or other mounts. Perhaps you even 
raised a particular mount since its birth. Riding now comes natu-
rally to you.

 » You were rescued from danger by a dragon, horse or other 
mount and now feel a special, protective link to such creatures. 

 » You tamed a wild mount to serve you or as a fun challenge. 
Now you both feel obliged to each other. 

 
Affiliations

A rider may be a mountie in an elite military unit of royal cavaliers 
or aerial spellcasters. He might ride with a small posse. Many riders 
work solo, though they typically view their mount as a trusted com-
rade, particularly if the mount is a dragon or other sentient creature. 
Due to their elevation, riders are often treated like nobles and may 
view themselves as exceptional, especially those on flying mounts.

Personality
Riders tend to be astute and proud. Some are sensitive to animals 
and, through that sense, alert to dangerous people and situations. 
When seated on their mount, they perceive more easily, enjoying 
a wide view and a strategic perspective. Other riders are pride-
ful. They define themselves as situated above common folk and act 
accordingly. Finally, a few riders, often called free-riders, are drawn 
to open spaces and the thrill of exploring, hunting, and racing. The 
horizon is their home. 

Minor Awards
Riders may select from the following basic abilities.
 Acquire Mount: You gain 1,000 gp usable toward the pur-
chase of a mundane mount and/or barding and feed. Options are 
listed on page 162 under Animals, and also under Barding, Feed & 
Stabling. For example, 1,000 gp buys a heavy warhorse with plate 
barding, a military saddle, and saddlebags, with 75 gp of vouchers 
remaining for feed (5 cp daily) and stabling (5 sp daily).  
 Battle-Mount Training: You know how to get the 
most out of any mount you ride. Whatever mount you are riding 
enjoys 1 of the following benefits: +3 vitality, a +1 bonus on attacks, 
a +2 bonus to 1 defense such as Fortitude, +2 initiative, or +1d6 
damage using its natural weapons. Select the benefit when taking this 
award. Once selected, the benefit cannot change. You can take this 
award multiple times. Each time select a different benefit. 
 Expeditious Mount: As a swift action while mounted, 
you improve your mount’s speed. It enjoys a +30 ft bonus to its land 

speed, fly speed or swim speed (as appropriate) for 5 minutes. Costs 
the mount 1 vitality.
 Gallant Rider:  You appear splendid if not regal on your 
mount. Whenever you are seated on a mount, you enjoy a +3 bonus 
on Charisma-based skill checks.
 Mounted Combat: Apply a +5 bonus on Handle Animal 
checks. Up to once per round while mounted you can negate an 
attack against you by using your mount as a block on a successful DC 
15 Handle Animal check. The mount takes no damage.
 Mounted LeapM: While mounted, you cause your mount 
to leap outward or upward up to 30 ft as a standard action without a 
running start or Athletics check. Costs 1 vitality.
 Reinvigorate Mount: Once daily, your soothing words 
and gestures heal an adjacent mount 1d6 vitality.
 Skilled Rider: Boost Handle Animal checks by +5, or by +10 
when dealing with mundane mounts such as horses and riding dogs.
 Saddle Healer: Boost Heal checks by +5, or by +10 when 
caring for mounts such as drakes, horses, pegasi, and riding dogs.
 Spirited Charge: When mounted, apply +5 damage with 
a melee weapon. You must move at least 10 ft just prior to using this 
ability. Requires Mounted Combat.

Major Awards
Riders may select from the following intermediate abilities.
 Acquire Special Mount: You gain a dragon, magical 
beast or warhorse as a mount. Typical options include a drake, giant 
bat, giant scorpion, griffon, pegasus, royal eagle, or warhorse. An 
unusual mount such as a crocodile, dispatcher, giant spider or shark 
is also possible at the GM’s discretion, and a quest may be involved 
to secure such a mount. The mount’s level equals ½ your own if it 
has magic abilities or your level - 2 if it does not. Either way, when-
ever you gain 2 levels, the mount gains 1 level in a class as allowed 
under multiclassing in its statistic block. If you lose the mount for 
any reason or choose to dismiss it, you may gain a new mount of the 
same level and type or a different type after 1 month and 200 gp in 
expenses. The mount costs you 15 gp weekly in upkeep.
 Danger Sense: Your time with your mount has given you 
extraordinary senses. When you make an initiative check, roll 2x and 
take the higher of the 2 rolls.
 Dimension StrideM: You and your mount vanish and reap-
pear up to 30 ft away in an open space of your choice within line of 
sight. After arriving, you and the mount are dazed for the rest of your 
turn. You can take gear weighing up to 500 pounds. Costs 5 vitality.
 Faithful Mount: Whatever mount you are riding enjoys a 
+5 bonus to resist attacks against Will.
 Rapid Mount: Whatever mount you are riding enjoys a +10 
ft bonus to its land speed, or +5 ft when overloaded.
 Ride-By Attack: While mounted and moving, you may split 
your mount’s movement and apply it before and after you attack. The 
total distance moved cannot exceed your mount’s speed. Requires 
Mounted Combat.
 Revitalizing Ride: Once daily after 1 minute of riding 
your mount outside of combat in an unenclosed area, you recover 
4d6 vitality. Alternatively, you both recover 2d6 vitality. Requires 
Reinvigorate Mount.
 Riding Acrobatics: You bring out the best in a mount’s 
performance. Whatever mount you are riding enjoys a +5 bonus on 
Acrobatics and Athletics checks. 
 Second Stride: Once daily after 1 minute of rest, the mount 
you gained through Acquire Mount or Acquire Magical Mount recov-
ers 4d6 vitality. Alternatively, you both recover 2d6 vitality. You do 
not need to be present for the mount to heal itself, and you do not 
need to be conscious for the mount to heal you. Requires Reinvigo-
rate Mount.
 Spell-Linked Mount: Whenever you use an ability such 
as Mage Armor that normally only benefits you or a person, you may 
instead target a mount to which you are on or adjacent. The vitality 
cost is unchanged.
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 Romantic
You seem popular, empathic, and adorable. Wherever you go, people 
welcome you. And amongst possibilities, a true love and good family 
await you.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You are married, or able to marry even if you wish to 
never marry, or were married to someone for whom you pine.
 Best-Fits: Love, like magic and music, is universal, making 
this path suitable to all characters. This path is fairly not aggressive. 
Lovers enjoy energy and support, and can win over a foe that is 
otherwise unbeatable by force. Consider taking this path if you like 
intrigue, romance, and dialogue.

Origins
So you have a penchant for love. Consider, what is the origin of your 
intimate style and gift for romance?

 » Since childhood, you have always dreamed of being the roman-
tic adventurer who saves the princess or prince to win the day.

 » You lost someone dear to you and adventure in his name, hop-
ing to reunite in the afterlife or find magic to reserve tragedy.

 » You pine for someone who hates you, doesn’t notice you or is 
otherwise unattainable. All your dalliances and affections are really 
for this object of affection.

 » You abhor violence and prefer using words to resolve problems.
 » You journey, fight monsters, and gain treasure to find your soul-

mate, perhaps prophesied about or shown to you in a vivid dream.

Affiliations
Romantics focus on creating and sustaining bonds between individu-
als. Contrary to differences of alignment, class, and race, they view 
love as a force that trumps the mundane, the magical, and even the 
supernatural. Wherever a romantic character goes, his empathic 
bonds remain, speaking to him and sustaining him even across great 
distances. Romantics influence enemies as well as allies. While not 
paragons of combat or magic, they can sway select foes to become 
allies through the hidden powers of love.

Personality
Romantics tend to be empathic, flirtatious, and idealistic. A lover 
may jump between dalliances, juggle multiple romances at once, 
and/or marry to raise a family. Sometimes intimacy is for fun and 
rejuvenation—a lover in every town. Other times, a lover deliber-
ately uses his talents to turn the heart of a ruthless enemy to his 
cause. The most famous lovers sacrificed themselves for others or 
overcome even the most powerful magic.

Minor Awards
Romantics may select from the following basic abilities.
 Comely: You are more beautiful or handsome. Perhaps the dif-
ference is due to age or experience, or because of the affections you 
radiate to others. Boost your comeliness by +2.
 Daze Person: You have a way of catching people off guard. 
One person within 30 ft who can hear or see you is dazed for 1 round 
if you beat his Will. Costs 2 vitality.
 Empathic Bond: Select 1 willing adjacent person. From 
now on, regardless of distance and time, you know the person’s gen-
eral state as normal, distressed, joyous or deceased. This bond is per-
manent and nonmagical. If the person dies, you may select someone 
new after 1 year.
 Empathic Learning: Select 1 basic ability known to the 
person who shares your Empathic Bond. You now know and can use 
this ability as if it were on your list of class abilities. You can take this 
award multiple times. Each time, select another ability from your 
bonded partner.
  Familial Vengeance: Select 1 specific foe that has harmed 

or killed 1 or your loved-ones. You enjoy a permanent +2 bonus on all 
dice rolls and saves involving this creature. If and when you defeat this 
creature, you may replace it with a different foe provided it too has 
harmed or killed close kin of yours.
 Home Sweet Home: You gain a small sparsely furnished 
dwelling worth up to 1,000 gp. You may use any remaining funds, or 
funds you already have, to upgrade or furnish the dwelling.
 People Skills: You are adept with people. Apply a +2 bonus 
on Bluff, Diplomacy, Insight, Nobility, and Streetwise checks.
 Revitalizing Encounter: Romantics claim that 
inspired people can transfer energy between each other. Once daily 
when you have an intimate encounter lasting 1 hour (or longer), you 
regain 2 vitality and your partner regains 1 vitality. 
 Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
 Subdual Damage: As an immediate action, an attack you 
make causes only vitality damage and not wound damage. Either 
wound damage is treated as vitality damage instead, or the amount 
of damage is reduced to avoid causing wounds. Costs 1 vitality.

Major Awards
Romantics may select from the following intermediate abilities.
 Acquire Lover: You gain a romantic partner as a follower. 
The lover is the same alignment as you, starts with the paramour 
townie profession (page 268), and improves in levels as you do to 
always be ½ your level. The lover has attributes suitable for a charac-
ter (page 10) and may advance in a class for which he qualifies. The 
chance your lover happily honors any given request equals 70% + 1% 
per level. If you lose the lover or treat him badly and cause him to 
flee, then you can attract a replacement after 1 year. The lover costs 
you 15 gp weekly in upkeep.
 Enemy to Ally: This improves Impossible Love, such that 
the foe adopts your goals and acts as an ally to you and your cause, 
and his alignment moves 1 step closer to your own. The effect is not 
immediate. You must meet the foe on 3 separate days, each occasion 
lasting 1 hour or more, or you must beat the foe’s Will 3x on differ-
ent days, order to gain the benefit of this award.
 Entertainment Stipend: Each week you gain 10 
gp (from various sources) that you must spend on entertainment, 
whether to throw a feast, hire servants, take a romantic ride, buy fine 
clothing or enjoy fine wine. 
 Familial Wrath: This improves Familial Vengeance to 
grant you a +5 bonus rather than a +2 bonus.
 Impassioned Response: Once daily, when an ally or 
loved-one who is within line of sight or hearing suffers damage, you 
are moved to extraordinary action and may apply a +20 bonus to a 
d20 you roll to aid or avenge the harm within the next 5 minutes.
 Impossible Love: Select 1 person who is a foe that is within 
30 ft and either line of sight or sound. This foe, regardless of his goals 
and alignment, must resist using Will or fall hopelessly and irratio-
nally in love with you. Apply a +5 bonus on your attack if the foe 
might have romantic interest in you normally. Your foe attacks you 
last in combat, if at all, and will seek to capture and/or even heal you 
rather than kill you. 
 Love Trumps All: Once daily, when all else fails, you may 
appeal to the force of love. On your turn, you may reverse and thus 
ignore the effects of 1 die roll made by you, an ally, or even a foe 
within 30 ft. This award is a nonmagical ability, though its effects 
often appear magical. Costs 2 vitality.
 Revitalizing Love: Once daily after 1 minute of romance 
or lovemaking, you recover 4d6 vitality. Requires Romantic.
 Sacrificial Leap: Once daily as an immediate action you 
can suffer the damage directed to an adjacent ally. You may choose 
to suffer ½ or all the damage, as you desire. You can take this award 
multiple times. Each time, you gain 1 additional daily use.
 Supernatural BondM: This improves Empathic Bond 
such that protective magic abilities that affect you now also protect 
the person with whom you are bonded.
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 Scientist
You are adept with steamgear and electrotech, and you know sci-
entific principles of nature. You may also mix in some magic to 
heighten your creations. 

Qualifications
Here are key rules to enter and continue in this theme.
 Entry:  You must possess Dexterity 12+ and Intelligence 12+.
 Best-Fits: This path is most suited to the Artificer. However, 
any character with good hand-eye coordination and quick brains can 
benefit, including the gunslinger, rogue, sage, and wizard. Alter-
natively, consider a warlock who imbues steamgear with demonic 
magic or fashions fiendish traps. Or imagine a fighter who relies on 
electrotech weapons to blast his opponents.

Origins
So you want to use steamgear and cool electrotech? Consider, what 
is the origin of your odd interests and touch of genius?

 » You have been fascinated from early age, maybe as a toddler.
 » You stumbled upon an intriguing item, whether by chance or as 

a gift from a relative or patron. The item might have been unique or 
merely rare, but it sparked your imagination to figure it out.

 » You were inspired by a brainy tutor or genius mentor who 
encouraged your passions toward technical studies. Perhaps you 
even resisted at first or found it challenging before “getting it”.

 »  You experienced a powerful dream, vision or prophecy of build-
ing  a powerful eldritch devices that blend magic and technology.

 » You become a scientist out of need, to combat a creature, or an 
invasion of beings, against which magic had little effect. 

 
Affiliations

Scientists may work alone, as a pair or within a team. Unless they 
are independently wealthy, they tend to work with or under others. 
Steam and electrotech rely on costly equipment and rare alchemical 
materials. They may tolerate much, including evil uses of their gad-
gets, in order to maintain their laboratories. Although their craft dif-
fers from magic, a few spells can be highly useful, and most scientists 
dream of building some kind of eldritch device that blends magic, 
steam, and inmateria in a single fantastical device.

Personality
Scientists are often obsessive, perfectionistic, and imaginative. They 
easily confuse work and play. How they function depends on the 
nature of their technical genius. Some concentrate best while working 
by themselves while others enjoy talking with colleagues. Either way, 
they tend to treat their machines with as much love and attention as a 
commoner treats his prized horse, or a king his crown.

Minor Awards
Scientists may select from the following basic abilities.
 BiotronicsM: Once daily as a swift action, you draw upon a 
touched or worn battery to pay the vitality cost of the next ability that 
you use that round. You can draw a maximum of 2 energy points, each 
of which grants you 3 vitality. Requires Electrotech. You can take this 
award more than once. Each time, you gain another daily use.
 Electrotech: You study invisible mundane forces of nature 
(called immateria) such as electrics, kinetics, nucleonics, optics, and 
sonics. You can make checks using the Technics skill (page 177) and 
enjoy a +2 bonus on Mechanics and Technics checks.
  Firearms Proficiency: You are proficient with firearms 
and enjoy a +2 bonus on Mechanics checks, or +5 to make and 
repair firearms.
 Gearhead: Apply a +5 bonus on Mechanics checks, or +10 
when using steamgear.
 Grant: You gain 1,000 gp worth of electrotech and steamgear. 
You may augment the grant with your own wealth to buy more 
expensive items. You can take this award multiple times. Each time 

you gain an additional 1,000 gp worth of gear.
 Laboratory: By inheritance, gift or whatnot, you gain a sci-
entific laboratory worth 1,000 gp. The basic lab structure is worth 
500 gp. The contents include 500 gp worth of toolkits, alchemical 
items, and/or steamgear and electrotech.
 MendingM: Your touch repairs minor breaks and tears in an 
unattended mundane adjacent object up to 5 pounds in weight or 
2 square-ft in size, whichever is greater. This award does not affect 
creatures.
 Shocking GraspM: One adjacent foe suffers 1d6 electrical 
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on your attack against metal-clad foes. 
Costs 1 vitality.
 Technical Training: Boost Craft, Heal, Literacy, 
Mechanics, and Pilot checks by +2.
 Technics Expertise: Boost your Technics checks by +5, or 
by +10 once per day. Requires Electrotech.

Major Awards
Scientists may select from the following intermediate abilities.
 Biotronic RechargeM: Once daily, after 1 minute of 
focus, you extract up to 5 energy points from a touched or worn bat-
tery. Each energy point restores 3 vitality to you. Requires Biotronics.
 Craft ElectrotechC: You can craft electrotech devices, 
including those described in Chapter 9 (pages 176-189). The cost 
includes the battery, if any, and all other materials. In general, cost 
and price are equivalent to magic items of a similar tier. A basic tier 
effect averages 1,000 gp in cost. Intermediate, advanced, and paragon 
tier effects cost 2,500 gp, 10,000 gp, and 25,000 gp, respectively. A 
few simple items are notably cheaper. Costs stack for multiple abili-
ties. Market price equals 2x the cost. The Technics DC equals 5 + an 
additional 5 points per tier. Add +10 to the DC for nucleonic items. 
The craft time equals 1 day per 1,000 gp cost, or 4 hours for items 
under 400 gp. If you fail a skill check, you must spend 2x the craft 
time and try the checks again.
 Flood of Insights: Once daily after 1 minute of doo-
dling, figuring, and conjecturing, you recover 4d6 vitality. Requires 
Technical Training.
 Lab Assistants: You gain assistants who aid your projects 
and experiments. Their number equals ½ your level. They are 2nd-
level townies of any relevant profession including alchemist, artisan, 
magewright, scribe, sky captain, or technician. Curiosity, with a dash 
of ego, respect for you, and a competitive edge, motivates them. If 
you lose an assistant—or when you qualify for an additional assis-
tant—you attract a new assistant after 1 month. Each assistant costs 
you 10 gp weekly in upkeep.
 Lightning BoltsM: You inflict 1d6 electrical damage per 
level (max 10d6) to all creatures in either a 15-ft cone or along a 
60-ft line, as you desire. Apply ½ damage if Reflex resists. Targets 
that don’t resist are also dazed for 1 round. Costs 2 vitality.
 Electro-Medicant: Boost Heal, Mechanics, and Technics 
checks by +5. Requires Electrotech.
 Protection From EnergyM: You or a touched ally 
enjoy +20 DR against 1 energy type, or a +5 bonus versus all energy 
types, for 4 hours + 1 hour per level. Costs 2 vitality.
 Recharging TouchM: You emit electrical energy in a 
skillful way that recharges or even directly motivates (activates and 
runs) an electrotech device within 15 ft. Once daily, you may build 
up in yourself a reserve of 2 energy points per level.  You may expend 
the points all at once or gradually over the day. You cannot target 
creatures with this award. Costs 2 vitality.
 Summon FamiliarM: You gain an ergo, homunculus or 
mechanite as a companion. Its level equals ½ your level (minimum 
level 2). If you lose it, you may acquire another after 1 month and a 
25 gp cost.
 Technical Immersion: You are more familiar with many 
disciplines relevant to the conduct of science. Boost Craft, Heal, Lit-
eracy, Mechanics, and Pilot checks by +3. 
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 Specialist
You excel at your profession. You focus to be the best of the best. You 
tend to be competitive. Your abilities are powerful and you possess the 
vitality to use them.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry: You cannot have taken the multiclass option. Moreover, 
you must have a score of 15+ in your class’s prime attribute. 
 Best-Fits: Every character has a class, so this theme is suitable 
for any and all characters. You focus tightly on your class and a hand-
ful of favorite abilities. Consider taking this path if you find your class 
provides everything you need and you would like to really focus on 
being as good as you can be in your chosen profession.

Origins
If you want to be amazingly potent at a specific activity, this path is 
for you. Consider, what is the origin of your tight focus?

 » You’ve trained since childhood, perhaps egged on by the disci-
plined hand of a parent or teacher.

 » In a past life you were a powerful member of this class and wish 
to regain your former stature.

 » You are possessed by a ghost or demon, or host an implanted 
symbiont, that whispers secrets to you, helping you be the best.

 » While your mother was pregnant with you, she was affected by 
magic that permanently tainted your interest to this class. 

 » You are emulating a hero who once saved you and/or family.

Affiliations
Specialists are far above others of their own profession and cannot 
abide for long the mediocrity present in schools, guilds or such. They 
tend to work alone, or they work with others who offer completely 
different abilities from their own, or they work with a “mini-me”, 
a virtual clone of themselves. Taking a needy apprentice or keeping 
untalented followers distracts them from their single-minded pur-
suit of their craft. Woe to any bystanders when specialists of same 
class meet! Powerful egos occasionally synergize under the right 
conditions, but more often they clash with intense bouts of competi-
tion and acts of one-upmanship.

Personality
Specialists tend to be competitive, obsessive, and single-minded. 
They are sure that their way is best. They rely on both innate talent 
and constant training to be the best, and compete with themselves 
and others in their profession. Each new accomplishment is but a 
new lowest-level from which to work upward.

Minor Awards
Specialists may select from the following basic abilities.
 Ability Boost: Select 1 ability that you know and have used 
during the past level. You enjoy a +2 bonus on attack rolls when tar-
geting with that ability or you use the ability as if you were 2 levels 
higher, as you decide when taking this award. You can take this award 
multiple times. Each time you select a different ability.
 Bonus Class Ability: Select 1 basic ability listed under 
your class. You learn and can use that ability.
 Bonus Prime Ability: Select 1 basic ability of a class that 
has the same prime attribute as your own class. You now know this 
basic ability. For example, a wizard has Intelligence as a prime attri-
bute. He may select a basic ability from the artificer, mageblade, nec-
romancer or sage class, since these classes also have Intelligence as a 
prime attribute. You must meet the  ability’s prerequisites, if any, and 
the class’s alignment restrictions, if any. 
 Peak Moment: Once daily, after expending a move action 
to focus your mind, resolve during that same round 1 use of an abil-
ity as if you were 4 levels higher than normal.
 Prime Attribute Boost: The prime attribute associated 

with your class permanently increases by +1. For example, Intel-
ligence is a wizard’s prime attribute, so a wizard character improves 
his Intelligence by +1.
 Prodigy: When you attain 3rd level, you gain 1 advanced class 
ability rather than the usual 4 basic class abilities for that level, which 
you gain at 9th level instead. This award does not grant access to 
advanced tier boons, which you access at 9th level, as usual.
 Reserve Power: Select 1 ability you know that has a vitality 
cost. Once daily, you may use the ability at no cost.
 Skill Focus: Select 1 skill. You enjoy a +5 bonus when using 
this skill. Moreover, once daily, you may apply a +10 bonus rather 
than +5. 
 Stunning Blow: Once daily, you inflict +15 damage on 1 
foe as part of an attack that normally delivers hit point damage. Costs 
5 vitality.
 Vitality Boost: Boost your maximum vitality by +3 points.

Major Awards
Specialists may select from the following intermediate abilities.
 Ability Matrix: When taking this award, select 2 basic 
abilities you know, though you may not select abilities that give 
multiple attacks such as Rapid Attack or Rapid Fire, that can be 
activated as a standard action (or quicker). Once daily, you can use 
both abilities together as a single standard action but with a -2 pen-
alty on your attack roll, if applicable, for each one. 
 Acquire Mini-Me: You gain a mini-me as a follower. The 
mini-me is the same alignment, class, race, and sex as you. The score 
for his prime attribute is also the same as yours. The mini-me’s level 
starts at ½ your level. Whenever you gain 2 levels, the mini-me gains 
a level and will thus always be ½ your level. If you lose the mini-
me or treat him badly and cause him to flee, then you can attract 
a replacement mini-me after 1 year. The mini-me costs you 15 gp 
weekly in upkeep.
 Fast Action: Once daily when determining initiative, you 
declare the first ability that you plan to use in combat and then apply 
a +10 bonus on your initiative check. You then use the declared abil-
ity on your first turn no matter what, provided you are conscious and 
have sufficient vitality when needed. 
 Ingrained Action: Your abilities are so ingrained within 
you that you ignore penalties to attack rolls caused by various con-
ditions such as being fatigued or shaken. You still suffer the other 
usual effects of conditions, and if a condition completely prevents an 
attack, then you cannot attack.
 Lore of the Craft: Apply a +2 bonus on all skill checks 
that rely on your class’s prime attribute. For example, if you are 
a Rogue, then you enjoy a +2 bonus on all Dexterity-based skill 
checks.
 Penetrating Power: Once daily after expending a move 
action to focus, apply a +20 bonus on your next attack roll that 
round. Costs 2 vitality.
 Planful Strike: At any time you may patiently study a spe-
cific foe within 30 ft and line of sight for 3 rounds. Within 2 minutes 
after studying the foe, apply a +1 bonus on your next attack and 
+1d6 damage against that foe. If you wait more than 2 minutes to 
attack, or are interrupted while studying the foe, then you must start 
over again.
 Preparatory Retreat: Once per week you may retreat 
to your lab, library, arena or similar locale for 1 full day, during which 
time you refrain from adventuring and cannot use any abilities while 
you focus all your energy on 1 class ability that you know. When the 
retreat ends, apply a +1 bonus on attack rolls with that ability for the 
following week. 
 Resist Your Own: You enjoy a +5 bonus on saves to resist 
abilities of your own class that target you. If you are multiclassed 
then only apply the bonus to your primary class.
 Revitalizing Genius: Once daily after 1 minute of 
intense thought and resolute focus, you recover 4d6 vitality. Requires 
Reserve Power.
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 Traitor
You are an infiltrator, scout, spy or double agent. You serve a hidden 
master against your “allies”, or you are your allies’ best kept secret, 
or maybe both.

Qualifications
Here are key rules to enter and continue in this theme.
 Entry: You cannot be lawful good, and you must have GM 
approval to take this theme if you will work against your party.
 Best-Fits: Stealthy classes such as bard, gallant, rogue, and 
witch gravitate to this theme. Their abilities such as Assassination and 
Invisible Step are complementary. Magic users such as elemental-
ists, psions, and wizards can also function well, especially when their 
charade ends. A warrior who acts as a traitor offers a surprise. Least 
likely, and thus perhaps most effective, are clerics and paladins. 

Origins
You rarely if ever appear to be who you really are. Consider, what is 
the origin of your masquerades and unusual loyalty?

 » A dark master or his minion approached you with a dangerous 
and shocking offer: to journey with others, become their trusted 
ally, and ultimately betray their cause. You accepted the offer.

 » You suffered amnesia a while ago and have turned it to your 
advantage. You can now easily change your appearance and manner 
to suit the people around you.

 » You play a role in a larger struggle, such as a rebel within a 
tyrannical empire. You rely on stealth and guile to achieve your 
great cause, which might be to secure freedom for many.

 » A patron holds power over you, perhaps keeping your family 
and friends as hostages. You journey on his behalf and do as he says 
in order to keep them safe. If only you could free them. 

 » You are a double agent, pretending to serve a hidden master 
while actually working with your allies to end his sneaky plans.

Affiliations
Traitors have few if any honest affiliations while maintaining numer-
ous false friendships and questionable alliances. A traitor may work 
for a spy organization on behalf of a patron, be it a king or a deposed 
noble or vile monster. He may pledge loyalty to a kingdom or cause. 
Most challenging is his relationship to his fellow adventurers, with 
whom he will grow fond of, even if he must harm their final cause.

Personality
Some traitors use their true personality as part of their masks to 
minimize lies, insincerity and phoniness. They are always who they 
appear to be, only more so. Other traitors maintain a poker-face and 
stiff upper lip. They remain steady and calm in harrowing situations, 
and remain silent and loyal to their cause even under horrid torture.

Minor Awards
Traitors may select from the following basic abilities.
 Disguise SelfM: Your surface traits—hair color, garment 
style, gender, voice pitch, etc—transmute to grant you a +10 bonus 
on Disguise checks for 1 hour. You can grow or shrink 1 ft and mod-
ify your Comeliness by +/- 5 points. Costs 1 vitality.
 False Tongue: Boost Bluff checks by +5, or by +10 once daily.
 Faux FaceM: Select 1 race of person other than your own. You 
enjoy a +20 bonus on Disguise checks for 4 hours + 1 hour per level 
to appear as a member of that race. You cannot look like anyone but 
you. Costs 1 vitality.
 Hidden Master: You gain a helpful sentient creature as a 
patron. You and the GM select the patron and its location. Thereafter, 
up to once per week, you may visit your patron to request an abil-
ity be used on your behalf. The chance that request is honored (the 
patron is both present and willing) equals  70% + 1% per level. The 
patron will not travel to you, and you must pay any cost in materials. 
 Minor False Theme: Select a minor award from a theme 

other than this one. It is part of your facade, or false self. You learn 
the selected award. You must select the same theme for both this 
award and Major False Theme.
 Neutral AuraM: You mask your alignment, deity, and reli-
gion, such that you register as true neutral, and without a deity or 
religion. The effect lasts 4 hours + 1 hour per level. Costs 1 vitality.
 Secret LinkM: You and your patron meet in some way (if even 
in a dream). Thereafter, regardless of distance, your patron knows 
your general state as normal, distressed, joyous or deceased. He also 
knows the distance and direction to your location. Presumably, this 
allows him to aid you, send a minion to you, or so forth. This bond 
is permanent. If your patron dies, you may select a different patron 
after 1 year. Requires Hidden Master.
 Poison Use: You never risk accidentally poisoning yourself 
when applying poison to a weapon (rather than 5% chance), and you 
may apply poison as a move action (rather than standard action).  
 Spy Training: Boost Disguise, Perception, and Stealth by +3. 
 Traitor’s Reward: You gain 1,000 gp to spend as you 
please. The gold was gained as a reward for some act of betrayal that 
you have committed, whether recently or in the distant past. 

Major Awards
Traitors may select from the following intermediate awards.
 Dream Communion: Once daily, you may fall asleep for 
6 hours. While asleep, you and your patron meet for 5 minutes in real 
time (or 1 hour in dream time) as spirits in a dream world in which 
you are conscious and easily recall events. You can talk and act as you 
would in waking life, though you use no real resources and suffer no 
consequences upon waking. Requires Secret Link. Costs 2 vitality.
 False PersonaM:  You cloak your identity to show to others 
an alignment, deity, and religion different from your own. You enjoy 
a +10 bonus on Disguise checks while the magic is in play. The effect 
lasts 4 hours + 1 hour per level. Costs 2 vitality. 
 Ignore DispellingM: You ignore the effects of Counter 
Spell, Dispel Magic, and Globe of Invulnerability for 5 minutes, such 
that these abilities cannot halt your magical attacks or end ongoing 
effects in place on your person. Requires Neutral Aura. Costs 2 vitality.
 Major False Theme: As Minor False Theme except you 
gain a major award instead. You must select the same theme for both 
this award and Minor False Theme.
 Misleading ImageM: You generate a visual illusionary 
double of yourself for 5 minutes. It moves in a direction, and with a 
speed and manner, that you preprogram when activating this award. 
The image emits only minor sounds, does not speak, and responds as 
an apparition when touched, though it looks solid. Costs 2 vitality. 
 NondetectionM: For 1 hour you cannot be targeted by the 
following abilities: Detect Alignment, Detect Magic, Detect Magic 
User, Detect Thoughts, Far Sight, Forced Sense Link, Learn True 
Name, Locate Creature, Probe Thoughts, Scrying, and See Invisibility. 
These abilities detect nothing about you. This award protects you even 
when you are unconscious. Requires Neutral Aura. Costs 2 vitality.
 Silent Scout: Boost Acrobatics, Athletics, and Stealth checks 
by +5. Apply an additional +2 bonus on Stealth checks when wear-
ing Light or no armor.
 Traitorous CommunionM: This improves Secret 
Link, such that you and your patron can communicate wordlessly 
across any distance using a reflective surface such as a mirror, pond, 
or even a bowl of still water. You cannot see your patron. The cost 
equals 1 wound point + 2 vitality per 5 minutes, paid by you with a 
drop of blood and a dollop of vital energy. You pay even if your patron 
initiates a dialog.
 Torrid Scheming: Once daily after 1 minute of plotting 
and scheming, you recover 4d6 vitality. Requires False Tongue.
 Ultimate Betrayal: As a standard action, you deal 3d6 
wound damage using a light blade against an adjacent person. You 
must know the person’s full name and place of birth, and he must 
have accepted a gift or aid from you in the past. You can affect a par-
ticular person only once ever using this award. Costs 5 vitality. 
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“Vile Sukumvit subdues his targets with lavish 
banquets and keen wit before transporting them 
into the woods where his demons abuse them.”

Chapter 7
Deities

What are your character’s morals and ethos? Which deity, if any, does 
he worship? And what is his reward in the afterlife? In a fantasy set-
ting, these are more than philosophical questions. A deity is a source of 
strength and guidance in needful times, provided you worship and obey.

 Alignment
A creature’s general moral and personal attitudes are represented 
by 9 categories of alignment. Alignment is a tool for developing your 
character’s identity and a means for a GM to quickly direct a NPC’s 
attitudes and actions. It is not a straitjacket to restrict you. Each align-
ment represents a broad range of personality types or personal phi-
losophies, so characters of the same alignment can differ from each 
other. In addition, few people are completely consistent.

Good vs. Evil
Good and evil are a moral dimension of personality.
 “Good” implies altruism, respect for life, and a concern for the 
dignity of sentient beings. Good characters make personal sacrifices 
to help others.
 “Evil” implies hurting, oppressing, and killing others. Some evil 
creatures simply have no compassion for others and kill without 
qualms if doing so is convenient. Others actively pursue evil, killing 
for sport or out of duty to some evil deity or master. 
 People who are neutral with respect to good and evil have com-
punctions against killing the innocent but lack the commitment to 
make sacrifices to protect or help others. Neutral people are com-
mitted to others by personal relationships or social withdrawal. 
 Animals and other creatures incapable of moral action are neu-
tral rather than good or evil. Even deadly vipers and tigers that eat 
people are neutral because they lack the capacity for morally right or 
wrong behavior.

Law vs. Chaos
Good and evil are an ethical dimension of personality.
 “Law” implies honor, trustworthiness, obedience to authority, and 
reliability. Lawful characters tell the truth, keep their word, respect 
authority, honor tradition, and judge those who fall short of their 
duties. 
 On the downside, lawfulness can include closed-mindedness, 
reactionary adherence to tradition, judgmentalness, and a lack of 
adaptability. Those who promote lawfulness say that only lawful 
behavior creates a society in which people can depend on each other 
and make the right decisions in full confidence that others will act as 
they should.
 “Chaos” implies freedom, adaptability, and flexibility. Chaotic 
characters follow their consciences, resent being told what to do, 
favor new ideas over tradition, and do what they promise if they feel 
like it.
 On the downside, chaos can include recklessness, resentment 
toward legitimate authority, arbitrary actions, and irresponsibil-
ity. Those who promote chaotic behavior say that only unfettered 
personal freedom allows people to express themselves fully and soci-
eties benefit from the potential that its individuals have within them.
 Someone who is neutral with respect to law and chaos has a nor-
mal respect for authority and feels neither a compulsion to obey nor 
a compulsion to rebel. He might simply wish to avoid trouble. He is 
honest but can be tempted into lying or deceiving others.
 Animals and other creatures incapable of moral action are neutral. 
Dogs may be obedient and cats free-spirited, but they do not have the 
moral capacity to be truly lawful or chaotic.
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The Nine Alignments
Nine distinct alignments shown in Table 8-1 define all the possible 
combinations of the lawful–chaotic axis with the good–evil axis. 
Each alignment description below depicts a typical character of that 
alignment. Remember that individuals vary from this norm and a 
given character may act more or less in accord with his alignment 
from day to day. Use these descriptions as guidelines, not as scripts.

Table 8-1: The nine alignMenTs

Axis Law Neutral Chaos

Good Lawful good 
“Crusade”

Neutral good 
“Help”

Chaotic good 
“Rebel”

Neutral Lawful neutral
“Judge”

True neutral
“Balance”

Chaotic neutral
“Wander”

Evil Lawful evil
“Dominate”

Neutral evil
“Insult”

Chaotic evil
“Destroy”

 The first 6 alignments, lawful good through chaotic neutral, are 
standard alignments for PCs. The 3 evil alignments are more for 
monsters and villains. Of the evil alignments, lawful evil is the most 
cooperative and thus the easiest to include in an adventuring party. 
Each alignment includes a verb such as “crusade” or “wander” to help 
inspire and analyze a character’s actions.
 Alignment is subtle and driven by intent as behavior. When PCs 
meet others, they can try to discern alignment using the Insight skill, 
but that’s about it. A character (and his player) may even be mistaken 
about his own alignment! Only the GM may know for sure.

 Lawful Good, “We Crusade”: A lawful good character 
acts as a good person is expected or required to act. He combines a 
commitment to oppose evil with the discipline to fight relentlessly. 
He tells the truth, keeps his word, helps those in need, and speaks 
out against injustice. A lawful good character hates to see the guilty 
go unpunished.
 Lawful good is the best alignment you can be because it combines 
honor and compassion.
 Neutral Good, “We Help”: A neutral good character 
does the best that a good person can do. He is devoted to help-
ing others. He works with kings and magistrates but does not feel 
beholden to them and may skip them if necessary.
 Neutral good is the best alignment you can be because it means 
doing what is good without bias for or against order.
 Chaotic Good, “We Rebel”: A chaotic good character 
acts as his conscience directs him with little regard for what others 
expect of him. He makes his own way, but he’s kind and benevo-
lent. He believes in goodness and right but has little use for laws and 
regulations. He hates it when people try to intimidate others and 
tell them what to do. He follows his own moral compass, which, 
although good, may not agree with that of society.
 Chaotic good is the best alignment you can be because it combines 
a good heart with a free spirit.
 Lawful Neutral, “We Judge”: A lawful neutral char-
acter acts as law, tradition or a personal code directs him. Order and 
organization are paramount. He may believe in personal order and 
live by a code or standard, or he may believe in order for all and favor 
a strong, organized government.
 Lawful neutral is the best alignment you can be because it means 
you are reliable and honorable without being a zealot.
 Neutral, “We Balance”: A neutral character does what 
seems to be a smart idea. He doesn’t feel strongly either way when it 
comes to good versus evil or law versus chaos. Most neutral charac-
ters exhibit a lack of conviction or bias rather than a commitment to 
neutrality. Such a character thinks of good as better than evil—after 
all, he would rather have good neighbors and rulers than evil ones. 

Still, he’s not personally committed to upholding good in any abstract 
or universal way and will focus on saving himself over others.
 Some neutral characters commit themselves philosophically to 
neutrality. They see good, evil, law, and chaos as prejudices and dan-
gerous extremes. They advocate the middle way of neutrality as the 
best, most balanced road in the long run.
 Neutral is the best alignment you can be because it means you act 
naturally, without prejudice or compulsion.
 Chaotic Neutral, “We Wander”: A chaotic neutral 
character follows his whims. He is an individualist first and last. He 
values his own liberty but doesn’t strive to protect others’ freedom. 
He avoids authority, resents restrictions, and challenges traditions. 
A chaotic neutral character does not intentionally disrupt organiza-
tions as part of a campaign of anarchy. To do so, he would have to be 
motivated either by good (and a desire to liberate others) or evil (and 
a desire to make those different from himself suffer). A chaotic neu-
tral character may be unpredictable, but his behavior is not totally 
random. He is not as likely to jump off a bridge as to cross it.
 Chaotic neutral is the best alignment you can be because it repre-
sents true freedom from both society’s restrictions and a do-gooder’s 
zeal.
 Lawful Evil, “We Dominate”: A lawful evil villain 
methodically takes what he wants within the limits of his code of 
conduct without regard for whom it hurts. He cares about tradition, 
loyalty, and order but not about freedom, dignity or life. He plays by 
the rules but without mercy or compassion. He is comfortable in a 
hierarchy and would like to rule, but is willing to serve. He condemns 
others not according to their actions but according to race, religion, 
homeland or social rank. He is loath to break laws or promises.
 Some lawful evil villains have particular taboos, such as not killing 
in cold blood (but having underlings do it) or not letting children 
come to harm (if it can be helped). They imagine that these notions 
put them above unprincipled villains.
 Some lawful evil people and creatures commit themselves to 
evil with a zeal like that of a crusader committed to good. Beyond 
being willing to hurt others for their own ends, they take pleasure in 
spreading evil as an end unto itself. They may also see doing evil as 
part of a duty to a deity or master.
 Lawful evil is sometimes called “diabolical” because devils are the 
epitome of lawful evil.
 Lawful evil is the most dangerous alignment because it represents 
methodical, intentional, and frequently successful evil.
 Neutral Evil, “We Insult”: A neutral evil villain does 
whatever he can get away with. He is out for himself, pure and sim-
ple. He sheds no tears for those he kills, whether for profit, sport or 
convenience. He has no love of order and holds no illusion that fol-
lowing laws, traditions or codes would make him any better or more 
noble. On the other hand, he doesn’t have the restless nature or love 
of conflict that a chaotic evil villain has.
 Some neutral evil villains uphold evil as an ideal, committing evil 
for its own sake. Most often, such villains are devoted to evil deities 
or secret societies and recruit evil minions.
 Neutral evil is the most dangerous alignment because it represents 
pure evil without honor and without variation.
 Chaotic Evil, “We Destroy”: A chaotic evil character 
does whatever his greed, hatred, and lust for destruction drive him 
to do. He is hot-tempered, vicious, arbitrarily violent, and unpre-
dictable. If he is simply out for whatever he can get, he is ruthless and 
brutal. If he is committed to the spread of evil and chaos, he is even 
worse. Thankfully, his plans are usually haphazard, and any groups he 
joins or forms are poorly organized. Typically, chaotic evil people can 
be made to work together only by force, and their leader lasts only as 
long as he can thwart attempts to topple or assassinate him.
 Chaotic evil is sometimes called “demonic” because demons are 
the epitome of chaotic evil.
 Chaotic evil is the most dangerous alignment because it represents 
the destruction not only of beauty and life but also of the order on 
which beauty and life depend.
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GoDS in your campaiGn WorlD
Ask your GM which deities are available for you to select from.The 
deities presented here are generic and suitable for many campaign set-
tings. However, your GM may wish to limit, expand, or modify the 
options, or do away with deities altogether. An easy way to adapt these 
deities is to “change their clothes”. Give them setting-appropriate 
names, churchs, and rituals. Perhaps to your characters, Solari is called 
Petora, a huge golden ram goddess, and her rites focus on burnt offer-
ings. The abilities she grants are otherwise like Solari’s abilities.

 The Multiverse
Here is a brief overview of the multiverse.

In the Beginning
Before time began there were 3 beings: the Creator, the Void, and 
Chaos. These beings coexisted for many eons. 
 The Creator was lonely, and wished to tame Chaos to his side. At 
that time, she was a chaotic lifeless jumble of elements like air, earth, 
fire, metal, water, and wood. The Creator seduced Chaos and planted 
seeds in her. His seeds were souls. Happily, the seeds sprouted to 
become the many gods, as suiting the elements they landed in. The 
seed for Mithrais landed in fiery metals, while the seed for Beyos 
landed in deep water, and so on. As the seeds grew, the gods formed 
their own bodies and souls, hearts and minds within the great womb 
that we now call the multiverse. 
 Gods sired by the Creator include Absolom, Beyos, Esmariah, Iris, 
Maiya, Mithrais, Palendine, Solari, Stolgar, Tanish, and  Ymuri.
 Like their father, the gods laid plans. They shaped the elements. 
Around each, a realm began to form. Solari, the Sun King, was a 
steady voice and the Creator’s favorite child. He illuminated all the 
other gods’ fine work. The Creator was pleased and took a rest. 

The Rebellion
The Void was jealous of the Creator. He saw how much the Creator 
loved Chaos, whom he now called his bride, Nature. The Void came 
stealthily to Chaos and whispered his demand, “It is my turn now.” 
 Chaos rebuked his advances, telling him, “You have nothing to 
offer me.” 
 The Void was enraged. So while the Creator slept, the Void forced 
himself upon Nature and planted seeds of death, decay, and evil. 
These seeds sprouted to become the evil gods, including Tiamat, the 
Mother of Demons.
 Gods sired by the Void include Asmodius, Corvis, Greenwyrm, 
Lilith, Maurob, Nefriti, Phane, Rorax, Thulzuur, Tiamat, and Voktra.
 Tiamat noticed that she and her siblings were young and lacked 
power. She told her siblings, “Look, the other gods have already made 
realms that are populated with little imitations of themselves!” So 
Tiamat started a battle with the Creator’s progeny. Nature cried in 
pain as the gods warred within her. 
 Hearing her cries, the Creator awoke and saw what had happened. 
He rebuked the Void. The pair began to fight. It is now, while they 
keep fighting, that gods and mortals contemplate the multiverse.

Three Rules For Peace Amongst Gods
Nature demanded the warring gods quiet themselves. They all met 
in the Astral Realm, which is neutral ground between all the gods’ 
homes. After much shouting, they agreed to 3 rules. 
 First, each god would keep to his or her own realm, with jaunts 
allowed. 
 Second, the Astral Realm would be neutral ground where force is 
banned. 
 Finally, mortals would live in a new place, a Mortal Realm, which 
was made and cared for by Nature, and the gods could not visit her 
there except 1 at a time by permission. Also, when mortals died, 
their souls would travel to the different realms, for they were free to 
worship any god made by either the Creator or the Void. 
 The gods agreed to these 3 rules, even Thulzuur, who grumbled. 
The gods and their armies retreated to their homes. Each god shaped 
his home into a great realm, whether brilliant or terrible, and fash-
ioned more creatures to populate it. But none of their creatures was 
like a mortal soul. 

The Mortal Realm
Mortals reside in the Mortal Realm. Their souls form from plasm, the 
dream-like element that floats in the Astral Realm. These souls are 
born into bodies that grow and decay, show goodness and evil, and 
prosper in both light and darkness. Mortals can make more of each 

other and kill each other, as they choose. When their bodies die, their 
souls briefly revisit the Astral Realm as they travel to a final destination. 
 The gods may visit the Mortal Realm but only rarely and 1 at a 
time. Thus, each god started a church to nurture believers, to pro-
vide souls to the afterlife. Through churches, and by secret meetings, 
the gods taught mortals boat-building, law-giving, metalworking, 
warfare, and many other fruits of civilization. 
 The greatest of all gifts has been magic. At first, magic was basic, 
but in time mortals became vessels for terrible spells in the gods’ 
names. Some mortals were like little gods. When there was the right 
alignment of stars, they could even conjure the gods’ emissaries, be 
they angels or demons, constructs or fey. Some gods even took mor-
tal spouses to produce great heroes.
 Then mortals began to teach themselves magic! First, they learned 
how to remain conscious while dreaming. Dreaming is when a mor-
tal revisits his birthplace in the Astral Realm while asleep each night. 
Then mortals realized that magic involved manipulating raw astral 
energy, called mana, to match their dreams. Finally, they experi-
mented and figured out incantations and sigils needed to make their 
dreams real in the blink of an eye.
 Nature was surprised and worried by mortal magic. The gods too 
were vexed. None imagined this. After consulting with the gods, 
Nature separated mortals into parallel worlds: the Mundane and the 
Magical. There would be a few portals between these worlds, but 
otherwise they were strictly separate.

In the Mundane World
The mundane world is off-limits to gods and their emissaries. It 
began as a simple, peaceful place and many mortals went there. At 
first, they had to rely on sweat, tears, and blood to build shelters, 
grow crops, and fashion tools. In time, memories of the old world 
and its gods and monsters turned into legends, and mortals focused 
on easing their hard lives. They tinkered. To Nature’s surprise yet 
again, they figured out steamgear and medicinals, and now some 
build elaborate machines and prosperous cities both wide and tall. 
Sometimes they continue to act in the names of gods, but because the 
gods cannot grant them magic, their faith is tenuous. 

In the Magical World
Meanwhile, the magical world is the home of mortals with magic. 
Since the start, it has been a dangerous and varied place with many 
possibilities because magic is like dreams. These mortals usually 
dedicate themselves to gods because divinely-gifted magic is every-
where. Like their brothers in the mundane world, they have built 
prosperous cities. They have deepened their use of magic, surprising 
the gods yet again by learning how to escape the Mortal Realm to 
travel the Astral Realm and even visit the gods.
 

Eternal Struggle?
Altogether there are 24 realms: the Astral Realm, the Mortal Realm, 
and 22 more for each of the gods. Each realm has its own smaller 
lands, and magic or astral portals afford travel between them. Mortal 
souls remain the prize for which gods scheme and feud. At death, all 
mortal souls travel to 1 of the gods’ realms, each a new reality that 
matches his or her ethos and morals. Nature hopes that someday, 
when the Creator and Void are done fighting, she will share all the 
mortals’ souls with them as a peace offering.
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 Deities
Deities are real. A deity may send an avatar to advise followers or 
smite foes. Often, deities grant magic, especially to fervent heroes 
who quest in their name. Thus, your choice of deity is important.
 Table 8-2 lists a pantheon. The rules assume you focus on 1 deity 
to worship and placate. When a character dies, a character goes to his 
deity’s realm as a final destination in the afterlife. Faithless souls go to 
the realm of the deity that best fits their behavior and interests in life. 
Sometimes, several deities fight or wager over a powerful soul.

Table 8-2: suMMary of deiTies

Deity Name Alignment Domains

Absolom,
Avatar in Chains

Neutral good Food, freedom, good, insight, 
and pacts

Asmodius, 
Cambist of Secrets

Lawful evil Evil, fire, magic, rulership, 
and trickery

Beyos,
Father of the Sea

True neutral Punishment, stars, travel, 
water, and warfare

Corvis, 
The Eternal Reveler

Chaotic neutral Charm, illusion, music, traps, 
and trickery

Esmariah,
Our Lady of Respite

Neutral good Good, healing, protection, 
redemption, and respite

Greenwyrm, 
The Farwatcher

True neutral Balance, health, plants, 
protection, and wisdom

Iris,
The Sky Maiden

Chaotic good Air, beauty, combat, 
protection, and weather

Lilith, 
Princess in Pain

Neutral evil Death, poison, revenge, sex, 
and vermin

Maiya, 
Font of Magic

True neutral Antimagic, disruption, language, 
magic, and protection

Maurob, 
The Dream Beast

Chaotic neutral Dreams, envy, greed, 
madness, and possession 

Mithrais, 
Ironwright of Ages

Lawful neutral Creation, earth, fire, law, and 
metal

Nefriti,
Mistress of Veils

Neutral evil Death, judgement, macabre 
art, protection, and undeath.

Palendine
Platinum Protector

Lawful good Combat, fate, honor, 
resilience, and sacrifice

Phane,
Lord of Arms

Lawful evil Domination, evil, fear, 
strength, and war

Rorax
Merchant of Nonesuch

Neutral evil Creation, games, trade, travel, 
and wealth

Solari, 
The Sun King

Lawful good Good, knowledege, law, 
nobility, and sun

Stolgar,
Frostbrand Warrior

Neutral good Community, honor, strength, 
war, and winter

Tanish, 
Twilight’s Prince

Chaotic good Freedom, hunting, love, 
moon, and youth

Thulzuur
The Devouring Dust

Chaotic evil Desert, destruction, fear, 
hunting, and revenge

Tiamat
Mother of Demons

Chaotic evil Chaos, destruction, evil, 
monsters, and water.

Voktra, 
Matron of Crossroads

True neutral Balance, fate, knowledge, 
magic, and travel

Ymuri
The Mind’s Eye

Lawful neutral Divination, karma, law, mind, 
and sanity.

Key Terms
Here are key terms to know regarding your character’s class. 
 Name and Title: The deity’s name and title as referred to by 
a majority of followers. A deity may have less common names, some of 
which may be kept secret or used as epitaphs or branded as heretical.
 Alignment: The deity’s alignment. Priests and followers, 

including characters, should be within 1 step of the deity’s alignment 
unless they are heretics or spies. Members who do not conform are 
usually expelled or take pains to withhold (or disguise) their unpop-
ular views and actions. 
 Domains: The deity’s most prominent themes such as love, 
war, harvest, magic, and so forth. 
 Symbol: Common representations of the deity. A symbol’s 
presence in public places often indicates widespread acceptance. An 
“underground” church may rely on alternate symbols to direct faith-
ful to hidden locales.
 Realm: The place such as Celestia or Abyss in which the deity 
and his or her servants call home. This information is general. When 
traveling to this realm, consider the effects of Alternate Realms as 
described in the raDiance rPg LeaDers guiDe.
 Weapon: The deity’s favored weapon such as a greatsword or 
trident. The weapon’s group, such as heavy blades for greatswords, 
is listed in parenthesis. Clerics and dedicated believers often use a 
deity’s favored weapon.
 Mission: The primary goal or benefit to followers as often 
stated by evangelists of the deity. Evil deities offer benefits too!
 Organization: The structure of the deity’s main church. 
Some churches are highly organized with consistent, detailed dog-
mas. Others are ad-hoc and sustained by beliefs, charismatic figures, 
and serendipitous events. 
 Rites: The most common rites. A deity’s followers are strongly 
encouraged to engage in the listed rites. A deity appreciates that his 
adventuring followers may be too busy to attend all (or even most) 
rites, and expects these adventurers to offer sacrifice, adoration, or 
penance when they can.
 Service: This section lists activities. The list helps characters 
keep their deity’s favor. The GM may tabulate how many activities a 
character performs.
 A character has “high” standing if he is within 1 step of his deity’s 
alignment, performs some activities, regularly tithes 10% of his 
income, and promotes the deity’s interests. Such characters are 
rewarded in the afterlife and may be transformed into divine servants. 
 In contrast, a character has “low” standing if he is 2 or more steps 
away from his deity’s alignment, fails to perform the listed activities, 
and/or harms any of the deity’s shrines, relics or representatives. 
Such characters will receive torment at their deity’s hand. 
 Boons: Deities offer abilities that believers can access using faith 
points. Certain characters may also permanently learn boons.
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Faith Points
Upon attaining a new level or starting a new year (in game time), you 
acquire faith points equal to ½ your level (round up). Any unused 
points from the prior level or year are lost. You spend faith points as 
a swift action in the form of a verbal or silent request to your deity.
 You can spend 1 faith point to use a basic boon listed under your 
deity. You can spend 2, 4 or 8 faith points to use intermediate, 
advanced, and paragon boons, respectively, assuming you normally 
have access to those tiers. After spending points, you must expend 
time and vitality as usual to actually use the boon. Boons with contin-
uous or permanent benefits such as skill boosts take effect instantly 
and last 1 hour if no timeframe is given. If a boon has an instant or 
limited duration, you can use it once, and you must utilize it within 
1 round (or within 24 hours if it is an immediate action) or it is gone. 
Two adjacent characters who worship the same deity may pool their 
faith points as a swift action.
 When using a boon, use the character’s class attack roll and prime 
attribute even when doing so fails to make sense (the boons are 
divinely granted and powered by the deity).
 To use boons, you must be in good standing with your deity. Gen-
erally, this means you are within 1 step of your deity’s alignment 
and you bring honor to your deity’s name, believers, and church by 
striving toward the deity’s service requirements.
 Some abilities, locations, and creatures grant bonus faith points 
that add to your current total points, and go away as you level up.
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Absolom
 Avatar in Chains
Absolom is a patron of freely chosen allegiances and 
faithful bonds as well as a herald of freedom from 
physical and spiritual chains that tend to draw mortals 
to evil and suffering.

Deity Details
Absolom and his church have the following statistics.
 Alignment: Neutral good.
 Domains: Food, freedom, good, insight, pacts.
 Symbol: A bloody king hung from a tree in chains, or a 
man held aloft by a crowd, or an intertwining pair of golden chains.
 Realm: Shahdol. A picturesque, ever-refreshing land of plenty 
where the faithful live cooperatively in peace and joy as they longed 
for in life.
 Weapon: Barbed whip (chains group).
————————————————————————
 Mission: Promote goodness by revealing the results of evil.
 Organization: Loosely hierarchical. Those who demon-
strate the most fervor through good works and wise advice tend to 
rise above others.
 Rites: Monthly dawn-to-dusk rites that walk believers through the 
trials and awakenings that Absolom endured each time he was born into 
the Mortal Realm to foster redemption as a person, whether as a com-
moner, noble or slave.
 Service: 1) Think before giving your word, and keep your word 
unless doing so will cause harm. 2) Assist people to renounce or sever 
involuntary bonds, such as slavery or aristocratic onus. 3) Encourage 
people to enter into alliances and bonds after careful thinking and 
knowledge, and by their free will. 4) Seek to balance law and freedom 
in mortal affairs.

Basic Boons
Followers may select the following basic abilities as boons.
 Air WalkM: For 5 minutes, you tread just above a permeable 
surface (including water, snow, ice, and sand dunes) as if it were solid 
dry land. If you activate this ability underwater, you move to the sur-
face at 4x your normal land speed. Costs 1 vitality.
 Auspice: Boost Endurance, History, and Religion checks by +3.
 BaptismM: After a 10-minute ritual, 1 adjacent willing person 
is marked with an invisible seal such that its soul is destined at death 
to proceed to the realm of a good deity of your choice regardless 
of its alignment. A person can benefit only once ever, and magical 
compulsion of any kind does not count as making a creature willing. 
Miracle or Wish ends the effect. Costs 1 vitality.
 Detect StandingM: You learn the standing (poor/good) of 
a willing adjacent creature with respect to its deity. The deity is not 
revealed, only the target’s standing. Costs 1 vitality.
 Lasting BondM: After a 10-minute ritual, 2 adjacent will-
ing persons enjoy a permanent bond. Whenever the pair are adjacent 
to each other, they enjoy a +2 bonus on saves. When they are within 
30 ft of each other, they enjoy a +1 bonus. A person is limited to 1 
lasting bond at a time. If a target is already bonded, the magic fails. 
The bond ends when either person dies. Costs 1 vitality.
 Learn AfterlifeM:  You specify a deceased person by his full 
name as part of a 5-minute ritual.  If you do not know the full name, 
you must hold a personal item that belonged to him. When the ritual 
is done, you learn with which deity and in which realm the person’s 
soul resides. Costs 1 vitality.
 Parablist of Absolom: Boost your Literacy and Reli-
gion checks by +3, or by +10 for stories about deities.
   Shattering Word: An adjacent set of chains, prison bars 
or such—up to 5-square-ft in area—are immediately loosened or 
bent such that the restrained can go free. Requires you are able to 
speak. Costs 1 vitality.

Intermediate Boons
Followers may select the following intermediate 

abilities as boons.
    Bloodline Historian: You enjoy 
a +5 bonus on History and Nobility checks, 
or +10 on such checks regarding the life of 
specific (named) persons.
    Create Food and WaterM: You 
conjure simple nutritious food and water to 
satisfy 3 persons or 1 mount. Costs 2 vitality.

       Cure AilmentM: You remove an ail-
ment from yourself or a touched ally. Ailments 

include blindness, confusion, deafness, disease, 
exhaustion, fatigue, infertility, insanity, nausea, poison, 

and taint. This ability does not remove curses such as lycan-
thropy. Costs 2 vitality.
    Discernment: You learn about 1d6 good works and/or sin-
ful acts that an adjacent person has performed if you beat its Will. 
The chance of accuracy is 70% + 1% per level. The GM selects what 
you learn. You can use this ability only once ever on a particular per-
son. Costs 2 vitality.
 Empathic BondM: This improves Lasting Bond, such that 
the couple enjoys a +5 bonus on saves when adjacent to each other, 
or +2 when within 30 ft. Moreover, the pair enjoy an empathic 
link that works out to any distance, such that each knows the gen-
eral mood and status of the other. This is a marriage or blood bond 
between family or close friends. Costs 25 gp and 2 vitality.
 Holy CelebrationM: After a 1-hour ritual, all nonevil 
persons within 30 ft who participate in the ritual enjoy a +2 bonus 
on saves to resist attacks by evil creatures for 24 hours. A person can 
benefit once daily. Costs 2 vitality.
 Rite of ConfirmationM: After a 10-minute ritual, 1 
adjacent willing nonevil person is permanently marked with an invis-
ible holy seal. Thereafter, it must resist Will against its own attack roll 
to commit an evil act, whether by choice or mental influence of oth-
ers. Costs 2 vitality. Remove Curse or Wish ends the effect.

Advanced Boons
Followers may select the following advanced abilities as boons.
 ExorcismM: You target 1 fiend, undead or possessed creature 
within 15 ft. If you beat its Will, it is destroyed (if undead), banished 
to its home realm (if a fiend) or freed from possession. Costs 5 vitality.
 Free the Spirit: An adjacent creature is instantly released 
from any magic that beat its Will and still affects it. Costs 5 vitality.
 High CelebrationM: This improves Holy Celebration to 
affect eligible persons within 120 ft. Costs 5 vitality.
 Holy BloodM: Once daily you heal all wound damage. You 
may activate the ability even if you are unconscious but alive.
 PenanceM: An adjacent willing person is compelled for up to 
1 day per level to conduct a simple 1-hour act of penance each day. 
After the term of service, its alignment moves 1 step closer to neutral 
good if it fails to resist using Will. Costs 5 vitality.
 Sacred Sermon: Once daily apply a +10 bonus on Diplo-
macy, Insight, Literacy, and Religion checks for 5 minutes.
 Suffering: Up to 4x daily as an immediate action, when you 
suffer wound damage, you recover 1d6 vitality points.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Feed the MassesM: This improves Create Food and Water 
to feed and hydrate 100 persons or 30 mounts. Costs 10 vitality.
 Free MovementM: As an immediate action, you ignore any 
and all effects that impede your movement for 2 minutes. For example, 
you ignore abilities like Grapple and Slow, and you move and attack 
normally underwater, even with slashing weapons. Costs 10 vitality.
 Mass PenanceM:  This improves Penance to affect you and 
up to 1 willing person per level within 30 ft. Costs you 5 vitality and 
also costs each target 2 vitality.
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Asmodius
  Cambist of Secrets
Asmodius is the infernal emperor of Hell, keeper of 
terrible secrets and purveyor of enticing lies. He is a 
font of fire, magic, mental probing, invisible forces, 
and powerful runes.

Deity Details
Asmodius and his church have the following statistics.
 Alignment: Lawful evil.
 Domains: Evil, fire, magic, rulership, and trickery.
 Symbol: A red pentagram, a flaming mace, or a red-
skinned satyr in black and gold finery.
 Realm: Gehenna. A fiery prison camp where the damned are 
worked for eternity, their souls enslaved to devils.
 Weapon: Mace (hammers group).
————————————————————————
 Mission: Promote the strong through guile and magic.
 Organization: Hierarchical. Asmodius’s church is large, 
efficiently organized and officious with deference to legal precision 
regarding dogma and protocol. Those who show ruthless application 
of merit are promoted over lesser peers. Intelligence, wealth, beauty 
and magic are prized. 
 Rites: Weekly nighttime meetings within grand, ornate churches 
of black, red, and gold. Special events include torture and sacrifice of 
criminals, the summoning of devils, ordainments to higher rank, and 
officially sanctioned duels, whether by sword, magic or both. 
 Service: 1) Bring criminals to swift justice. 2) Punish weak-
ness and reward competence. 3) Evangelize in Asmodius’s name. 4) 
Gather good souls and hand them over for sacrifice by the church. 

Basic Boons
Followers may select the following basic abilities as boons.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Infernal.
 Auspice: Boost Arcana, Bluff, and Literacy checks by +3.
 Burning HandsM: All creatures within a 15-ft cone suffer 
1d4 fire damage per level (max 5d4) or ½ damage when they resist 
using Reflex. Costs 1 vitality.
 Conceal ThoughtsM: You are immune to the Detect 
Thoughts and Modify Memory abilities.
 Deceitful: Boost Bluff, Disguise, and Trick checks by +3.
 Mace Proficiency: You are proficient with the mace and 
enjoy a +1 bonus on attack and damage rolls using a mace.
 Resist FireM: You or a touched ally enjoy +10 DR against fire 
for 1 hour. Costs 1 vitality.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Breed DevilC: Your offspring are devils that gestate in a mere 
9 days. A devil offspring has a level no greater than your own. Birth 
inflicts 2d6 wound damage on the mother. The devil is a full adult in 9 
days. You enjoy a +5 bonus on Bluff checks with it but have no other 
special influence.
 Oversized Mace MasteryM: You enjoy supernatural 
strength when grasping a mace, such that you can wield a mace 1 size 
larger than normal for you without suffering a penalty. You must be 
proficient with maces to use this ability.
 Soul SacrificeM: You sacrifice a sentient living good crea-
ture in order to gain Asmodius’s favor. The sacrifice’s level must 
equal or exceed your own. In the event you die, you become an 
independant devil of equal level. The contract lasts 1 year. Wish or 
Miracle negate the contract.
 Summon FamiliarM: You gain an imp as a permanent com-
panion. Its level equals ½ your own. If you lose it, you may acquire 
another after 1 month and a 25 gp cost. You must be evil to use this 
ability.

   TortureM: Once daily, after 1 hour with 
a grappled creature, it suffers 6d6 pain damage and 

truthfully answers 1d4+1 questions, each phrased 
in 10 words or less. A target speaks falsely if it 
doesn’t know an answer. Costs 2 vitality.
 
Advanced Boons
Followers may select the following advanced 
abilities as boons.
    Circle of Vile FlameM: You conjure 

around you a stationary 15-ft-radius (or smaller) 
circle of orange flames that dance with infernal 

runes. Good creatures cannot pass or break the cir-
cle’s perimeter for as long as you concentrate as a stan-

dard action each round + an additional 2d4 rounds. Also, 
celestials and fey that are within 15 ft of the circle’s perimeter are 
blinded if you beat their Will. Costs 5 vitality.
 Fire ImmunityM: You are immune to fire damage. Requires 
Resist Fire.
 Grandiloquent Speech: Once daily apply a +10 bonus 
to Bluff, Diplomacy, Literacy, and Nobility checks for 5 minutes.
 Hellfire MaceM: You enjoy a +3 bonus on attack rolls and 
deliver +5 vile damage and +5 fire damage when using a mace. You 
must be proficient with maces to benefit from this ability.
 Iron Fist of Rulership: Apply a +10 bonus on Intimi-
date and Nobility checks.
 Sold for MagicM: You place a lien on your soul in order 
to gain for 24 hours 2 basic magic abilities and 1 intermediate magic 
ability of your choice from any class. If you die during this time, 
your soul proceeds to Hell and you cannot be restored to life by any 
means except a Wish or Miracle. Otherwise, the contract ends, you 
forget the abilities, and you are free.
   Summon DevilsM: You perform a 1-minute ritual to sum-
mon 1 or more devils to serve you for 2 minutes, after which they 
vanish. Their total levels cannot exceed your level. They obey your 
silent commands. Costs 10 vitality.
 Weakening TouchM: An adjacent foe must resist using 
Will or become weak, such that it’s speed is reduced to 5 ft, it suf-
fers a -5 penalty on attack and damage rolls, and its carry capacity 
is reduced to ½ normal (half the usual number of slots until over-
loaded). The effect lasts 5 minutes. Every 1 minute on its turn, the 
target has a 50% chance to end the effect. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Corrupting UrgeM: You cause an adjacent person to 
slowly become evil. Each day, it feels an evil urge. It must resist using 
Will or commit an evil act. After it commits more evil acts than it 
has levels, its alignment changes to evil. Miracle or Wish negates the 
effect. Costs 10 vitality.
 Corrupt Monster: This improves Corrupting Urge such 
that you can affect any creature type, even celestials, when you 
expend 20 vitality.
 Fiendish GuidanceM: After 1 hour of occult ritual, you 
receive a response (yes/no/maybe/irrelevant) from a powerful 
fiend regarding a number of questions up to your level. Questions 
must be 10 words or less. Costs 25 vitality.
    Infernal FormM: For 5 minutes, you gain +5 DR, fast 
healing 5, nethersight, immunity to fire and poison, and black wings 
that provide a fly speed of 30 ft. Costs 25 vitality.
 Mark of ServitudeM: An adjacent grappled or stunned 
person must resist using Will or become your servant. A perma-
nent sigil appears on its forehead indicating its obedience to you. 
Whenever it fails to obey your verbal command, it suffers fatigue 
or exhaustion if already fatigued. Commanding the person to harm 
himself or an ally of his has a 50% chance to end the effect. Other-
wise, servitude is permanent. You can maintain up to 1 servant per 
level at a time. Atonement cancels this ability. Costs 10 vitality.
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Beyos
Father of the Sea
Beyos rules and protects waters, from small 
streams to great oceans. He is kind to fishers 
and travelers when appeased with offerings 
and otherwise cruel with floods and storms. 

Deity Details
Beyos and his church have the following statistics.
 Alignment: True neutral.
 Domains: Cold, punishment, travel, water, and 
warfare.
 Symbol: An ocean wave, a trident or a sea creature such as a 
fish, merfolk, octopus, sea serpent or shark.
 Realm: Oceanus. An endless sea dotted with islands, underwa-
ter kingdoms, magnificent ships, and terrifying whirlpools. Its capi-
tal is Tritonius.
 Weapon: Trident (spears group).
————————————————————————
 Mission: Learn to respect the eternal sea and its aphotic ruler.
 Organization: Beyos’s priests seek to emulate the eternal 
ocean, solid and peaceful for long stretches yet driven by hidden 
forces that erupt into cataclysmic conflicts. Beyos is male and most 
of his key priests are too.
 Rites: Meetings every 2 weeks at high and low tides, preferably 
by, on or in a water body. Members may take boats out to sea, form 
a lake flotilla, or brave a raging river. Beyos enjoys sending his avatar 
for romantic liaisons with believers, or merfolk and nymphs to guide 
or castigate them. 
 Service: 1) Offer sacrifices to the sea every 2 weeks. 2) Protect 
sea creatures and keep waters pure. 3) Flog or drown those who 
violate Beyos’s church and faith. 4) Take a far ocean journey at least 
once in your life. 

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Athletics, Nature, and Pilot checks by +3.
 Create WaterM: You conjure up to 10 gallons per level of fresh 
water. One person requires 1 gallon of water to survive for a day. Costs 
1 vitality.
 Deep DivingM: You can descend to a depth of 10 ft per level 
without experiencing ill effects such as nausea or unconsciousness. 
Requires Swim Spell and Resist Cold.
 Immersive HealingM: When immersed at least 50% in 
water, you can heal yourself or an adjacent ally 1d8 wound points + 
1 per level. This ability benefits a creature once daily. Costs 1 vitality.
 Naval WEapons: You are proficient with the crossbow, 
net, and trident and enjoy a +1 bonus on attack rolls using these 
weapons.
 Resist ColdM: You ignore effects of cold. You enjoy +2 DR 
against cold damage and you can exist comfortably in conditions as 
low as -40º F without having to resist using Fortitude. Your equipment 
is also protected. This ability is continuously in effect even when you 
are unconscious.
 Star Navigator: Apply a +3 bonus on Pilot and Survival 
checks, or +10 when navigating a ship by night under a clear sky.
 Swim SpellM: For 5 minutes, you gain a Swim speed of 30 ft. 
This grants a +10 bonus on Athletics checks in water. Costs 1 vitality.
       

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Meld Into WaterM: You vanish into an adjacent 5-ft-cube 
volume  of water, snow or ice for 5 minutes. You can see but not hear 
and can take no actions except to end the effect as a standard action. 
You are undetectable from the outside. If the mass is attacked by mun-
dane means, you are unaffected. If it is disturbed magically, you suffer 
½ the damage dealt. Costs 2 vitality.

 Naval Mastery: Apply a +10 bonus Acro-
batics, Nature, and Warcraft checks made on or in a lake, 

sea or ocean.
 Propel ShipM: Apply a +5 bonus to Pilot 
checks. Also, you can animate an adjacent water-
going vehicle (canoe, ship, etc) weighing up to 1 ton 
per level to move at a speed of 60 ft for as long as 
you concentrate as a standard action each round + 
an additional 1d4 rounds. Costs 2 vitality per hour.
 Rip TideM: You move 1 foe immersed in water 

within 30 ft up to 120 ft in any direction so long as they 
remain in or adjacent to water. Foes with a Swim speed 

may resist using Fortitude. Costs 1 vitality.
 Sea’s Strength: Apply a +2 bonus on attack 

rolls and +2d6 damage when immersed at least 50% in water.
 Water BreathingM: You can breathe in water as easily as 
in air for up to 4 hours + 1 hour per level over a 24 hour period. You 
can use the hours nonconsecutively and may expend hours to grant 
touched allies the ability to breathe water too. Costs 2 vitality.
 Watery GraspM: A foe within 30 ft who is within 15 ft of 
water is pulled into the water, or pulled only 5 ft if Fortitude resists. 
Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Aquatic FormM: For 1 hour, you acquire the appearance and 
statistics of a single aquatic creature (without class levels) with a level 
up to ½ your own. You retain your Intelligence, alignment, vitality 
points, and magic abilities. You can end the effect as a swift action and 
regain 1d4 wounds when doing so. If you fall unconscious or die, you 
return to your normal form. Costs 10 vitality.
 Control WaterM: You raise or lower the level of water 
within 500 ft of you. You can affect up to 1 10-ft-square area per 
level, raising or lowering it by 2 ft per level. The effect lasts while 
you concentrate + 2d6 rounds. Costs 5 vitality.
 Immersive CureM: This improves Immersive Healing to either 
remove all ailments from yourself or an ally, or heal all allies within a 30 
ft radius area around you of 1d8 wound points + 1 per level.
 Mass Swim Spell: This improves Swim Spell to affect up to 
1 creature per level. Costs 1 vitality per person.
 Summon SealifeM: You perform a 1-minute ritual to sum-
mon 1 or more sea creatures such as sahuagins and sharks within 30 
ft to serve you for 1 hour, after which they vanish. They obey your 
verbal commands. Their total levels cannot exceed your level. Costs 
10 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Aquatic Apotheosis:  This improves Aquatic Form to last 24 
hours.
 Beyos’s RetributionM: A target within 30 ft turns into an 
aquatic creature of your choice. It uses the creatures’s statistics except 
it retains its vitality, Intelligence, and alignment. On its next turn, you 
assault its Will. If it resists, it returns to normal. If it fails, it remains in 
this form for 24 hours before you try a final attack. If you beat its Will 
again, it permanently acquires the form and only you—or a Miracle or 
Wish—can end the effect. Costs 10 vitality.
 Commune with the SeaM: After 1 hour of meditation 
on a beach or in a river or sea, you receive a response (yes/no/
maybe/irrelevant) to a number of questions up to your level regard-
ing the local aquatic environment (5 square miles) and creatures in 
it. Questions must be 10 words or less. Costs 10 vitality.
 Liquid FormM: You become an insubstantial liquid for 5 min-
utes. In this form, you have a swim speed of 60 ft, you gain +10 
DR, fast healing 5, and immunity to all ailments. You can pass through 
cracks and are immune to cold and fire energy attacks. Requires 
Swim Spell. Costs 10 vitality.
 WhirlpoolM: As Rip Tide, but up to 1 immersed foe per 
level within 120 ft, and targets suffer 4d6 damage. Costs 10 vitality.
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Corvis
The Eternal Reveler
Corvis is a nominal ruler of the Faerie Court. He is 
a trickster and doppelganger, and appears as male or 
female, young or old, beast or man, artist or barbar-
ian, as it amuses him.

Deity Details
Corvis and his church have the following statistics.
 Alignment: Chaotic neutral.
 Domains: Charm, illusion, music, travel, and trickery.
 Symbol: A harp, theatrical mask, pair of dice, prism, or any 
other instrument of charm, chance, or creativity.
 Realm: Limbo. An ever-changing landscape of merriment and 
wicked bestial pleasures where little is as it seems and even less is 
taken seriously.
 Weapon: Rapier (light blades group).
————————————————————————
 Mission: Stay merry and play pranks on the stoic and grim.
 Organization: Members who are favorites of the fey are on 
equal footing with priests. Members often act on the advice or whim 
of fey friends of the church such as pixies, dryads, and satyrs. 
 Rites: Priests and their fey allies preside in pastoral and woodland 
areas over bacchanal celebrations that include dancing, music, wine, 
and other sensual pleasures. These are held at solstices and equinoxes. 
Priests presides over rites of adulthood. Members pine to visit the Fey 
Realm to live as the fey do, though this is rare and many never return.
 Service: 1) Seek out and ally with fey. 2) Throw celebrations 
when the mood strikes you. 3) Embrace your passions and feel free 
to be extravagant. 4) Take up an artistic pursuit such as singing, danc-
ing or instrument playing. 

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Acrobatics, Music, and Trick checks by +3.
 Cat FallM: As an immediate action, subtract 30 ft from the 
distance fallen when computing falling damage.
 Comely Distraction: Your elegance distracts others. 
When you target a person within 15 ft, the target suffers a -5 penalty 
on Perception checks for 1 round. Costs 1 vitality.
 Disguise SelfM: Your surface traits—hair color, garment 
style, gender, voice pitch, etc—transmute to grant you a +10 bonus 
on Disguise checks for 1 hour. You can grow or shrink 1 ft and mod-
ify Comeliness by +/- 5 points. Costs 1 vitality.
 Feint: As a move action, an adjacent foe must resist using Will 
or suffer a -5 penalty on Reflex until the start of its next turn.
 Fey PerformerM: Apply a +2 bonus on Acrobatics, Bluff, 
Disguise, Music, and Trick checks.
 Gambling: Apply a +5 bonus to Trick checks, or +10 when 
playing games of chance.
 Pan Pipes: You can summon a set of magical pipes at will but 
limited to 1 set at a time. The pipes vanish if they leave your hands 
for more than 1 minute. When playing pipes, you enjoy a +5 bonus 
on Music checks. 
 Stroke of LuckM: Once daily, apply a +5 bonus to 1 attack 
roll, damage roll, or save. You add the bonus after making the roll but 
before you learn the result. 

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Boulder ShapeM: You become a large stone. In this form, 
you see and hear normally but can take no other actions. You radiate 
faint magic and enjoy a +20 bonus on Disguise checks to be mistaken 
for a normal boulder. You can return to your normal form as a move 
action. The effect lasts 4 hours + 1 hour per level. Costs 2 vitality.
 Fey Friend: You know fey well and enjoy a +5 bonus on Bluff, 

Diplomacy, and Insight checks involving fey creatures and 
you gain a +5 bonus on saves to resist the magic abili-

ties of fey.
 Fleet of Foot: Boost your land 
speed by +10 ft.
 Hideous LaughterM: One 
sentient creature within 30 ft falls prone 
and begins laughing uncontrollably for 1d4 
rounds. While laughing, the target takes no 
actions though it can defend itself normally. 

Costs 2 vitality.
   KissM: Once daily, after 1 minute spent kiss-

ing an adjacent ally, you both recover 2d6 vitality.
 Lucky DayM: As an immediate action you add a 

+2 bonus to 1 attack roll, damage roll or skill check. You 
add the bonus after making the roll but before you learn the result. 
Costs 2 vitality.
 Nymph’s GazeM: Foes within 60 ft and line of sight must 
resist using Reflex or be permanently blinded by your brief display 
of breathtaking beauty. Costs 2 vitality.
 Satyr’s LuteM: When you play pipes as a standard action, persons 
and animals within 120 ft that hear you and fail to resist using Will are 
compelled to move toward you or, if already adjacent, stand before you 
dazed for that round. Creatures that successfully resist are immune to 
satyr piping for the rest of the day. Costs 2 vitality.
 wilding: An adjacent foe suffers 1d6 damage per 2 levels. Costs 2 
vitality. 

Advanced Boons
Followers may select the following advanced abilities as boons.
 Glibness: For 5 minutes, you enjoy a +20 bonus on Bluff 
checks and ignore magic that detects lies. Costs 5 vitality.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.  
 LycanthropyM: You afflict an adjacent person with 
lycanthropy. Every midnight under a full moon, the victim transforms 
into a werebeast or lycan (page 266). See raDiance Masters guiDe for 
details. Remove Curse ends lycanthropy. Costs 5 vitality.
 Master Performer: Apply a +4 bonus on Acrobatics, 
Bluff, Disguise, Music, and Trick checks.
 Summon Fey LoverM: You gain a dryad, nymph, or satyr as a 
permanent companion. Its level equals ½ your level. It is loyal to you but 
will never act in a way that clearly harms animals, itself, fey or the natu-
ral environment. It avoids physical combat unless provoked and unable 
to hide or flee. If you lose it, you gain a replacement after 1 month.
   Ultimate EscapeM: You teleport up to 120 ft as an immedi-
ate action. If the destination space is occupied, you are shunted to 
the nearest open space and suffer 2d6 pain damage. Costs 5 vitality.
 Youth and BeautyM: You continuously maintain an illusion 
of youth and beauty regardless of your actual age. The effect renews every 
24 hours.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Baleful PolymorphM: A target within 30 ft turns into a 
harmless Tiny animal. It uses the animal’s statistics except it retains 
its Intelligence, alignment, saves, and vitality. On its next turn, you 
assault its Will. If it resists, it returns to normal. If it fails, it remains 
in animal form for 24 hours before you try a final attack. If you beat 
its Will again, it permanently acquires the form and only you, or a 
Miracle or Wish, can end the effect. Costs 10 vitality.
    Fey ApotheosisM: For 5 minutes, you gain +5 DR, darkvi-
sion, fast healing 5, immunity to sleep and charm magic, and the 
ability to alter your appearance at will to look like any Small or 
Medium humanoid. Costs 25 vitality.
   Irresistible DanceM: One target within 30 ft begins danc-
ing uncontrollably for 1d4+1 rounds. It can resist using Will only if 
you fail to dance with it. While dancing, it is dazed and defenseless. 
Costs 25 vitality.
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 Esmariah
Our Lady of Respite
Esmariah is a wise, peaceful, and kind mother. She 
offers rest, healing, protection from harm, and 
redemption to those who have fallen into evil.

Deity Details
Esmariah and her church have the following statistics.
 Alignment: Neutral good.
 Domains: Good, healing, protection, redemption, and 
respite.
 Symbol: A white flower, a unicorn, a white dove on a 
pillar, or a woman drawing water from a well.
 Realm: Elysium. A pleasant and joyous place similar to mortal 
life but without pain, suffering or conflict.
 Weapon: Lasso (subdual weapons group).
————————————————————————
 Mission: Provide physical and spiritual healing.
 Organization: Matriarchal. Local councils of priestesses 
lead decision-making. Laity and adventurers are encouraged to con-
tribute time and resources, and good deeds are more important than 
rank. Councils often commission quests to root out disease, oppres-
sion, corruption, and violence.
 Rites: A week-long springtime rite of renewal and a week-long 
autumnal rite of feasting and reflection. Priests pray over water, such 
that they see their reflection and can purify themselves physically and 
spiritually. Priests also tend the sick, poor, and elderly, and preside 
over confessions and reconciliations between parties in conflict.
 Service: 1) Do not initiate violence (you may respond to 
attacks). 2) Remain chaste outside marriage. 3) Provide aid to all who 
ask. 4) Offer those who commit evil a chance to redeem themselves. 

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Diplomacy, Heal, and Insight checks by +3.
 Create Holy WaterM: You conjure up to 5 gallons per 
level of fresh water per day. One person requires 1 gallon of water to 
survive for 1 day. Also, if you sacrifice 5 pounds of silver (25 gp), you 
can create 1 vial of holy water. Holy water inflicts 2d4 damage to an 
undead creature or fiend.
 Gentle ReposeM: One touched corpse gains a neutral odor 
and fine appearance as if sleeping, doesn’t decay, and can’t rise as 
undead for 24 hours. Costs 1 vitality.
 HealerM: An adjacent ally heals 1d4 wounds. Costs 1 vitality.
 Purify Food and WaterM: Your touch immediately 
restores to freshness an amount of food and water sufficient to feed 
1 person. A mount requires 3 meals.
 SanctuaryM: As a move action, the next foe that directly tar-
gets you before your next turn must resist using Will or not do so and 
take a different action. Your attacking ends the effect. Costs 1 vitality.
 WellspringM: You sprinkle water on yourself or an adjacent 
ally to gain a +1 bonus on saves and DR for 10 minutes. Effects of 
multiple sprinkles do not stack. Costs 1 vitality.
 Word of Peace: Apply +5 bonus on Diplomacy checks. 
Moreover, once daily, you may apply a +10 bonus on Diplomacy to 
avoid initiating combat with 1 sentient creature assuming you have 
not previously engaged in combat with it.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Celestial SkinM: You permanently gain a radiant platinum 
coat of white feathers that grants a +2 bonus to DR. You must be 
good to use this ability.
 ConfessionM: Your hear a willing creature’s confession and 
grant it a boon. The time required to hear a confession depends on 
the creature’s alignment: One minute for a good creature, 10 min-

utes for a neutral creature, and 1 hour for an evil creature. 
When the confession is complete, the creature enjoys a 

bonus on skill checks for the remainder of the day or 
until it commits a nongood act, at which time the 
boon immediately ends. The bonus equals +1 for 
good creatures, +2 for neutral creatures, and +3 
for evil creatures. A particular creature can only 
benefit once in 24 hours. Costs 2 vitality.
      Curative MistM: Once daily, you con-
jure a fine cool mist that covers a stationary 15-ft 

area around you. After 1 minute, creatures within 
the mist recover from all forms of disease. The mist 

then dissipates. A creature must remain in the mist 
and refrain from attack rolls for the entire ritual or the 

creature gains no benefit. Costs 5 vitality.
 Greater Sanctuary: This improves Sanctuary to last 

2 minutes. If you make an attack roll, the spell ends. Costs 2 vitality.
 Remove CurseM: You negate 1 curse affiliating the touched 
creature. A creature can benefit only once daily. Costs 2 vitality.
 Second Wind: Once daily after 1 minute of rest you recover 
4d6 vitality. Requires Wellspring.
 White RoseM: You conjure a white flower that removes 
fatigue if eaten within 1 round. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 AtonementM: You and a touched nonevil creature participate 
in a 1-hour ritual, after which the creature is in good standing with 
your deity, regains the full use of class abilities that depend on good 
behavior or your deity’s blessing, can use faith points starting at his 
next level, and can continue to progress in his class.
 Circle of Holy PeaceM: You conjure a stationary 15-ft-
radius (or smaller) circle around you of white light that dances with 
doves, flowers, and sparks. Each time a creature within the area 
(including you) wishes to make an attack roll, it must successfully 
resisting using Will. Failure indicates that it cannot attack. Success 
means it can attack but suffers holy damage equal to 1d8 points + 
your level from the circle’s shooting stars. The circle never causes 
wound damage except to fiends and undead, who also suffer a -5 pen-
alty on their save. Costs 5 vitality.
 Heavenly BreezeM: You conjure a fragrant breeze that can-
cels the effects of poison gas and fills the area with pure, breathable 
air for 1 hour.  You affect up to 10 cubic ft per level. Costs 5 vitality.
 Summon UnicornM: Once daily, you summon a unicorn 
from a fey realm. You must be in a rural or wooded area. The unicorn 
takes 1 minute to arrive. Thereafter you gain its services for 4 hours 
+ 1 hour per level. You must be good to use this ability and either an 
elf, female or virgin to ride the unicorn. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 CommuneM: After 1 hour of prayer, you receive a response 
(yes/no/maybe/irrelevant) from Esmariah regarding a number of 
questions up to your level. Questions must be 10 words or less. 
Costs 10 vitality.
 HealM: Your touch cures an ally of all wound damage and ailments 
and restores 4d6 vitality. Also, lost limbs rapidly regrow and scars vanish. 
Requires Cure Ailment, Lay on Hands, and Regenerate. Costs 10 vitality. 
 Raise DeadM: After a 1-hour ritual, you restore a dead crea-
ture to life, full wounds, and 0 vitality. It must have died within the 
past 1 day per level. The ritual requires 5000 gp in materials. You can-
not raise a creature that wishes to not return to life. Costs 10 vitality.
 RedemptionM: Once daily, you cause a person within 15 ft 
to slowly become good. Each day, it notices an opportunity to nur-
ture a virtue for redemption and justice and must resist using Will 
or commit a good act. After it commits more good acts than it has 
levels, its alignment permanently changes to good. Only Miracle or 
Wish negates the effects of this ability. Costs 10 vitality.
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Greenwyrm
 The Farwatcher
Greenwyrm is an ancient green dragon of the 
deep woods who sees all from the air and high 
perches, and watches over the woodlands and 
croplands, ready to maintain nature’s balance. 

Deity Details
Greenwyrm and his church have the 
following statistics.
 Alignment: True neutral.
 Domains: Balance, health, plants, protection, and 
wisdom.
 Symbol: A green skinned wild man or a dragon wrapped 
around a thick oak tree against a setting sun.
 Realm: Arborea. A menagerie of many climes where sentient plants 
and animals rejoice in nature’s beauty.
 Weapon: Boomerang (small projectiles group).
————————————————————————
 Mission: Preserve woodlands and ensure good harvests.
 Organization: There are no official divisions and priests 
are equal. However, some priests focus on agriculture while oth-
ers focus on woodlands. Both groups seek to harmoniously balance 
nature with civilization’s needs.  
 Rites: Members gather to hear the wisdom of dryads, green drag-
ons, and treants. They celebrate planting and harvesting. Commemo-
rative trees mark births and deaths. Each member has a personal tree. 
Coming of age requires wandering into the heart of the woods for 7 
days in late spring. When Farwatcher approves, the youth lives. Those 
who violate nature are expelled naked into the woods to suffer punish-
ment. 
 Service: 1) Avoid harming plants. 2) Help farmers clear land, 
plant seeds, and/or harvest crops. 3) Each year, travel the deep woods 
for 7 days. 4) Seek peaceful negotiation over violence.

Basic Boons
Followers may select the following basic abilities as boons.
 Analyze BalanceM:  You learn whether the target crea-
ture’s alignment is true neutral, or has a neutral component (such as 
neutral good), or is extreme.
 Auspice: Apply a +3 bonus on Handle Animal, Nature, and 
Survival checks.
 Hearty: You enjoy a +2 bonus on Athletics, Diplomacy, Endur-
ance, Nature, and Survival checks.
 Trackless Step: You leave no trail in natural surroundings 
and cannot be tracked. You may choose to leave a trail.
 Woodland Stride: You can move through any sort of 
natural undergrowth (natural thorns, briars, overgrown areas, and 
similar terrain) at your normal speed and without taking damage 
or suffering any other impairment. Undergrowth that is magically 
manipulated to impede motion still affects you.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Abundant HarvestM: Once daily after a 6 hour ritual, you 
target plants within ½ mile and double their potential productivity over 
the course of the next year.  You can affect a specific area only once per 
year. Costs 5 vitality.
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 Plant GrowthM: You cause normal vegetation within 120 
ft to become thick and overgrown such that creatures must hack or 
force their way through, moving at a speed of 5 ft (or 10 ft if Large 
or Huge). The affected area is a 60-ft-radius circle, a 120-ft-radius 

semicircle, or a 240-ft-radius quarter circle (you choose). The 
area must already have some vegetation. Costs 5 vitality.

 Suppress FlamesM: You call upon Green-
wyrm and target a 30-ft-cube area within 60 ft of you to 
extinguish all nonmagical fires in the area. Or, you tem-
porarily extinguish 1 magical fire effect (such as a Wall of 
Fire) within 15 ft for 2 minutes. Costs 2 vitality.
        Sweet WaterM: You conjure a handful of pure 
water that if drank within 1 round cures 2d6 wound 

points. Costs 2 vitality.
    Tree ShapeM: You can transform into a normal tree 

as a standard action. In tree form, you can see and hear as 
normal though you can take no other actions. You enjoy a +20 

bonus to Disguise checks to be recognized as anything other than a 
normal tree. You radiate faint magic. You can return to your normal 
form as a move action. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Call of the WildM: Once daily, you target 1 foe within 30 
ft. If you beat its Will, it immediately travels toward the heart of the 
nearest wilderness area and remains there until the effect ends. The 
effect lasts for 1 day per level, with a 25% chance to end each day, or 
until the target enjoys Remove Curse. Costs 5 vitality.
 Fieldwise: Apply a +4 bonus on Athletics, Diplomacy, Endur-
ance, Nature, and Survival checks. 
 Neutral GroundM: Once daily, you evoke a 15-ft-radius 
(or smaller) circle for 1 hour. Within it, extremism is muted and com-
bat impossible. No one except you can be in the circle when you evoke 
it. Thereafter, any who seek to enter immediately learn that doing so 
will prevent violence. Creatures that enter the circle cannot make 
attack rolls, enjoy a +5 bonus on Diplomacy and Insight checks, and 
may exit the circle at any time. Costs 5 vitality.
 Summon Woodland Defenders: You perform 
1-minute ritual to summon 1 or more dryads, nymphs, satyrs, green 
dragons or treants. Their total levels equal your own. They arrive 
friendly and obey your commands but will only fight creatures that 
visibly harm woodlands or crops. They vanish after 1 hour. Costs 10 
vitality.
 Suppress ConflagrationM: This improves Suppress 
Flames, such that you affect 1 30-ft-cube area per level within 500 ft 
of you and extinguish all nonmagical fires in the area. Or you perma-
nently extinguish 1 magical fire effect (such as a Wall of Fire) within 
90 ft. Costs 5 vitality.
 Woodlands CurseM: A targeted creature within 30 ft 
must resist using Will or begin turning into a Medium tree. Each 
round, it has a 50% chance to end the effect. On the first failed try, 
it is limited to a single move or standard action. On the second failed 
try, it cannot act but it can still defend itself. On the third failed try it 
becomes a tree. Three successful tries ends the magic. Dispel Magic 
halts the progress, but only Remove Curse, Miracle or Wish reverses 
the final effect. You may undo the magic at any time. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 GenesisM: This improves Plant Growth such the affected area is 
a 2-mile-radius circle and no preexisting vegetation is needed. Costs 
10 vitality.
 Greenwyrm’s RewardM: After a 10-minute ritual, the 
targeted creature permanently transforms into a green drake, green 
dragon, dryad, nymph, satyr, or treant of equal level. The target must 
be willing and have a neutral component to its alignment. Costs 10 
vitality.
 Word of BalanceM: Once daily, Greenwyrm speaks 
through you, affecting all creatures within 60 ft. True neutral crea-
tures are cured of all wound damage. Other creatures with a neutral 
component to their alignment are dazed 1d4 rounds. All others are 
stunned for 1d4 rounds. There is no defense. Costs 25 vitality.
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Iris
 The Sky Maiden
Iris is a radiant golden-braided amazonian goddess of 
the seas and skies. She rides a royal eagle, pegasus or sea 
dragon while clad in scintillating fullplate and armed 
with a greatsword. 

Deity Details
Iris and her church have the following statistics.
 Alignment: Chaotic good.
 Domains: Air, beauty, combat, protection, and weather.
 Symbol: A lightning bolt, a rainbow, a pyramid with an eye, a 
titan-sized woman in armor, or a couple holding a heart.
 Realm: Olympia. Pleasant azure seas are home to radiant 
white-cliffed islands and quiet, snow-capped volcanos.
 Weapon: Titan bow (bows group).
————————————————————————
 Mission:  Inspire creative good deeds and valor in battle.
 Organization: Clergy whose sacrifices are accepted with a 
resounding thunderclap, rainbow or shower from Iris exert the most 
influence and evoke the most loyalty.
 Rites: Clergy pray to draw down lightning from the sky to con-
sume their regular sacrifices of rams, bulls, and antelopes to ensure 
calm seas and peaceful neighbors. Life’s seasons are celebrated with 
joyous artistic acts such as dancing in the rain. Ocean voyages invite 
extra prayers and sacrifices.
 Service: 1) Make a public sacrifice of thanks before and after 
adventurers. 2) Confuse foes with surprising acts of kindness. 3) 
Offer help to strangers. 4) Embrace weather rather than fear it or 
demand constant sunshine.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Apply a +3 bonus on Acrobatics, Handle Animal, and 
Heal checks.
 Color SprayM: A startling melange of colors strikes all crea-
tures in a 15-ft cone. A creature is dazed for 1 round and blinded for 
2d4 rounds if you beat its Will. Costs 1 vitality.
 Feather FallM: As an immediate action, you or 1 ally within 
120 ft descends gently to the ground rather than falls. Costs 1 vitality.
 FlitM: As a standard action, you gain the ability to fly with a 30 ft  
speed for the remainder of your turn. You must end flight on a solid 
surface that supports you. Costs 1 vitality.
 Mounted Combat: Apply a +5 bonus on Handle Animal 
checks. Up to once per round while mounted you can negate an 
attack against you by using your mount as a block on a successful DC 
15 Handle Animal check. The mount takes no damage.
 Olympian VeilM: Apply +5 DR against electrical damage. 
 Shocking GraspM: One adjacent foe suffers 1d6 electrical 
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on your attack against metal-clad foes. 
Costs 1 vitality.
 Titan Armaments: You are proficient with Heavy armor, 
the great sword, the hammer, and the spear.
 Thunder WaveM: You knock prone all Medium or smaller 
creatures in a 30-ft cone (no save). Costs 5 vitality.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Call LightningM: You invoke lightning upon 1 target within 
120 ft to inflict 1d8 electrical damage per 2 levels (max 10d8). Forti-
tude resists for ½ damage except no save outdoors. Costs 2 vitality. If 
damage exceeds 20 points then a harmless but inspiring thunderclap 
or rain shower accompanies the bolt. Costs 2 vitality.
 Glassy WindowM: Up to 5 cubic ft per level of solid mate-
rial is transparent for 4 hours + 1 hour per level. Costs 2 vitality.

    Gust of WindM: You project a 60-ft line of 
forceful wind. Medium and smaller creatures can-

not move toward you for 1 round. If you beat 
their Reflex, they are also knocked prone (or 
are pushed back 1d6 x 10 ft if flying). The wind 
grants a sailed ship standard speed for 1 round. 
Costs 2 vitality.
 Noble BeautyM: You start social 
interactions 1 step better than usual with 
creatures of your type.
 Rainbow BridgeM: You conjure 
a radiant multicolored 10-ft-wide bridge or 

5-ft-wide ladder for 5 minutes. The bridge is 
10 ft long per level, and ladder is 20 ft high per 

level. It ignores all attacks except Dispel Magic. You 
can dismiss the bridge (or ladder) at will and can maintain only 1 
bridge (or ladder) at a time. Costs 2 vitality.
 Scintillating PatternM: Like Color Spray, except you 
affect any and all foes within a 15-ft-radius area centered up to 30 ft 
away. Will resists the effects. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Great ThunderM: This ability enhances Thunder Wave to 
affect creatures up to Huge size. Costs 5 vitality.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Olympian MountM: Once daily, you summon a royal 
eagle, griffon, magebred charger or pegasus for a period of 4 hours 
+ 1 hour per level. It appears within 30 ft of you and faithfully obeys 
your telepathic commands. You must be good to use this ability. 
Costs 5 vitality.
 Olympia’s ChildM: Once per level, as an immediate action, 
you may vanish from your current space and appear in the safe, rest-
ful confines of Olympia, where maidens (or bachelors) heal you 5 
vitality, heal all wound damage and ailments, and provide you with 
an answer (yes/no/maybe/irrelevant) regarding a 25-word question 
of your choice. Afterward, no time passes relative to when you left 
and you reappear in the space you left or the nearest open space.
 Prismatic WallM: Once daily, you conjure a shimmering 
multicolored wall that resists all attacks from both sides for 2 minutes. 
The wall is infinitesimally thin and its area is up 1 5-ft-square per 
level. Creatures within 15 ft that are 5+ levels below you are blinded 
for 2 minutes. The wall consists of 4 base colors (red, yellow, green, 
and blue). Any who pass through the wall suffer 5d6 damage per color 
and are stunned for 1 round (no save). To negate the wall, each color 
must be negated in order from red to blue using Dispel Magic. The 
wall cannot be conjured into occupied spaces. Costs 10 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Ageless: This improves Lasting Youth so you do not die of old age.
 Calm WatersM: You dispel 1 instance of Control Water, 
Control Weather, Whirlpool, Rip Tide, or similar magic that influ-
ences water or weather. Alternatively, you subdue nonmagical 
choppy waters in a 500-ft-radius area. A portion of the affected area 
must be within 120 ft. Costs 10 vitality.
 Control WeatherM: After 1 minute of concentration, 
you direct the weather in a 5-square-mile area to shift 1 grade to 
become clearer or stormier, hot or colder, calmer or windier. The 
new weather takes effect after 10 minutes and lasts for 1 hour before 
reverting to normal unless you continue to direct it. See page 237 
regarding weather. Costs 10 vitality.
 Olympian Flock: This improves Olympian Mount such 
that you summon up to 8 mounts for you and allies. Costs 10 vitality.
 Prismatic SprayM: Like Color Spray, except you affect any 
and all foes within a 30-ft-radius area centered up to 60 ft away. Even 
foes who resist are dazed for 1 round. Costs 25 vitality.
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Lilith
 Princess in Pain
Lilith is a beautiful patron of hate, poison, and ven-
geance. In her colossal spider web, damned souls 
hang cocooned to be drained for eternity while her 
ravens pick at their hearts and souls. 

Deity Details
Lilith and her church have the following statistics.
 Alignment: Neutral evil.
 Domains: Death, poison, revenge, sex, and 
vermin.
 Symbol: A spider, raven, a ruby-red skull, or a rose with 
many thorns.
 Realm: Hades. This sad, gray, and fatiguing place is similar to 
mortal life but with intense pain, regret, and bitterness.
 Weapon: Hand crossbow (crossbows group).
————————————————————————
 Mission: Advance your rank and power at others’ expense.
 Organization: Matriarchal. Covens are led by the stron-
gest woman, who is Lilith’s proxy. All others serve her goals, which 
involve revenge or self-enrichment. Silent power struggles and 
untimely deaths are common. 
 Rites: Monthly midnight gatherings in caves to chant praises to 
Lilith and sacrifice a sentient creature to curry favor for the afterlife. 
Birds, wolves, snakes, spiders, and similar animals may be present. 
Attendees may don masks to masquerade as such creatures. Her rites 
are ornate to the point of painful.
 Service: 1) Betray a close ally. 2) Harm those who heal you. 3) 
When you show tears, despair, and coldness to counter laughter, hap-
piness or warmth. 4) Kill at least 1 person who stands in your way to 
greater power.

Basic Boons
Followers may select the following basic abilities as boons.
 Assassination: Once daily as a swift action, the next adja-
cent target that you hit with a weapon that same round that is sur-
prised, helpless or defenseless suffers +15 damage. Costs 5 vitality.
 Auspice: Boost Bluff, Disguise, and Nobility checks by +3.
 Cutting RetortM: You target a sentient foe within 15 ft. 
You respond to its words or actions with a witty, cutting rejoinder. If 
you beat its Will, it suffers 1 pain damage and is dazed for 1 round. 
 Enticing Beauty: Apply a +5 bonus on Bluff, Diplomacy, 
and Insight checks in romantic situations.
 Raven FormM: You transform into a Tiny bird as a standard 
action and fly at speed 60 ft for the rest of your turn. You land and 
return to your normal form at the end of your turn. Costs 1 vitality.
 Spider ClimbM: You gain a climb speed of 30 ft for 5 minutes. 
While climbing, you are not defenseless and you enjoy a +10 bonus 
to Athletics and Acrobatics checks. Costs 2 vitality.
 Sudden BurialM: One creature within 30 ft that is touching 
soft ground (dirt, mud or snow but not stone or ice) is drawn into 
the earth and buried up to its neck for 5 minutes, or is slowed for 1 
round if Reflex resists. A buried creature is physically restrained but 
can use magic or verbal abilities, and his allies can spend 1 minute to 
extract him. Apply -5 on your attack if the target is above 5th level. 
Costs 1 vitality.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Beauty: Boost your comeliness by +4.
 CocoonM: You trap 1 Medium or Small target within 30 ft in 
a 5-ft-square sticky web. The target is held fast (no save). Each round 
on its turn, it can attempt a DC 20 Athletics check or DC 20 Acro-
batics check to free itself and move out of the web. The web remains 
for 4 hours + 1 hour per level or until you dismiss it or it suffers 10 

fire damage. Costs 2 vitality.
 Evil Eye: Once daily, after you expend 2 vitality 

and study a target within 30 ft and line of sight for 3 
continues rounds, the target suffers 1d4 wound dam-
age + 1 per level.
   Eye GougeM: One adjacent foe permanently 
loses an eye, suffers 1d4 wound damage, and endures 
a permanent -2 penalty to Perception checks if you 
beat its Reflex. Regenerate or Heal restores the eye. 
Costs 2 vitality.

 Giant VerminM: You can conjure 1 demonic 
rat, giant snake or giant spider in an empty space of 

your choice within 30 ft. It obeys your mental com-
mands and remains for 5 minutes or until you dismiss it. 

You can only maintain 1 vermin at a time. Costs 2 vitality. 
 Gray WastingM: One targeted foe within 15 ft ages 1 
category and is slowed permanently, or is dazed for 1 round if Forti-
tude resists. Remove Curse reverses both the aging and the slowness. 
Costs 2 vitality. 
 Lasting DeathM: A touched creature (dead or alive) now 
permanently resists Raise Dead. Miracle or Wish ends the effect. 
Costs 5 vitality. 
 Linked FetishesC: You enspell 2 matching masterwork 
items such as bracelets. Wherever 1 of the items is, you can use a 
magic ability you know as if you were at its location provided you 
have the matching item. The items are magical but offer no special 
perception. Enspelling the fetishes requires 1 hour, 25 gp, and 10 
vitality. You can only maintain 1 set of linked fetishes at a time.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Creeping DoomM: One target within 90 ft suffers 10d10 
damage from biting insects that pour forth from its gear and orifices. 
Fortitude resists for ½  damage. Costs 5 vitality.
 Living BurialM: A targeted foe within 90 ft is drawn 30 ft 
down into the earth into a conjured magical coffin if you beat the 
foe’s Will. It remains there for 1 day per level or until freed. The cof-
fin holds 1 day of air, has DR 10 and 30 hit points, and blocks magic 
abilities that afford movement. Costs 5 vitality.
 PainM: An adjacent foe suffers 5d6 pain damage. Costs 5 vitality.
 PoisonM: As a move action, you poison 1 weapon or cup of 
liquid in your possession. When a creature is struck by the weapon or 
ingests the liquid, it instantly suffers 1d10 vile wound damage with a 
50% chance to suffer an additional 1d10 vile wound damage 5 min-
utes later. Unused poison dissipates after 5 minutes. Costs 5 vitality.
 Poison Immunity: You are immune to all poisons.
 Stroke of MidnightM: You mark an adjacent creature. 
At the stroke of midnight, it falls to -1 wounds and begins dying. It 
knows its impending fate. Remove Curse ends the effect. Costs 10 
vitality.
 Vorpal RetortM: This improves Cutting Retort, such that 
the target suffers 2d6 pain damage and must attempt a second Will 
save or also be stunned 1 round.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Angel of DeathM: Once daily, when you successfully use 
Evil Eye, the target also turns to dust and is blown away by wind. 
Only a Miracle or Wish combined with Raise Dead can restore the 
target to life. Costs 10 vitality.
 Extract HeartM: An adjacent living foe must resist using 
Fortitude or immediately die as you draw forth its heart. Even if it 
resists, it suffers 1 wound damage per level. Costs 10 vitality.
 Mass Pain: This improves Pain to target all adjacent foes. 
Costs 10 vitality.
 Mass PoisonM: Up to 1 foe per level within 30 ft immedi-
ately suffers 1d10 vile wound damage with a 50% chance to suffer an 
additional 1d10 vile wound damage 5 minutes later. Costs 10 vitality.
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Maiya
 Font of Magic
Maiya is high patroness of arcane magic 
and expert wishmaker. Eons ago, she was 
a diabolical, word-twisting efreeti who 
reformed her heart and used wishes to 
become a colorful and dangerous goddess.

Deity Details
Maiya and her church have the following 
statistics.
 Alignment: True neutral.
 Domains: Antimagic, disruption, language, magic, 
and protection.
 Symbol: A golden pentagram with a magic eye and a pestle.
 Realm: Arcadia. A wondrous land of animated steam engines, 
talking animals, and impossible architecture that is ruled by mages. 
 Weapon: Dart (small projectiles group).
————————————————————————
 Mission: Foster the complex use of the magical arts.
 Organization: The church is guided by Maiya’s interme-
diary, a multifaceted ruby-like crystalline orb that is a single object 
though it appears in multiple locales at once. The orb sometimes 
speaks to followers in a magic language that is indecipherable to out-
siders. Those she speaks to tend to act as leaders regardless of their 
magical abilities or official rank. 
 Rites: Members study magic rather than conduct rites. Most med-
itate by the light of their local orb in hopes of gaining insight, power 
or conversation with their god. Annual staged competitions between 
mages highlight new abilities and help sort members into levels.
 Service: 1) Search for new magic. 2) Teach magic only to Mai-
ya’s followers. 3) Enhance and modify spells in various ways. 4) Be 
fruitful but never wasteful in your spells and crafting of magic items.

Basic Boons
Followers may select the following basic abilities as boons.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks.  You can read magic scrolls. Also, you speak Draconic.
 Auspice: Boost Appraise, Arcana, and Literacy checks by +3.
 Implement Mastery: When you use an ability that 
requires an implement, you may forego the implement without pen-
alty. Conversely, when you use the implement, you enjoy a +1 bonus 
on your attack roll for magic abilities that rely on the implement.
 Irresistible Magic: Your magic is hard to resist. Apply a 
+1 bonus to your attack rolls using magic abilities.
 Words of MagicM: You can speak and understand Arca-
num, a purely magical cant that is only understood by others who 
know it. No other magic comprehends it. Requires Arcane Training.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Arcane EnhancementM: Once daily as an immediate 
action, you target 1 magic ability being activated by you or an ally 
within 30 ft. Apply a +5 bonus on the ability’s attack roll or maxi-
mize it numeric effects (you decide).Requires Words of Magic.
 More Magic: You know 2 basic magic abilities of any class.
 Protection From SpellsM: Each time you use this 
boon, select 1 specific magic ability by name of a tier you can access. 
You ignore the harmful effects of the selected ability for 24 hours. 
Costs  2 vitality.
 Wild ShieldM: As a move action you designate yourself or 
a creature within 30 ft. All magic abilities the subject uses or is tar-
geted by (you decide which) until the start of its next turn have a 20% 
chance of failure, which results in flowers, birds, poop, gaudy gems 
or similar detritus that vanishes after 1d10 minutes rather than the 
desired effect. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.

    Arcane DisruptionM: Once daily, as an immedi-
ate action, you can speak a word of Arcanum that disrupts 
a magic ability being activated by a foe within 15 ft. The 
countered ability must be of a tier that you can access. If 
you beat your foe’s Will, you cause the magic to fail and the 
foe suffers 3d4 wound damage. Requires Words of Magic. 
Costs 5 vitality.
    ContingencyM: You specify 1 trigger event in 10 

words or less and a magic ability you know. When the event 
occurs, the specified ability activates as an immediate action. A 

trigger event must be physically observable by you, not an inten-
tion. You are limited to 1 contingency at a time. 
 Eldritch Spark: For 2 minutes, you can use magic abilities 
and items normally in an antimagic zone, in the Mundane Realm, or 
in any other environment that specifically impedes magic. Requires 
Words of Magic. Costs 5 vitality.
 Mana TransferM: Once daily, an adjacent willing or help-
less creature loses 4d6 vitality points and you gain an equal amount 
of vitality that you must use within 1 round or lose it. Requires 
Words of Magic.
 Shaped MagicM: Whenever you use a magic ability that 
affects an area (such as the Fireball spell), you can designate specific 
spaces or creatures in the area to not be affected by the magic. You 
can designate up to 1 5-ft space or creature per point of Intelligence 
bonus. Costs 1 vitality per designee. 
 Spell StaffM: Once daily you may place into a staff up to 1 
nonparagon magic ability you know that is on your class list, expend-
ing any vitality as normal. You can target a magical staff or a master-
work mundane staff. The ability remains in the staff for 24 hours. As 
a move action, you can release the ability without expending vitality. 
Once released, the ability is gone.
 Spell MatrixM: Once daily you can craft a spell that pack-
ages several magic abilities to occur simultaneously. You can combine 
3 basic abilities or 1 basic ability plus 1 intermediate ability. Expend-
ing the spell matrix is a standard action. Resolve it as a single spell 
with multiple effects.
 Wild MageM: At any time you may adjust your effective level 
by 1d4-1 when resolving the effects of a magic ability. 

Paragon Boons
Followers may select the following paragon abilities as boons.
 Anti-Magic FieldM: You conjure a 15-ft-radius spherical 
area centered on you in which all magic is suspended for 2 minutes, 
as if time has stopped but only with regard to magic. Wish or Mira-
cle negates this ability. You can still use magic if you know Eldritch 
Spark. Costs 10 vitality.
 Greater Spell MatrixM: This improves Spell Matrix to 
include up to 5 basic abilities, 2 intermediate abilities and 1 basic 
ability, or 1 advanced and 1 basic ability.
 Mage’s DisjunctionM: This improves Dispel Magic (page 
101) such that once daily you can end all ongoing magic in the area. 
Permanent magic items are destroyed if unattended, or if their own-
ers fail to resist using  Will.
 Wild ZoneM: This improves Wild Shield, such that the failure 
chance is either 50% or still 20% but affects up to 1 target per level 
within 60 ft (you decide which option and which targets).
 WishM: Once daily, you verbalize a desire and duplicate the 
effect of any 1 advanced ability, any 2 intermediate abilities, any 4 
basic abilities (this includes core abilities) or the Raise Dead spell.  
You can duplicate the effects of classes, deities, and/or monsters. 
You can gain gear or property worth up to 5,000 gp but perma-
nently lose 5 vitality. The chance of success equals 70% + 1% per 
level. Alternatively, you can roll against 70% + a Literacy check.  You 
can take this ability multiple times. Each time, you gain 1 additional 
daily use. Using a wish is taxing. You are fatigued after a single use. 
Requires Words of Magic.
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Maurob
 The Dream Beast
Maurob is the dizzying spawn of mortal and 
divine dreams and nightmares. Those who call 
upon his name gain both insight and insanity as 
Maurob hungrily chews at their minds.

Deity Details
Maurob and his church have the following statistics.
 Alignment: Chaotic neutral.
 Domains: Awareness, darkness, dreams, madness, 
and thievery.
 Symbol: A sleek black wolf, a black-haired werewolf, a giant 
red eye, or a dark cave amid sand dunes.
 Realm: Pandorum. Dark twisting tunnels and howling caves where 
nasty monsters track prey to stay their hunger.
 Weapon: Club (clubs group).
————————————————————————
 Mission: Face darkness and embrace it to taste power.
 Organization: Maurob’s followers are poorly organized 
and usually gather in small packs at night. Followers often act at night 
and sleep during the day. Priests are advisors and usually ask for 
favors in exchange for aid.
 Rites: Members gather under full and new moons in a great cir-
cle to join the Howl, a rite led by members with the Maddening Howl 
ability. This ritual culminates in an orgy of sex, blood, and dreams. 
Also, once in their lives, members journey to a desert cave and fast 
for 6 days before feasting on a still-living creature.
 Service: 1) Act at night. 2) Attack foes when they are asleep or 
weak. 3) Manifest your plans through others via stealthy suggestions. 
4) Seek to visit Maurob’s actual lair.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Perception, Stealth, and Survival checks by +3.
 BabbleM: A target within 15 ft must resist using Will or all its 
utterances are incoherent to others, its verbal abilities automatically 
fail, and others’ speech is incoherent to it. Written comprehension 
remains normal. The effect lasts 5 minutes. 
 DarkvisionM: As a swift action, your eyes turn black and you 
see in darkness as easily as in daylight. Ending the effect is a swift action.
 Dream InterpretationM: Due to rigorous study of 
dreams, apply a +5 bonus on Perception and Insight checks.
 Mind ThrustM: One foe within 30 ft suffers 1d6 psychic 
damage per 2 levels, or ½ damage if Will resists. Costs 1 vitality.
 Night SneakM: Once daily during nighttime hours, you 
beseech Maurob to enjoy low-light vision and a +10 bonus on Stealth 
checks. The benefits last 10 minutes.
 Phrenic MarkM: One foe within 15 ft must resist using Will 
or be marked: you learn its common name and know its approximate 
locale for up to 1 day per level. This helps you to use Far Dreaming and 
Dream Thief on it. You are limited to 1 mark at a time. Costs 1 vitality.
 SleepM: One person or animal within 15 ft falls asleep for 5 min-
utes, or is dazed for 1 round if  Will resists. Apply -5 on your attack 
if it is above 5th level. A sleeping creature’s allies can use a standard 
action to wake him. Costs 1 vitality.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Dream ThiefM:When you beat the Will of an adjacent sleep-
ing creature, you learn a 10-word answer to 1 specific question of up to 
10-words that you ask its unconscious mind. It is honest only if it knows the 
answer. Costs 2 vitality.
 Maddening Howl: Foes within 30 ft who hear your howl 
are confused for 1d6 rounds if you beat their Will. To resolve a con-
fused creature’s actions roll 1d4: 1) act normally, 2) wander away, 3) 

attack an ally, or 4) only defend. The howl only affects targets 
with fewer levels than you. Costs 2 vitality.

 Mental Barrier: Boost your Will by +5.
 Scent of Imagination: You detect living 
creatures within 30 ft by sensing their imagination. If a 
creature has 15+ Intelligence, the range increases to 60 
ft. If it has 8 or lower Intelligence, the range drops to 
15 ft.
 Sleep SuggestionM: You touch a sleeping 

person and phrase a task for it in 10 words or less. The 
target does its best over 1 hour to complete the task after 

he awakens. He will not deliberately harm himself and the 
effect has a 50% chance to end each round that his or his 

allies’ lives come in danger. Costs 2 vitality.
  SlumberM: This improves the Sleep ability, such that it 
affects up to 1 living creature per level within 30 ft. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Far DreamingM: This improves Sleep Suggestion and 
Dream Thief, such that the range is up to 5 miles. You don’t need 
line of sight but you must know the target’s full name, birthday, and 
approximate locale. The target does not recall its actions, and you 
can only target a creature once in a 24-hour period. You can plant a 
suggestion or steal a secret but not both. Costs 5 vitality.
 MindsightM: You perceive your environment normally 
regardless of perceptual impairment (such as blindness or deafness) 
or natural environmental effects (such as darkness or mist).
 Psychic CaveM: You expend 10 vitality and 1,000 gp to craft 
a permanent dreamscape, a 120-ft-cube astral space that has a mun-
dane layout and decor of your choice. The scape has a unique tru-
ename. You may convey the truename to up to 1 ally per level. At any 
time, you and any such allies can expend 2 vitality to mentally visit 
the scape for up to 1 hour. While visiting the scape, you (or allies) are 
asleep, don’t perceive events around you, detect when your body has 
been harmed, and the scape’s events cannot cause you harm except 
by psychic damage. Returning to your physical body takes 1 round.
 Ravenous NightmaresM: You curse an adjacent foe. 
Each night when it sleeps, it must resist using Will or suffer night-
mares, be exhausted the next day, and suffer 1d4 wound damage due 
to oddly realistic nightmares. Remove Curse ends the effect. Elves 
are immune to this ability. Costs 5 vitality.
   Summon AberrationsM: You perform a 1-minute rite 
to summon 1 or more aberrations such as an aboleth, braineater, 
illithrix or mantis.  Their total levels cannot exceed your level. They 
hear your mental instructions out to 120 ft and seek to pervert them 
whenever possible. They serve you for 1 hour and then vanish. Costs 
10 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Form of DoomM: For 5 minutes, you acquire a nightmarish 
form of ooze-slick skin, lashing tentacles, and fright-inducing counte-
nance. You gain DR 10, a +10 bonus to Strength-based checks, dark-
vision, fast healing 5, and a nest of tentacles that grant you 4 bonus 
melee attacks per round at a -2 penalty on your attack roll. Each ten-
tacle has 15 ft range, inflicts 2d8 damage and causes a struck foe to be 
frightened if you beat its Will. Costs 25 vitality.
 IndestructibleM: One week after death, you return to life 
with 1 hit point. This ability fails if there is no corpse. 
 MindblankM: For 5 minutes, you ignore all attacks that 
allow you to resist using Will or that affect the mind. Costs 5 vitality.
 Multi-layered Dream: This improves Dream Thief and 
Sleep Suggestion. You burrow into the target’s mind. With Sleep Sug-
gestion, your suggestion lasts up to 1 day per level. With Dream Thief, 
the target must resist a second time and take the worst of its 2 saves. 
There is a 5% chance that you get lost in the target’s mind and sleep 
for 1d4 days. Costs 10 vitality.
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Mithrais
Ironwright of Ages
Mithrais is blacksmith to the gods and lord of moun-
tains and gold. He forges tirelessly in The Tempus of 
Malmon, a volcano at the center of a sprawling maze-
like metropolis run by constructs and dwarves. 

Deity Details
Mithrais and his church have the following statistics.
 Alignment: Lawful neutral.
 Domains: Creation, earth, law, metal, and wealth.
 Symbol: An anvil and forge, or a minotaur with axe in 
dwarfplate, or a statue of a dwarf king.
 Realm: Mechanus. An endless warren of mines, foundaries, and 
storehouses for gem, jewels, gold, and magic. 
 Weapon: Warhammer (warhammers group). 
————————————————————————
 Mission: Promote wealth, stability, and fine craftsmanship.
 Organization: A hierarchy based on wealth, assuming that 
skill as an artisan, merchant, or noble leads to wealth. Priests and laity 
memorize and defer to rules laid down by Mithrais. Greed is good and 
corruption is punished.
 Rites: Mithrais instructs complete rest every 7 days. On these 
days, work is deferred to praise Mithrais and review his wise lessons. 
Banks, treasure vaults, and forges are common areas of worship. Rites 
are long, dour, and rich with minutia regarding rules of ritual and 
protocol.
 Service: 1) Do not cheat, lie, steal or waste. 2) Craft and repair 
your armaments. 3) Feed and lodge soldiers and fine artisans. 4) Favor 
treasure over intangible rewards.

Basic Boons
Followers may select the following basic abilities as boons.
 Artisan: Apply a +2 bonus on Appraise, Craft, Dungeoneer-
ing, Mechanics, and Warcraft checks.  
 Auspice: Boost Craft, Dungeoneering, and Mechanics checks 
by +3.
 Caltrop FieldM: You target a single 10-ft-square area or 5-ft 
x 20-ft aisle of earth or stone within 30 ft. Small spikes pop up to 
harm creatures as they pass through each affected space. Each space 
inflicts 1d4+1 damage, or ½ that if Reflex resists. Costs 1 vitality.
 Detect TreasureM: You learn the value in gold of coins, 
precious metals, and gems in a 15-ft cone. When you focus on the 
same area a second time, you learn the gp value within each space.
 Gearhead: Apply a +5 bonus on Mechanics checks, or +10 
when using steamgear.
 Hoardmaker: You are obsessed with magical treasure. 
Apply a +5 bonus on Appraise and Arcana checks.
 Miner: Boost Dungeoneering checks by +5, +10 when mining.
 Mithrais’s Arms: You are proficient with Heavy armor and 
with axes, maces, and hammers.  
 Thunder HammerM: Once daily, a sonic blast knocks 
prone all Medium or smaller creatures in a 30-ft cone (no save). You 
must use a hammer or mace weapon. Costs 5 vitality.
 Striking RuneM: You conjure a rune on your weapon or 
an adjacent ally’s weapon. Apply a +5 bonus to the next attack roll 
made with that weapon within the next 1 hour. Costs 1 vitality.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Craft Magic ArmamentsC: You enjoy a +5 bonus on 
Warcraft checks, or +10 when crafting armor or weapons.Also, you 
can craft magic armor and weapons as if you possessed the Craft 
Magic Item ability. See pages 190-195 for rules and examples of 
magic weapons and armor.
 Great Thunder HammerM: This improves Thunder 

Hammer to affect targets of all sizes.
     HardenM: You boost DR by +5 for 2 minutes 

for 1 adjacent item weighing up to 250 pounds or 
a single 5-ft square of wall. Costs 2 vitality. 
    Heat MetalM: You target a metal-clad 
foe or metal item weighing up to 50 pounds 
within 30 ft. For 5 minutes, the metal is hot. 
Creatures suffer 1d4 fire damage for each round 
that they wear or touch the metal. Removing 
armor takes 1 minute. Costs 1 vitality.

 Repair ArmamentsM: Your 
touch completely repairs 1 mundane or magical 

weapon or suit of armor so long as at least ½ the 
original is present. Costs 2 vitality.

 Stability: Up to once per round, you ignore 
any nonmagical ability that attempts to move you or knock you 
prone such as Bull Rush or Trip.
 Stone ShapeM: You mold adjacent stone into new shapes. 
You affect up to 10 cubic ft + 1 cubic ft per level. You can form rocks 
into a stone bridge, warp a pillar to make it fall, form a hole in a wall, 
or so forth. Costs 2 vitality.
 Stony GraspM: One Large or smaller target standing on 
the ground is held fast by a stony hand for 5 minutes if you beat its 
Reflex. Its speed is 0 and it suffers a -5 penalty on Reflex and Dex-
terity-based skill checks. Each round on its turn it can resist again 
using Fortitude to escape. Costs 2 vitality.
 Warwright: Boost Craft, Mechanics, and Warcraft checks 
by +5.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Forge ConstructC: You may create any construct type 
creature. Its level must be equal to or below your level. Each level 
costs 10,000 gp and 10 days of uninterrupted work or 160 hours of 
work otherwise. The construct starts loyal to you and if nonsentient 
also obedient to your verbal commands.
 Mark of JusticeM: You target 1 creature within 30 ft that 
has performed a chaotic act in the last 7 days. A permanent sigil 
appears on its forehead indicating its chaotic act (no save). It suffers 
exhaustion for 1 hour whenever it performs a chaotic act (no save). 
Atonement or Dispensation negates this ability. Costs 5 vitality.
 Master Artisan: Apply a +4 bonus on Appraise, Craft, 
Dungeoneering, Mechanics, and Warcraft checks.  
 Secret ChestM: You can craft a magic chest costing a mini-
mum of 5000 gp. It holds up to 1 cubic ft of material per level. When 
not in use, it resides safely in an extradimensional space that you can 
call from anywhere. You can summon and stow the chest as a stan-
dard action.
 Spike StonesM: This improves Caltrop Field, such that you 
affect 30-ft-square area within 60 ft of you, and each space inflicts 
1d8 damage + 1 point per level. Costs 2 vitality.
 StoneskinM: You enjoy DR 10 for 2 minutes or until the 
spell blocks 10 points of damage per level, whichever comes first. 
Requires Harden. Costs 5 vitality. 
 

Paragon Boons
Followers may select the following paragon abilities as boons.
 Legendary Artisan: Select either Appraise, Craft, Dun-
geoneering, Mechanics or Warcraft. Once daily for 1 hour you enjoy 
a +15 bonus on checks with that skill. Costs 5 vitality.
 Transmute Lead Into GoldM: Your touch converts 
lead into gold on a pound-for-pound basis, to a maximum of 1 pound 
per day. A pound of gold equals 50 gp. Your lifetime limit equals 
10,000 gp. Costs 10 vitality per pound.
 Word of RecallM: You and up to 8 adjacent allies instantly 
return to your homebase or other location marked earlier by you 
with a special rune. You can only have 1 rune like this at a time. Costs 
10 vitality.
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Nefriti
 Mistress of Veils
Nefriti is patron goddess of cemeteries, 
executions, prisons, and the undead. She acts as a 
cool judge and refined guardian of the veiled pas-
sages between life, the afterlife, and undeath.  

Deity Details
Nefriti and her church have the following statistics.
 Alignment: Neutral evil.
 Domains: Art, death, judgement, protection, 
and undeath.
 Symbol: A skull, a crucifix or a grieving woman covered 
in a black funery veil.
 Realm: Tartaros. An endless wasteland with prisons, tombs, 
torture chambers, museums, craft halls, theaters, and mounds upon 
which birds peck at the damned.
 Weapon: Scythe (heavy blades group).
————————————————————————
 Mission: Weigh souls in the balance for life, death or undeath.
 Organization: Clergy oversee daily affairs. Difficult situations, 
such as creating or defeating undead, evoke the interest of The Trust, a 
powerful council that is dispassionate about worldly affairs.
 Rites: Clergy preside over burials, police the undead, resolve 
wills, interview corpses left by crimes, guard prisoners, adjudicate 
death sentences, and decide who is worthy of undeath. Once yearly on 
a Day of the Dead, followers visit the undead and grave sites to seek 
solace and protection. The nights before, they enjoy theatrical revelries 
honoring the dead.
 Service: 1) Keep a timely will and testament. 2) Bring back 
fallen comrades for burial or resurrection. 3) Do not defile graves, 
assault the undead or free prisoners except for a high price to pay off 
their time. 4) Visit graves and prisoners on the Day of the Dead.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Craft, Disguise, and Religion by +3.
 Detect UndeadM: You learn whether undead are present 
in a 30-ft cone. On a second scan of the same area, you learn their 
numbers and what kinds they are.
 Gentle ReposeM: One touched corpse gains a neutral odor 
and fine appearance as if sleeping, doesn’t decay, and can’t rise as 
undead for 24 hours. Costs 1 vitality.
 Macabre Art: Boost Craft checks by +5, or by +10 when 
portraying icons or images of the dead, dying, and undeath.
 Secure BurialM: Following a 1-minute ritual, an adjacent 
corpse cannot return as undead within the next 7 days. A second 
ritual costing 5 gp per level of the corpse is required to ensure lasting 
rest for 100 years.
 TombstoneM: You conjure a tombstone from the earth that 
shows the name, birth, and death of an adjacent corpse. Costs 1 vitality. 
 VeilruneM: You inscribe a rune on or around a portal that is 
up to 10-ft-square in size. Living creatures cannot enter from 1 side 
and undead cannot enter from the other side unless they have more 
levels than you do. The rune lasts 24 hours and costs 5 gp worth of 
gold dust and rare inks.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Animate DeadM: You create skeletons or zombies from 
humanoid corpses within 60 ft. You can animate a number of levels of 
undead up to 2x your level, and you can maintain a number of levels 
at once equal to 4x your level. The undead obey your mental com-
mands and remain for 1 hour per level before turning to dust. See 
raDiance Masters guiDe regarding undead statistics. Costs 2 vitality.
 Cold Comfort: You enjoy a +5 bonus on Bluff, Diplomacy, 
Insight, and Intimidate checks involving undead. 

   Death GuardM: For 2 minutes, you are 
immune to the effects of all ailments, curses, and necrotic 

and vile energy damage. Costs 2 vitality.
  Quell HungerM: One adjacent undead crea-
ture becomes friendly with living creatures for 5 min-
utes. It acts life-like and does not initiate combat against 
the living (though it responds normally if attacked). 
Nonsentient undead are simply docile. Sentient undead 
may resist using Will. Costs 2 vitality.
   Speak With DeadM: After a 10-minute 
rite, you can ask 1 question per 2 levels over the 

course of 5 minutes from a corpse that you touch. 
The corpse only knows what the creature did in life, 

including languages it spoke. If the creature was good, it 
can resist using Will. The corpse must be mostly intact and 

have a larynx. You can use this ability up to once weekly on the same 
corpse. Costs 2 vitality.
 Veiled VisageM: While wearing a mask or veil, you enjoy a 
+10 bonus on Disguise checks to not be recognized as living, undead, 
or anyone in particular. Most undead ignore creatures they believe are 
also undead.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Bone FiddleM: Apply a +5 bonus on Music checks. Also, liv-
ing creatures within 30 ft that hear your music for more than 1 minute 
must resist using Will or be held fast, entranced, and unable to leave 
the area as they bleed 1 wound point per round until you stop, they all 
die, or a number of rounds pass equal to your level. Costs 5 vitality.
 Least ExtingencyM: Once weekly, you may create a cor-
poreal undead creature from a corpse or willing person. The undead’s 
level cannot exceed your own or the target creature’s level. The pro-
cess takes 8 hours at night and requires rare materials worth 50 gp per 
undead level. If it is sentient, it has free will. Costs 5 vitality.
 Line Against UndeadM: You evoke a 10-ft-diameter cir-
cle (or 30-ft straight line) inscribed with supernatural runes. Undead 
creatures cannot pass or break the perimeter (or line), nor can they 
move under or above it, for as long as you concentrate as a standard 
action each round + 1d4 rounds. Costs 5 vitality.
 Reaper’s BargainM: Whenever you die, an opportunity 
comes into play. You can proceed to the afterlife as normal. Or you 
may return to life with 1 hit point and no ailments. If you return, you 
owe Nefriti a gift: either all your possessions or the 1-minute execu-
tion of a person of equal or higher level than you. You must personally 
make the sacrifice. You have 3 days to pay, otherwise you die and can 
never be raised from death.
 Slay LivingM: One adjacent living creature must resist using 
Will or be reduced to -1 wounds and begin dying. Even if it success-
fully resists, it suffers 3d6 necrotic damage. Costs 5 vitality.
 Vile LineageM: An adjacent undead regains live-like warmth. 
Also, it lusts for a living partner within 500 ft that you name or point 
to, and it is fertile to bare or sire a living child. The effect lasts 9 hours 
(if target is male) or 9 months (if female). Costs 5 vitality (if target is 
male) or 25 (if female).

Paragon Boons
Followers may select the following paragon abilities as boons.
 ExtingencyM: This improves Least Extingency so that it is 
usable once daily, may create incorporeal undead, and only takes 1 
hour. Costs 10 vitality.
 SuncloakM: One adjacent undead ally ignores harmful effects 
of exposure to running water, positive energy, light, and natural sun-
light for 4 hours + 1 hour per level. Costs 10 vitality.
    The Art GrotesqueM: Undead within 30 ft become non-
hostile and cooperatively enact a stage play, concert or variety show of 
your choice for up to 1 hour. While doing so, phantasmal music plays as 
they enjoy a +5 bonus on Acrobatics, Bluff, Disguise, Literacy, Music, 
and Trick checks. Sentient undead may resist using Will, and the effect 
ends if any undead performer suffers wound damage. Costs 5 vitality.
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Palendine
The Platinum Protector

Palendine is a courageous dragon god of honor, warcraft, and 
ageless wisdom. In primordial epochs, he and his siblings Green-
wyrm and Tiamat ruled the mortal realms, and today Palendine 
protects these realms from evil and chaos.  

Deity Details
Phane and his church have the following statistics.
 Alignment: Lawful good.
 Domains: Combat, fate, honor, resilience, and sacrifice.
 Symbol: A platinum dragon or a torch-like weathered spear-
head sporting a platinum-colored flame.
 Realm: Polaris. A starry realm of infinite sky with floating 
aeries, sleek sky ships, and flocks of noble dragons.
 Weapon: Greatsword (heavy blades group).
————————————————————————
 Mission: Inflame qualities of honor, courage, and strength.
 Organization: The wiser, more talented members take 
lesser members under their wing to provide moral and martial 
guidance. A ruling council, rumored to be dominated by dragons 
in disguise, matches students with mentors, coordinates activities in 
wartime, and decides on critical issues.   
 Rites: Members gather for inspiring celebration whenever a 
member gains a new ability of Palendine, or attains a new tier of abili-
ties in general. Visitations by dragons also draw gatherings. Members 
often help the general populace, including nonbelievers, hold their 
own against invasions and attacks.
 Service: 1) Always keep your oaths. 2) Protect those weaker 
than you. 3) Keep moving even when you are fatigued or exhausted. 
4) Honor those who are wiser and more powerful than you are, lis-
tening to them for guidance.

Basic Boons
Followers may select the following basic abilities as boons.
 Action Surge: Once daily, you gain a bonus standard action 
in addition to the usual actions for a round. You can use the action to 
make a mundane or magical attack. You cannot combine this award 
with other abilities, boons or awards usable once daily.
 Auspice: Boost Appraise, Perception, and Warcraft checks by +3.
 DragonhideM: The armor you wear becomes like dragon-
hide and provides DR 4, or +1 DR if the armor already provides DR 
4 or better. The armor reverts to normal when you remove it.
 Hero Worship: Once daily, after 1 minute of interaction 
with any character who is higher level than you, the same race and 
sex as you, and within 1 step of your alignment, you heal 1d4 vital-
ity points +1 per level and immediately recover from any fear and 
charm effects you currently suffer. Simultaneously, the heroic char-
acter heals the same number of vitality points. 
 Ignore Fatigue: You never experience the effects of fatigue. 
You must still keep track of fatigue in the event it leads to exhaustion 
which you do experience as normal.
 Puissance at Arms: You are proficient with spears, 
Medium armor, and all shields.
 Respect: Boost Intimidate and Nobility checks by +5.
 Wyrmling’s Resolve: Apply a +2 bonus on attack rolls 
against creatures 1 size larger than you (but not 2+ sizes larger).

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Ancient Acumen: Apply a +4 bonus on Appraise, Athlet-
ics, History, and Insight checks. You enjoy some of the knowledge 
and insights of a wise elder dragon.
 Improved Critical: Select 1 weapon group. When using 
weapons from that group, your threat range improves from just 20 
to 19-20, or from just 19-20 to 18-20. Requires Rapid Attack.

 Inexhaustible: You never suffer 
the effects of exhaustion. You must still 

track exhaustion in the event it leads to 
unconsciousness which you suffer as 
normal. Requires Ignore Fatigue.
       Platinum Poise: As an 
immediate action, you or an ally 
within 30 ft gains a +5 bonus to 
Will for 1 round. Costs 2 vitality.
 Sacrificial Leap: As an 

immediate action, you suffer dam-
age directed to an ally. The ally must 

be within move range of you and there 
must be an open space adjacent to the ally. 

You instantly move to a space adjacent to your 
ally and you both also instantly switch places. Use your or your ally’s 
DR, which is better. Costs 2 vitality.
 Shield of Palendine: As an immediate action when a foe 
scores a critical hit on you or an ally within 30 ft, the hit is down-
graded to a normal attack. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Destiny’s Reversal: Whenever a foe rolls a natural 1 on 
an attack against you, you suffer no harm of any kind and your foe 
suffers as if targeted by its own ability.
 Disease ImmunityM: You are immune to all diseases.
 Elder Wyrm’s Favor: When you or an ally within 30 ft 
scores a critical hit, you or the ally immediately recover 1d6 vitality.
 Glorious Resurgence: Whenever you score a natural 
20 on an attack roll in combat, you can immediately use 1 of your 
abilities as a swift action without cost even if the ability is currently 
unavailable to you for any reason.
 Harmony of SpheresM: For 5 minutes, you and allies 
within 60 ft enjoy a +3 bonus on d20 rolls while foes within 60 ft 
suffer a -3 penalty on d20 rolls. Costs 5 vitality.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
   Platinum RadianceM: Once daily, foes within 15 ft are 
stunned for 1 round. Also, chaotic and evil creatures suffer 1d4 holy 
damage per 4 levels (round down). A successful Will save blocks the 
effect. Costs 5 vitality.
 Star Shield: As an immediate action, all allies within 30 ft 
are protected from area attacks and attacks from a single direction 
for 1 round such that the allies suffer no harm. Costs 5 vitality.
    Summon DragonsM: You perform a 1-minute ritual to 
summon 1 or more dragons within 30 ft. Their total levels cannot 
exceed your level. They freely aid you for 1 hour, after which they 
vanish. These dragons will not perform evil acts or bring harm to 
good creatures. Costs 10 vitality.
 Surprise Knockdown: When you score a critical hit, 
you knock your target prone. If your attack affects multiple targets, 
select 1 to knock prone.
 Tide of LifeM: You or 1 ally within 30 ft who has suffered 
wound damage enjoys fast healing 2 for 2 minutes. Fast healing 
restores wounds but not vitality. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Blessing of Stars: Once daily as a swift action, when your 
attack reduces a chaotic or evil foe within 30 ft to below 0 wound 
points, you and allies within 120 ft who can see or hear you regain 
vitality points equal to the foe’s level. 
 Heavenly Spheres: This improves Harmony of Spheres to 
affect all allies within 120 ft. Costs 10 vitality.
 Tide of EternityM: This improves Tide of Life, such that 
you or your ally enjoys fast healing 5 for 5 minutes. Fast healing 
restores wounds but not vitality. Costs 10 vitality.
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Phane
 Lord of arms
Phane is a four-armed battlefield juggernaut. 
He fights to conquer, subjugate, and enslave. 
Might makes right, war is beautiful, and domi-
nation of others is a pleasure unto itself.  

Deity Details
Phane and his church have the following 
statistics.
 Alignment: Lawful evil.
 Domains: Domination, evil, fear, strength, 
and war.
 Symbol: A fist clenching arrows, a fist squeezing a person, a 
four-armed black knight, or a set of chains.
 Realm: Acheron. An endless battlefield of clashing armies and 
their war weapons in trenches and gutted cities.
 Weapon: Spiked chain (chains group).
————————————————————————
 Mission: Conquer the weak to serve the strong.
 Organization: Patriarchal, with higher ranked members 
commanding their lessors with total authority. Rank is earned (or lost) 
based on number and scope of victories (or losses) and perceived loy-
alty (or insubordination).
 Rites: The preparation, execution, and resolution of war is filled 
with rites including marching and singing in formation. Most impor-
tant, however, are one-on-one or small-group combats between mem-
bers in arena settings. The winners advance in rank over the losers.
 Service: 1) Always accept a challenge to fight. 2) Challenge your 
peers in combat. 3) Keep defeated foes as servants and slaves rather 
than killing them. 4) Once in your life, lead a band into war to conquer 
a town or large area.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Apply a +3 bonus on Athletics, Intimidate, and War-
craft checks.
 Bane Hex: You target an adjacent foe. If you beat its Will, it 
suffers a -5 penalty for 2 minutes on attack rolls, damage rolls, For-
titude or Will (your choice). This is a curse effect. You can only affect 
1 foe at a time and you can only affect a foe once in a 24-hour period. 
Costs 1 vitality.
 EnlargeM: You or a touched ally grows 1 size category for 5 
minutes. A larger size doubles height, applies a -2 penalty to Reflex, a 
+2 bonus to damage rolls, a +5 bonus on Athletics checks, +3 wound 
points, +10 ft speed, a 10-ft space and reach, a +5 bonus to resist Bull 
Rush, Grapple, and Trip attacks, a -5 penalty on Stealth checks, and a 
8x weight increase. Costs 1 vitality.
 Grapple: You grapple an adjacent foe up to 1 size larger when  
you have 1 hand free and beat the foe’s Fortitude. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech. 
 Lord of Arms: You are proficient with axes, heavy blades, 
and close combat arms. 
 Multi-Attack: When using Extra Arms (see intermediate 
ability below), you can make attacks using melee weapons in each 
hand but suffer a -2 penalty on all your attack rolls for that round.
 Punishing Blow: Once daily, you may use your melee weapon 
to inflict +15 damage, or +5 damage if Fortitude resists. Costs 5 vitality. 
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 VirilityM: Apply +5 bonus on Diplomacy checks. Also, your 
romantic liaisons always result in offspring.

Intermediate Boons
Followers may select the following intermediate abilities 

as boons.
 CommandM: You issue a simple verbal sugges-
tion that a person within 30 ft who hears you obeys if you 
beat his Will. Options include: approach you, drop held 
items, fall prone, halt (do not move), kneel and pray, 
leave you, praise a deity, sit down, stand up, or strike an 
adjacent creature. The effect lasts 1 round during com-
bat or 1 minute out of combat. A person who resists is 

immune to it for the rest of the day. Costs 2 vitality.
 Extra ArmsM: Once daily, you grow 2 bonus 

arms for 5 minutes that you can use to climb, grapple or 
wield weapons. You enjoy a +5 bonus on Strength-based skill 

checks and to initiate or resist grappling. Requires Multi-Attack 
to effectively use multiple weapons at once, and you are limited to 
wielding Light weapons unless you also use Enlarge. Costs 2 vitality.
 Frightful ShoutM: Creatures in a 15-ft cone are deafened 
for 1 round, suffer 2d6 sonic damage (no save), and must resist using 
Will or be shaken for 5 minutes. Costs 2 vitality.
 Iron SkinM: Your skin becomes hard like iron for 24 hours. 
Apply a +2 bonus to DR.  You can renew the benefit each day.
 Power Attack: As a swift action, apply a -2 penalty to your 
next attack roll but add +5 damage to that attack’s damage if you hit.
 Unseen SquireM: At any time, you conjure fullplate armor 
onto your body and weapons into your hands. The items function as 
mundane, vanish if dropped or removed, and offer no other benefits.
 

Advanced Boons
Followers may select the following advanced abilities as boons.
 Arena of DeathM: Once daily, you evoke a 15-ft-radius 
stationary circle for 2 minutes. The circle’s perimeter dances with 
ghostly images of weapons and war. No one (except you, if you wish) 
can be in the circle when you evoke it. Thereafter, any foes who seek 
to enter immediately learn that doing so will enroll them in gladi-
atorial combat. Creatures that enter the circle enjoy a +5 bonus on 
attack and damage rolls for 1 minute against foes who are within the 
circle, and no one may exit the circle in any way short of Miracle or 
Wish for 2 minutes after entering. Costs 5 vitality.
 Break the HeroM: You burn an invisible sigil onto an adja-
cent nonevil foe with levels equal to or less than your own. If you beat 
its Will, the next time it falls to -1 wounds or lower, it instead stabi-
lizes at -1 wounds and is cursed to obey you—you may target it with 
Command (as above, but it cannot resist) up to once daily per level. 
You can maintain only 1 broken hero at a time. The effect is perma-
nent until the target is freed with Remove Curse. Costs 5 vitality.
 Lasting Bane HexM: This improves Bane Hex, such that the 
effect is permanent until ended by you or Remove Curse. Costs 5 vitality.
 Mithril Skin: This improves Iron Skin to provide a +4 bonus.
 Sunder LimbM: When you beat a grappled foe’s Fortitude, it 
suffers 2d6 wound damage as you sever 1 of its limbs (1d4: One is 
right arm, 2 is left arm, 3 is right leg, 4 is left leg). A severed limb can 
be reattached or regrown using Heal or Fast Healing. The limb lands 
adjacent to the foe. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 ApocalypseM: You call down a storm upon foes in a 30-ft-
radius circle up to 120 ft away. The storm inflicts 4d6 acid damage, 
4d6 cold damage, and 4d6 fire damage. If you beat their Fortitude, 
creatures are also knocked prone and blinded, dazed, and deafened for 
5 minutes. Costs 25 vitality.
 JuggernautM: For 5 minutes, you gain +5 DR, darkvision, 
fast healing 5, immunity to fear and charm, and benefits of Enlarge, 
Grapple, and Punishing Blow.  Costs 25 vitality.
 Terrifying ShoutM: This improves Frightful Shout, such 
that deafness is permanent and those caught in a 30-ft cone area suffer 
1d6 sonic damage per level and are also frightened. Costs 10 vitality.
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Rorax
Merchant of Nonesuch
Rorax is a gnomish god of imagination and illusions, patron of 
crafts and markets, font of wealth, and elicitor of wondrous 
sights and treasures. He ensures profitable business, obedi-
ent workers, and unique wares. He is selfish and scheming.

Deity Details
Rorax and his church have the following statistics.
 Alignment: Neutral evil.
 Domains: Creation, games, trade, travel, and wealth.
 Symbol: A puzzle or maze, a clock, a coin purse or a hat with 
a golden rabbit emerging.
 Realm: Nonesuch. A dizzying wonderland of twisted mirrors, 
odd machines, and living mannequins where dreams are made real. Its 
capital is Avarice.
 Weapon: Pistol (firearms group).
————————————————————————
 Mission: Make all customers’ dreams come true, for a price.
 Organization: Followers organize by trade guilds, wealth 
level, and joint mercantile projects. A ruling council of diverse inter-
ests seats the most powerful and wealthy who adjudicate complaints 
and negotiations  
 Rites: Trade and worship are synonymous. Invocations and 
thanks for bullish business are offered at the opening and closing of 
business and whenever significant wealth is earned.
 Service: 1) Create and sell the most creative items for which 
you are capable. 2) Keep a business. 3) Seek the best bargains and 
steal if opportunity allows. 4) Keep others working while you enjoy 
the fruits of a passive income. 

Basic Boons
Followers may select the following basic abilities as boons.
 AlarmM: You set an alarm with a stationary square perimeter 
around you of up to 10 ft per level. Any creature not specified by you 
that crosses the perimeter evokes either an audible or silent alarm, as 
you desire. The alarm remains up to 24 hours or until dismissed. You 
can use this ability at will but may maintain only 1 alarm at a time.
 Auspice: Boost Appraise, Craft, and Mechanics checks by +3.
 Bite the CoinM: You evaluate a touched coin as real or fake. 
 Gem BombM: You lob a gem worth at least 1 gp into a space 
within 60 ft. Foes in or adjacent to the space suffer 1d8 force damage 
per 2 levels, or ½ damage when Reflex resists. Costs 1 vitality.
 Instant ContractM: You conjure a pithy 1-page con-
tract. Its legal accuracy equals 15 + your level. See the Literacy skill 
for details.
 Merchant Skills: You enjoy a +3 bonus on Appraise, 
Craft, and Mechanics checks, and speak with Gnomish or Dwarven.
 Trickmaster: Apply a +5 bonus on Trick checks, or +10 
when playing games involving dice, cards or similar games of skill 
and chance.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Breed Magical BeastC: You alchemically create a magi-
cal beast from a similar mundane animal. The beast’s level cannot 
exceed your own. The cost and time per beast level equals 1,000 gp 
and 1 day. You enjoy a +5 bonus on Handle Animal checks with that 
individual beast only.
 Far StoneM: You and a specific, named ally can speak back 
and forth along any distance when you both possess a gem of the 
same type worth at least 100 gp. The gems glow and hum when you 
initiate contact. Each sentence up to 25 words that goes via the gem 
costs you 1 vitality.
 Fantastic MachineM: You summon a level 1 ergo (page 
245) within 30 ft to complete tasks for up to an hour, or a level 2 
ergo for 10 minutes, or a level 5 ergo for 2 minutes. Costs 5 vitality.

     Handy HaversackM: You con-
jure any nonmagical worked item weighing 

up to 5 pounds and costing 25 gp or less, so 
long as it contains no precious metals. The 
item lasts 5 minutes and then vanishes. 
Costs 2 vitality.
   Not ThereM: As an immediate 
action you wink out of existence until 
the start of your next turn. Costs 2 
vitality.

    Permanent DisguiseM: After 
a 1-minute ritual, you gain a new physical 

appearance that acts as a permanent disguise. 
Apply a +10 bonus on Disguise checks to go 

unrecognized as your previous self. You cannot look like someone in 
particular. The effect lasts while you are conscious. Requires a mask 
costing 150 gp.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Marvelous PigmentsM: For 10 minutes you paint on a 
flat area of ceiling, floor or wall, up to 1 10-ft-square area per level. 
When done, the picture transforms into a set of normal inanimate 
objects including doors, flowers, pits, trees, dungeon cells, food stuffs, 
armor, weapons, pit traps, and so forth. Nothing magical or living is 
created. The effect is instantaneous and nonmagical. For all intents and 
purposes, the objects are real; however, if they contain moving parts, 
they only work if you pass a DC 15 Mechanics check. Objects of value 
depicted in the picture such as gems and jewelry appear pleasing but 
are made from cheap everyday materials such as tin, paste, and bone. 
The total value of created objects cannot exceed 50 gp per level in any 
case. The items turn to powder after 24 hours. Costs 5 vitality.
 Obscure ObjectM: For 24 hours, the touched item becomes 
invisible to everyone but you, and divination magic such as Detect 
Magic and Locate Object fail to detect its presence. Costs 5 vitality.
 Science Genius: You can use the Technics skill and enjoy a 
+10 bonus on checks using that skill. Also, apply +5 bonus on Craft, 
Heal, and Mechanics checks.
 Twisted BargainM: For 2 minutes, an adjacent willing 
person enjoys a +1d4+1 bonus on d20 rolls and use of any 1 basic 
magic ability of your choice. Afterward, its alignment permanently 
moves 1 step closer to neutral evil. This ability fails for persons who 
are neutral evil. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Craft Intelligent ItemC: An adjacent magic item 
becomes sentient. Its alignment, mental attributes, saves, and per-
sonality equal your own. It is always considered an attended item 
that enjoys a save to avoid an effect. It speaks 1 language you know. 
When used by anyone but you, it can refuse to work if Will resists. 
Costs 10,000 gp and 10 days.
 Idiot SavantM: One adjacent person must resist using Will 
or suffer a permanent mental transformation. Its look is unchanged 
but it only dimly recalls its former life. It suffers a -10 penalty on 
Perception checks, cannot make attack rolls, and enjoys a +20 bonus 
on a single skill of your choice. It is friendly toward you and feels 
driven to use the boosted skill whenever possible with allowance 
for privation. Its attitude is neutral or hostile when hindered from 
using the boosted skill. Remove Curse and Heal end the effect when 
used together, as do Miracle, Wish, and Wondrous Medicine. You can 
maintain up to 3 idiot savants at once. Costs 10 vitality.
 Journey to AvariceM: After a 1-minute ritual, you van-
ish from your current space and appear in a huge extradimensional 
teaming marketplace managed by genies where you can buy and sell 
any items or services costing up to 25,000 gp. No violence is possible 
there. You can shop for up to 1 hour. Afterward, you reappear in the 
space you left or the nearest open space. Costs 10 vitality.
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Solari
 The Sun King
Solari is the noble and all-seeing king 
of the gods. He rides his sun chariot 
each day through the sky, and his 
tiny angels provide light at night in 
the form of stars and magical lights.

Deity Details
Solari and his church have the follow-
ing statistics.
 Alignment: Lawful good.
 Domains: Good, knowledege, law, 
nobility, and sun.
 Symbol: A radiant golden sun, sometimes shown with a lion’s 
face and mane and sometimes with feathery wings.
 Realm: Celestia. A shining paradise of marble castles, rolling 
white clouds, angelic statues, and crystal fonts.
 Weapon: Longspear (spears group).
————————————————————————
 Mission: Promote justice and vanquish evil creatures.
 Organization: A ruling council of bishops oversees several 
arms of the church: namely, ministry to the laity, evangelization, and 
special missions. Adventurer priests are usually on special missions to 
discover and dispel evil.
 Rites: All-day events at summer and winter solstice, plus a 10 
minute midday ritual, 5 minute prayers at dawn and dusk, and light-
ing of candles at midnight. Priests pray for 1 hour at sunrise and, 
when in a town, assist with the lighting and hanging of lanterns at 
dusk.
 Service: 1) Pray daily at noon.2) Strike fiends and undead 
wherever you encounter them. 3) Swear loyalty to a lawful good 
liege. 4) Always be sober.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Insight, Literacy, and Nobility checks by +3.
 Dawn’s Wisdom: Apply +2 bonus to Diplomacy, Heal, 
Religion, and Insight checks. Also, you speak Celestial.
 Dazzle BoltM: A foe within 15 ft suffers 1d4+1 fire damage, 
or 5d4 fire damage if it is normally harmed by light. Costs 1 vitality.
 Light: You conjure light on an unattended object that you 
touch. The light produces strong illumination in a 15-ft radius burst 
and weak illumination outward an additional 30 ft. You can dismiss 
the light as a swift action. You can use this ability at will but you can 
maintain only 1 light at a time.
 Steady Conscience: Whenever you are about to take an 
action that would change your alignment or otherwise imperil your 
moral and ethical standing, your conscience (the GM) lets you know. 
 Sun-Rest: The sun heals you. For each hour of exposure to 
natural sunlight on a clear or party-cloudy day, you recover 1 vitality 
to a maximum of 5 vitality in a 24-hour period. You must be a living 
good-aligned person.
 Time SenseM: You always know the time to the correct year, 
month, day, hour, and second. Moreover, once daily as a swift action 
you can move yourself up by +5 in the order of initiative.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 CommandM: You issue a simple verbal suggestion that a per-
son within 30 ft who hears you obeys if you beat his Will. Options 
include: approach you, drop held items, fall prone, halt (do not 
move), kneel and pray, leave you, praise a deity, sit down, stand up, 
or strike an adjacent creature. The effect lasts 1 round during combat 
or 1 minute out of combat. A person who resists is immune to it for 
the rest of the day. Costs 2 vitality.

 Continual LightM: Once daily you can use Light with an 
enhanced effect: the light is permanent. Dispel Magic cancels the effect.
 Detect Lies: Boost Insight checks by +5. Also, once daily for 

5 minutes, you automatically note which statements uttered in 
your presence are untrue. You do not learn the truth, only what 
is false.
 IlluminationM: You conjure light on an unattended 
object within 30 ft. The light produces strong illumination in a 
15-ft radius burst and weak illumination outward an additional 
30 ft. While you are within the zone of stronger illumination, 

you and allies enjoy a +5 bonus on Arcana, History, and Religion 
checks. While in the shadowy zone, the bonus is +2. You can main-

tain only 1 illumination at a time. Costs 2 vitality.
       Sun-Power: This improves Sun-Rest, such that you recover 
4 vitality per hour, to a maximum of 20 vitality in a 24-hour period.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Charm Immunity: You ignore the effects of all abilities 
with the word Charm in them. Requires Dawn’s Wisdom.
 Circle of Holy FlameM: You conjure a stationary 15-ft-
radius (or smaller) circle of bright flames around you that dances 
with angelic runes. Evil creatures cannot pass or break the circle’s 
perimeter for as long as you concentrate as a standard action each 
round + an additional 1d4 rounds. Moreover, fiends and undead that 
are within 15 ft of the circle’s perimeter are permanently blinded if 
you beat their Will. Costs 5 vitality.
 Eternal SunshineM: Once daily, you can use an improved 
version of Illumination, such that the light remains permanently and 
produces strong illumination out to 60 ft and weak illumination for 
60 ft beyond that. Dispel Magic cancels the effect. Costs 5 vitality.
 Mark of CompassionM: You target 1 creature within 30 
ft that has performed an evil act in the last 7 days. A permanent 
sigil appears on its forehead indicating its act and thereafter it suffers 
exhaustion for 1 hour whenever it performs an evil act (no save). 
Atonement negates this ability. Costs 5 vitality. 
 Poison Immunity: You are immune to all poisons. 
 Reigns of Rulership: Apply a +10 Nobility and Insight 
checks.
    Summon CelestialsM: You perform a 1-minute ritual to 
summon 1 or more celestials such as angels. Their total levels cannot 
exceed your level. They aid you for 1 hour and then vanish. They will 
not perform evil acts or bring harm to nonevil creatures. Costs 10 
vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Celestial Protection: You are immune to electrical 
damage and enjoy +5 DR against other energy types except acid and 
vile damage.
 CommuneM: After 1 hour of prayer, you receive a response 
(yes/no/maybe/irrelevant) from Solari regarding a number of ques-
tions up to your level. Questions must be 10 words or less. Costs 10 
vitality.
 MiracleM:  Once daily, you pray for extraordinary aid. Solari 
can move a party to safety, cure a party from all injury and ailments, 
restore a party to life and 1 hit point, banish an evil creature or 
devastate it with 20d6 holy damage, or so forth. A miracle cannot 
change a creature’s alignment or have it make choices against its will. 
The chance your prayer is answered equals 70% + 1% per level.  You 
are left exhausted if the miracle is fulfilled.
 Solari’s LightM: Once daily, you conjure a searing light 
within 120 ft of you. Fiendish and undead creatures within 120 ft suf-
fer 1d8 holy damage per level. Other creatures that are not lawful 
or good suffer 1 point of holy damage per level and are blinded for 5 
minutes. Good and lawful creatures are cured 1d8 points of damage 
per level. There are no saves against these effects; however, the light’s 
damage always stops short of killing a living creature. Costs 25 vitality.
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Stolgar
Frostbrand warrior

Stolgar is a tough warrior of the cold north who protects 
his folk against marauders, monsters, and other trou-
bles. He offers combat advice and the power of winter’s 
cold embrace.

Deity Details
Stolgar and his church have the following statistics.
 Alignment: Neutral good.
 Domains: Community, protection, strength, war, and winter.
 Symbol: A winter wolf, a gleaming bastard sword or a blood-
red shield with motifs of combat and winter.
 Realm: Asgard. A snowy woodland of where warm granite for-
tresses with sweet music, warm beds, and rich ale welcome the heroic 
dead.
 Weapon: Battleaxe (axes group).
————————————————————————
 Mission: Protect people through strength, wisdom, and honor.
 Organization: Village priests shepherd soldiers and their 
families and assist with common defense. They teach practical skills 
and may secretly arrange moral tests of integrity to evaluate their fol-
lowers and each other.  Every 2 years, all priests gather in large convo-
cations.
 Rites: In addition to blessings, burials, and contests of strength, 
followers undergo a rite of passage. A young adult enters the winter 
wilderness with a single weapon and must survive for 3 days, during 
which time he may hear Stolgar’s words through an animal that he 
encounters. 
 Service: 1) Defend the weak while training them to fight for 
themselves. 2) Do not strike an unarmed or helpless creature. 3) 
Only make oaths you can keep. 4) Act with bravery and integrity 
(never run away from battle!)

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Endurance, Survival, and Warcraft checks by +3.
 Diehard: When you fall below 0 wound points, you are not 
unconscious. Instead you are conscious and can continue to take a single 
move or standard action each round until you reach -10 wounds, at which 
time you die.
 Giant’s StrengthM: Once daily as a swift action, you may 
apply a +5 bonus on your next attack roll and your next damage roll 
made that round. Costs 2 vitality.
 Nightwatch Senses: You gain low-light vision and a +5 
bonus on Perception checks.
 Noble Warrior of the North: Apply a +2 bonus 
on Athletics, Intimidate, Religion, Survival, and Warcraft.
 Resist ColdM: You or a touched ally enjoy +10 DR against 
cold for 1 hour. Costs 1 vitality.
 Stolgar’s ShieldM:  Apply a +2 bonus to your shield’s DR. 
The effect only works for you and lasts 2 minutes. Costs 1 vitality.
 Swift SacrificeM: As an immediate action you may absorb 
the full damage of an attack intended for an adjacent ally. Costs 1 
vitality.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Warrior’s Armaments: You gain proficiency with axes, 
heavy blades, and shields.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Courageous BandM: Following a 1-minute ritual in Stol-
gar’s name, you and up to 1 participating ally per level enjoy a +5 
save bonus to resist fear effects and a +1 bonus on attack and damage 
rolls for 10 minutes. Costs 2 vitality. 

 Farguard’s ShieldM: You conjure a rain-
bow-colored protective dome over you and crea-

ture’s within 15 ft of you. The dome grants a 
+5 DR to all protected creatures and lasts for 
as long as you concentrate each round + an 
additional 1d4 rounds. Costs 1 vitality per 
round of concentration.
  Fearless: You ignore fear effects. You 
cannot be shaken, frightened or panicked.
 Freezing RaysM: You target up to 

4 foes within 60 ft with icy blue rays. Each 
foe suffers 1d6 cold damage per 2 levels (max 

5d6), or ½ that amount when Fortitude resists. 
Costs 2 vitality.

 HeroismM: As a move action, you or a touched 
ally enjoy a +2 bonus on all d20 rolls for 5 minutes. Costs 2 vitality.
 Mass Resist Cold:Improves Resist Cold, such that you 
shed a protective mantle of warmth to benefit all allies within 30 ft.
 Snow BurrowM: For the rest of your turn, you gain a bur-
row speed of 30 ft which you can use to move through snow and 
loose ice but not solid ice of 1 ft or more, or any other material. You 
do not leave a path as the snow closes up behind you. Costs 2 vitality. 
 Troll’s BloodM: Your wounds swiftly knit together. You heal 
2d4 wound damage not caused by acid or fire. Costs 2 vitality.
 Valkyrie’s BladeM: Apply to your weapon a +2 bonus on 
attacks and +5 holy damage plus either +5 fire or cold damage for 2 
minutes. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Belay DeathM: As an immediate action, you prevent 1 ally 
within 30 ft from falling below 0 wound points. Instead, it drops to 
1 point. Requires Heroism. Costs 5 vitality.
  Call ValkyrieM: After a 1-minute ritual, you blow a horn 
to summon 1 of more avengers or valkyrie whose levels are no more 
than your own. See the raDiance Masters guiDe. They remain for 
10 minutes, doing your bidding by silent command, and then vanish. 
They tend to seek combat even when you might not. Costs 5 vitality.
 Cold ImmunityM: You are immune to cold damage. 
Requires Resist Cold.
 Cone of ColdM: You inflict 1d6 cold damage per level to all 
creatures in a 60-ft cone. Reflex resists for ½ damage. Costs 5 vitality.
 Diehard TogetherM: Once daily, you and all allies within 
60 ft enjoy the Diehard ability for 1 hour. Costs 5 vitality.
 Ice Troll’s FortitudeM: Once daily as an immediate 
action you instantly heal 5 hit points and enjoy fast healing 5 for 10 
minutes thereafter. Fast healing restores wounds but not vitality. Also 
during this time, you may reattach severed limbs as a move action 
and you enjoy a +5 bonus on saves to resist disease and poison. 
 Monster LoreM: You share your knowledge of monsters as 
a standard action. You and allies within 30 ft who hear you enjoy a +1 
bonus to attack rolls and +5 bonus to damage rolls for 2 minutes.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Greater HeroismM: This improves Heroism, such that you 
or a touched ally enjoys a +4 bonus on d20 rolls, immunity to fear 
effects, and +1 vitality point per level for 5 minutes. Costs 10 vitality.
 Mass HeroismM: This improves Heroism to affect up to 1 
ally per level within 120 ft. Does not stack with Greater Heroism. 
Costs 10 vitality.
 Valkyrie FormM: For 5 minutes, you gain +5 DR, darkvision, 
fast healing 5, immunity to cold and lightning, and wings that provide a 
fly speed of 30 ft.  Costs 25 vitality.
 Winter SquallM: A stationary 120-ft-radius area around you 
rapidly plunges into cold, snow, and wind. Creatures in the area suffer 
2d6 cold damage per round, are limited to 5 ft visibility, and move at ½ 
speed. The cost equals 1 vitality per minute.
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Tanish
 Twilight’s Prince
Tanish is a courageous and adventuresome god 
who endlessly travels the fey woods, enjoys art 
and magic, frees the oppressed, and punishes tyr-
anny while encouraging love.

Deity Details
Tanish and his church have the following statistics.
 Alignment: Chaotic good.
 Domains: Elves, freedom, hunting, love, and moon.
 Symbol: A silver crescent moon, a tree of many roots, an 
elf prince, a bow and arrow.
 Realm: Avalon. A fair-weather countryside of fine fields, pleas-
ant woods, and aristocratic mansions that preternaturally delights the 
senses.
 Weapon: Composite shortbow (bows group).
————————————————————————
 Mission: Liberate people from tyranny and self-imposed lim-
its to discover love, truth, and beauty.
 Organization: Tanish’s church invites members for rites 
and quests based on charismatic suggestions and impulses of its most 
good-hearted and inspiring members. No 2 events are the same. 
Spontaneous creativity born of sincere love is valued over predict-
ability, for that is how to truly defeat tyranny, hatred, and lies.
 Rites: Events occur randomly and members may miss them. That 
said, many rites occur at moonrise and moonset in wooded areas, 
when Tanish inspires his most passionate members to bring everyone 
together to dance, paint, play, sing, propose marriage, and so forth. 
Members tend to take numerous spouses over their lifetimes.
 Service: 1) Free enslaved creatures. 2) Hamper oppres-
sion wherever you encounter it. 3)  Act, sing, dance or play music 
every day. 4) Never scorn offers of love, though you are free to keep 
romance as short as it is sweet.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Music, Nature, and Nobility checks by +3.
 Courtly Mien: You can present yourself as an aristocrat. 
Apply a +5 bonus to Diplomacy and Nobility checks.
 Elf Sight: You gain low-light vision, a +2 bonus to Perception 
checks, and the ability to notice secret or concealed portals that you 
pass without having to check for them.
 Elvish Weapon Familiarity: Elves often train with 
swords and bows. You are proficient with the longsword, rapier, 
longbow (including composite longbow), and shortbow (including 
composite shortbow).
 Lightning Reflexes: You are quick and agile. Boost your 
Reflex by +2. 
 Loosen RestraintsM: Your attack or touch destroys 1 set 
of adjacent mundane bindings or loosens 1 set of magical bindings for 
1 round such that the bound creature can free itself without harm. 
Costs 1 vitality.
 MoonbeamsM: You evoke 1 bolt of pale-blue magical energy 
per 2 levels (max 5 bolts). Each bolt unerringly hits a target within 90 
ft for 1d4 damage, or 1d6 if a target is evil or if the bolts are evoked 
outdoors at night. Costs 1 vitality.
 Noble AttireM: You are instantly bathed, groomed, and clad 
in a noble’s outfit worth 100 gp for 4 hours + 1 hour per level. 
Removed clothing or faux jewelry vanishes. Costs 1 vitality.
 Point Blank Shot: Apply a +1 bonus on attack rolls and 
+2 damage with ranged weapons at ranges out to 30 ft.
 Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
 SpotlightM: You brightly illuminate a 5-ft square up to 90 ft 
away for 2 minutes. You indicate a spot, not a creature or object.

Intermediate Boons
Followers may select the following intermediate abilities 

as boons.
 Artistic Mien: Apply a +4 bonus on Acro-
batics, Bluff, Craft, Literacy, and Music checks.
 Magic ArrowsM: As a swift action you cause 
silver arrows to magically appear ready to fire in your 
bow. The arrows inflict +2 damage and count as mag-
ical. This ability negates the move action needed to 

load your bow. Costs 2 vitality.
 Mystic CarriageM: You conjure a carriage 

drawn by phantom steeds that holds 6 Medium creatures 
and moves at speed of 60 ft for 4 hours + 1 hour per level. 

The carriage has DR 10 and 30 hit points, and shields its passengers 
from all environmental extremes from -40º to 140º F.  The carriage 
proceeds to specified destinations on its own, and makes Pilot checks 
with a bonus equal to your level. Costs 2 vitality.
 One With the Woodlands: You leave no trail in 
natural surroundings and cannot be tracked. You may choose to leave 
a trail if so desired. Moreover, you move through any sort of natural 
undergrowth (thorns, briars, etc) at your normal speed and without 
taking damage or suffering any other impairment. Magical under-
growth still affects you.
 Prepare the HunterM: You conjure elven mail onto your 
body, a longsword in 1 hand and a bow in the other. The items func-
tion as mundane and vanish if dropped or removed. Costs 2 vitality.
 RedecorateM: You permanently alter the surface traits of an 
indoor volume (building, house, tent, etc) of up to 10 cubic ft per level. 
This doesn’t alter its gp value. Costs 2 vitality.
 Remove CurseM: You negate 1 curse afflicting an adjacent 
creature. A creature can benefit only once daily. Costs 2 vitality.
 Tanish’s InspirationM: Once daily as a swift action, apply 
a +20 bonus to your next attack roll that round using a ranged weapon 
and +15 damage if you hit. Costs 5 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Circle of Sweet DreamsM: You evoke a 15-ft-radius 
circle for 4 hours + 1 hour per level. Any nongood creature not 
specified by you that crosses the circle’s perimeter evokes either an 
audible or silent alarm, as you desire. You and allies within enjoy a 
+10 bonus on Perception checks, sleep soundly when desired, and 
are immune to charm, curse, fear, and poison effects while inside the 
circle. The circle does not move once established. Costs 5 vitality.
 Eagle’s FormM: You transform into a royal eagle, or into a 
heavensent eagle if you are good-aligned and 15th level or higher. You 
use the eagle’s statistics except you keep your vitality points, mental 
attributes, and alignment. You can end the effect as a swift action 
and regain 1d4 wound points when doing so. If you fall unconscious 
or die, you return to your normal form. The effect lasts 5 minutes. 
Costs 5 vitality.
 Lasting Youth: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Poison Immunity: You are immune to all poisons.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Celestial StarfallM: You call down stars upon foes in a 
30-ft-radius circle up to 120 ft away. The stars inflicts 4d6 holy dam-
age, 4d6 electrical damage, and 4d6 fire damage. If you beat their Will, 
creatures are also knocked prone and blinded, dazed, and deafened for 
5 minutes. Costs 25 vitality.
 Free ThoughtM: You ignore magical mental influence by 
others including charm, confusion, fear, and sleep.
 FreedomM: This improves Remove Curse, such that you end 
all magical effects hampering the subject. A particular creature is 
still limited to benefiting once daily. Costs 10 vitality on an ally or 5 
vitality on yourself.
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Thulzuur
The devouring Dust
Thulzuur is a savage mummy god of entropy and 
destruction. Other gods censured this nemesis. He 
often lurks in the vastness of the Astral Realm and 
seeks to utterly destroy the gods as well as destroy 
their creations. 

Deity Details
Thulzuur and his church have the following statistics.
 Alignment: Chaotic evil.
 Domains: Desert, destruction, fear, hunting, and 
revenge.
 Symbol: An eclipse, circular maze, black orb, or giant  maw. 
 Realm: Venter. The other gods banished Thulzuur for his rebel-
lion.  His followers’ souls reside inside his dark stomach, where 
everything dissolves.
 Weapon: Scimitar (heavy blades group).
————————————————————————
 Mission: Overthrow and enjoy retribution against gods, kings, 
and other rulers and their servile agents.
 Organization: Followers gather to overthrow order and 
bring destruction on those who claim power over them. Many 
believers do not view their god as evil. Rather, they are rebels top-
pling and punishing their masters.
 Rites: Followers meet when Thulzuur shows a sign. Some fol-
lowers lie about witnessing signs. Followers meet on moonless 
nights to offer sacrifices. The best sacrifice is a noble or divine agent 
such as a cleric or blackguard. 
 Service: 1) Torture, slay, and devour nobles. 2) Similarly, kill 
agents of other deities, especially invokers, clerics, and paladins. 3) 
Destroy castles and temples. 4) Hunt down those who have wronged 
you and kill them with your bare hands. 

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Religion, Stealth, and Streetwise checks by +3.
 Disintegration RayM: A black ray blasts from your out-
stretched hand at 1 target within 15 ft. It hits unerringly but can be 
resisted by the power of imagination. If you beat the target’s Will, it 
suffers 4d6 damage. Otherwise, the ray inflicts 1d4 damage. A crea-
ture slain by the ray is turned to dust that blows away in the wind. 
Costs 5 vitality.
 Desert Nomad: You enjoy a +2 bonus on Athletics, Intimi-
date, Religion, Survival, and Warcraft checks.
 Resist HeatM: You or a touched ally enjoy +10 DR against 
heat and fire for 1 hour. Costs 1 vitality.
 Track: Apply a +5 bonus on Survival checks, or +10 when 
tracking in natural environments.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 AshM: An adjacent foe suffers 1d6 wound damage. Costs 2 vitality.
 Deathless TrackerM: If you die while tracking a foe, you 
return to life 1 minute later as a ghoul (see raDiance Masters guiDe) 
to catch your killer. When your quarry is dead, you truly die.
 Desiccating BlastM: You exhale a cloud of hot sand. Liv-
ing foes within a 30-ft cone suffer 1d6 fire damage per 2 levels and 
you heal 1d4 wound points. Costs 2 vitality.
 Ruinous ChantM: You chant to produce a blast of  dust and 
rot that flashes outward in a 30-ft radius. All creatures except gnolls, 
demons, and worshipers of Thulzuur caught in the area suffer 1d6 
vile damage per 2 levels, or ½ damage if  Will resists. Costs 2 vitality.
 Sand BurrowM: For the rest of your turn, you gain a bur-
row speed of 30 ft which you can use to move through sand but no 
other material. You do not leave a path as the sand closes up behind 

you. Costs 2 vitality.
 Terrifying CackleM: All living creatures 

within 15 ft who hear your cackle are shaken for 5 
minutes, or 1 round if  Will resists. If a creature 
is 5+ levels below you, it is frightened instead, 
fleeing the best it can or cowering if it cannot 
flee. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced 

abilities as boons.
     Ghoulish AuraM: All targets within 60 

ft must resist using Will or be shaken and paralyzed 
for 1d4 rounds. A creature cannot be affected again by 

this ability for 24 hours. Costs 5 vitality.
 Mummy RotM: One adjacent foe acquires the mummy rot 
curse. After 1 minute, its vitality points drop to 0. After 1 hour, its 
wound points drop to 0. After 24 hours, it dies and its body turns to 
sand and dust that blow away in the wind. Remove Curse ends the 
rot and affords healing as normal. Costs 5 vitality.
 Mummy’s Lore: Boost Appraise, Arcana, History, and Nobility 
checks by +4.
 Nihilistic FormM: Your body becomes clothed in black 
burial wrappings that grant you +2 DR, +2 vile damage on your 
attacks, and a +10 bonus on Disguise checks to not be recognized as 
yourself. The effect lasts 4 hours + 1 hour per level. Costs 5 vitality.
 Ray of OblivionM: You target 1 foe within 60 ft with a 
black ray that quickly infuses its body. Each round beginning on its 
next turn for 2 minutes, the target has only a 50% chance to success-
fully use any magic abilities for that round. Costs 5 vitality.
 Skinned AliveM: An adjacent target must resist using Reflex 
or lose its skin and be stunned for 3 rounds, after which it dies. Heal, 
Miracle, Regenerate, Revivify, Raise Dead or Wish halts and reverses 
the effect. Requires Remove Skin and Severing Blade. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 DisintegrateM: You target a single 10-ft cube volume or 1 
creature within 120 ft. If you target a volume, unattended mundane 
material and force effects (such as Wall of Force) vanish. If you tar-
get a foe and beat its Fortitude, it suffers 4d6 wound damage and 
vanishes if it dies. Miracle or Wish restores disintegrated items and 
creatures. Costs 10 vitality.
 MazeM: You or 1 target within 120 ft is whisked away to an 
extradimensional maze for 5 minutes. Each round on its turn, the 
subject has a 1 in 6 chance to escape, or a 2 in 6 chance if it has Intel-
ligence 15+. When it escapes, the subject reappears in the space it 
departed from, or the nearest open space. Costs 10 vitality.
 Sphere of AnnihilationM: You conjure an orb of pure 
entropic darkness for 2 minutes. It appears up to 15 ft away from you 
and floats in midair. By your telepathic command, it moves up to 5 
ft per round per level in any direction but it cannot leave your line 
of sight or effect. If your vision is disrupted then the sphere halts its 
movement and waits until your regain oversight or the magic’s dura-
tion ends.
 Anything that the orb touches is destroyed. When the sphere 
enters a foe’s square, it must resist using Reflex against your attack 
roll or be struck and vanish with a pop from existence. Similarly, 
objects or sections of objects are destroyed up to 1 5-ft-cube per 
round. Attended objects are considered part of the individual hold-
ing them, and a successful hit consumes both the creature and object.
 The sphere moves perfectly if you spend a standard action con-
trolling it. You can also attempt to move it as a move action or swift 
action, but to do so you must pass a DC 20 or DC 40 Arcana check, 
respectively. If you fail a check, the sphere immediately moves back 
toward you with the goal to end its move in your square. Similarly, if 
you are struck unconscious or die, the orb moves back  to you.
 Conjuring a sphere of annihilation costs 25 vitality.
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Tiamat
Mother of Demons

Tiamat is a many-headed foul beast that lairs deep in 
midnight caves, there she gives birth to legions of 
demons and monsters that seek to visit destruction 
upon the earth. 

Deity Details
Tiamat and her church have the following statistics.
 Alignment: Chaotic evil.
 Domains: Chaos, destruction, evil, monsters, and 
water.
 Symbol: A multi-colored hydra, a pregnant woman with 
monstrous features or a demonic cracked egg.
 Realm: Abyss. A terrifying jumble of acidic swamps and ruins where 
howling demons hunt souls and fight each other. 
 Weapon: Two-bladed sword (double weapons group).
———————————————————————— 
 Mission: Bring monsters into the world to destroy it.
 Organization: The church is led by the most powerful 
members who have begun the transformation into monsters but 
retain intelligence to lead the cult.  They may be insane or barely 
even notice their members, who happily murder each other just to 
prove their worth as future monsters.
 Rites: Whenever possible, members gather to witness the sum-
moning or birthing of new monsters. If a few members fall victim to 
the new monster, all the better. Members gather in dark wet caves, 
preferably reached only by swimming underwater or climbing deep 
into the earth. The greatest rite and every member’s dream is to be 
reborn as a monster. 
 Service: 1) Help usher the end of the world. 2) Promote the 
spawning of monsters. 3) Strike down clerics, paladins and celestials 
wherever you encounter them. 4) Once daily consume the flesh of a 
creature while it is still alive.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Dungeoneering, Intimidate, and Trick checks 
by +3.
 Breath WeaponM: You have a breath weapon. When you 
take this ability, decide whether the breath is a 30 ft cone or a 60 ft 
line. Also select an energy type: acid, cold, electrical, fire or sonic. 
The breath weapon inflicts 1d8 damage of that energy type or ½ dam-
age when a target’s Reflex resists. Each breath use costs 1 vitality.
 DarkvisionM: As a swift action, your eyes turn black and you 
see in darkness as easily as in daylight. Ending the effect is a swift action.
 Swim SpellM: For 5 minutes, you gain a Swim speed of 30 ft. 
This grants a +10 bonus on Athletics checks in water. Costs 1 vitality.
 Teeth and ClawsM: As a swift action, you grow a dragon-
like snout and rapacious claws. Thereafter each round, as a standard 
action against an adjacent foe, you can either bite for 1d8 damage or 
use the claws for 1d6 damage when you beat the foe’s Reflex. Add 
your Strength modifier to the damage rolls. The effect lasts 1 hour.
Costs 1 vitality.
 Tiamat’s Mad Wisdom: Apply a +3 bonus to Arcana, 
Dungeoneering, and Religion checks.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 demon SkinM: You permanently gain an inky green hide that 
provides a +2 bonus to DR. Requires Tiamat’s Mad Wisdom.
 Hypnotic GazeM: One person within 30 ft and line of sight 
must resist using Will or be dazed for 1d4 rounds. Costs 2 vitality.
 Mirror ImageM: You conjure 1d4+1 duplicates of yourself 
for 5 minutes. Whenever a foe successfully strikes you, the foe has a 
50% chance to strike and dispel 1 image instead. Costs 2 vitality.

 Monstrous BirthM: Once daily, you or an 
adjacent helpless sentient person becomes pregnant 

with a monstrous spawn after a horrid 10-minute 
rite. The pregnancy is rapid and ends after 6 hours 
with the monster bursting forth from the host. 
You decide the kind of monster, though its level 
cannot be more than ½ yours or the host’s, you 
must have a piece of that kind of monster, and 
its alignment must be chaotic evil, neutral evil, 
or chaotic neutral. The birthing lasts 1 minute 

per monster level and delivers 1d6 wound dam-
age per minute. Ideally, the monster devours the 

host to complete its rapid growth to adulthood. 
Remove Curse aborts the spell. Costs 5 vitality.

 Rip TideM: You move 1 foe immersed in water 
within 30 ft up to 120 ft in any direction. Only foes with a Swim 
speed can resist using Fortitude to end the effect. Costs 2 vitality.
 Unnatural ActM: Once daily, after 1 minute of intimacy 
with an adjacent evil monster (non person), you recover 4d6 vitality.
 Water BreathingM: You can breathe in water as easily as 
in air for up to 4 hours + 1 hour per level over a 24 hour period. You 
can use the hours nonconsecutively and may expend hours to grant 
touched allies the ability to breathe water too. Costs 2 vitality.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Chromatic ResistanceM: You enjoy +5 DR against all 
energy types.
 ConfusionM: Foes with within 30 ft who fail to resist using 
Will act strangely for 5 minutes. For each affected creature on its 
turn, roll 1d10 to determine the result: 1) attack you, 2) act nor-
mally, 3-5) do nothing, 6-7) flee from you at top speed, 8-0) attack 
nearest creature. The effect lasts for as long as you use the Music or 
Literacy skill as a standard action or for 5 minutes, whichever ends 
first. Costs 5 vitality.
 Hydra NimbusM: You wreath yourself in blistering multi-
colored flames for 5 minutes. Whenever a creature starts its turn 
within 10 ft of you, it suffers 1d6 damage per 4 levels. The damage is 
acid, cold, electrical, fire or sonic (you choose). Costs 5 vitality. 
 Monstrous TransformationM: You touch a help-
less sentient living creature for 10 minutes, expend materials, and 
incant vile words. Thereupon, the creature transforms into a monster 
of equal level (though the level cannot be higher than your own). 
The materials cost 100 gp per level of creature. You select the specific 
monster, and its alignment must be chaotic evil, neutral evil, or cha-
otic neutral. It has no memory of its prior existence and you do not 
have any special influence over it. Costs 10 vitality.
 Self-HealingM: Once daily you heal all wound damage. You 
may activate the ability even if you are unconscious but alive.
 Summon DemonsM: You perform a 1-minute ritual to 
summon 1 or more demons. Their total levels cannot exceed your 
level. They seek to pervert your instructions whenever possible. 
They scout, attack your foes or entertain you for 1 hour and then 
vanish. Costs 10 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
    DiscordM: Foes within 30 ft that hear you and fail to resist 
using Will utilize any and all means to harm their allies (although 
they ignore unconscious bodies). Costs 10 vitality.
 InsanityM: This improves Confusion such that the duration is 
permanent until ended by Break Enchantment. Costs 10 vitality.
 Monstrous TouchM: This improves Monstrous Trans-
formation. You need only beat an adjacent target’s Reflex and the 
transmutation is complete at the end of the victim’s next turn. Only 
Miracle or Wish reverses the effect. Costs 20 vitality.
 WhirlpoolM: As Rip Tide, but up to 1 immersed foe per 
level within 120 ft, and targets suffer 4d6 damage. Costs 10 vitality.
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Voktra
Matron of Crossroads

Voktra balances fate, chance, and choice. She offers foresight, 
insight, and hindsight to better chose one’s road. Many come 
to her when they stand with uncertainty at life’s crossroads.

Deity Details
Voktra and her church have the following statistics.
 Alignment: True neutral.
 Domains: Balance, fate, knowledge, magic, and travel.
 Symbol: A coin etched with the horizon line, a galloping 
horse, a weathervane, a pair of keys, or 2 doorways.
 Realm: Urbana. A sprawling market with many portals to and from 
all worlds and realms of the multiverse. The varied minions of gods jostle 
under imposed peace. 
 Weapon: Quarterstaff (pole arms group).
————————————————————————
 Mission: Aid travelers and predict future paths.
 Organization: Voktra’s church appears scattered and imper-
manent but its role is timeless. Her priests wander and act as sages and 
guides for travelers. Their symbols make them easy to spot.  
 Rites: Voktra’s rites are integrated into the services her priests 
provide. Due to prophecies, or perhaps by chance, small and large 
gatherings of her followers sometimes occur at numerologically sig-
nificant dates and times.
 Service: 1) Seek knowledge before making a decision. 2) Never 
stay in 1 place for more than 10 days. 3)  Moderate your words and 
deeds. 4) Visit another world or realm of existence before you die.

Basic Boons
Followers may select the following basic abilities as boons.
 Auspice: Boost Acrobatics, History, and Pilot checks by +3.
 Corner SightM: You can see around an adjacent corner as if 
looking in a straight line (this grants line of sight). Costs 1 vitality.
 Detect PortalM: You learn whether an extradimensional 
portal is present within a 30-ft cone. If you scan the area again, you 
learn the exact space in which the portal lies. Each portal leads to a 
different world or realm of existence.
 Endure ElementsM: You ignore effects of extreme temper-
ature. You can exist comfortably in conditions between -40º and 140º 
F without harm. Your gear is also protected. This ability is continu-
ously in effect even when you are unconscious.
 Horse Mastery: Apply a +5 bonus on Handle Animal 
checks, or +10 to influence horses.
  Longstrider: Boost your speed by +10 ft for 1 hour. Costs 1 
vitality.
 Trap Sense: Boost Reflex by +5 to resist attacks made by traps. 
 Travelers Knack: Apply a +3 bonus on Dungeoneering, 
Streetwise, and Survival checks. 

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Analyze PortalM: You focus on an adjacent extradimen-
sional portal and learn what realm it leads to, whether it is stable, and 
whether it is currently passable. Requires Portal Sense. Costs 2 vitality.
 Block DiseaseM: You or a touched creature is immune to all 
natural diseases for 24 hours. The subject doesn’t acquire diseases or 
suffer from already acquired ones. Costs 2 vitality.
 Control PortalM: You target 1 adjacent portal. You can 
open or close it on a successful DC 15 Arcana check. Requires Ana-
lyze Portal. Costs 2 vitality.
 Dimension StepM: You vanish and reappear up to 30 ft away 
in an open space of your choice within line of sight. After you arrive, 
you are dazed for the rest of your turn. You can take gear or an ally 
weighing up to 250 pounds. Costs 2 vitality.
  Numeric GuidanceM: You ask a 25-word question through 

the use of geometry. You receive an answer up to 
10 numbers (words) in length. The chance that 

you correctly interpret the answer equals 
70% + 1% per level. Costs 5 vitality.

  Planar Lore: Boost Arcana 
checks by +5, or by +20 regarding 

various realms of existence.
 Point the WayM: You 
learn the direction and distance to 
travel with the most speed and safety to 

a stated destination. The destination may 
be specific or general. Costs 5 vitality.

 Protection From EnergyM: 
You or a touched ally enjoy +20 DR against 1 

energy type, or a +5 bonus versus all energy types, 
for 4 hours + 1 hour per level. Costs 2 vitality.
 The Shape of Things to ComeM: Apply a +2 bonus 
on Perception checks, and once daily as an immediate action you can 
ignore 1 attack as if you had foreseen it.

Advanced Boons
Followers may select the following advanced abilities as boons.
 Clear the WayM: Rubble, webs, and overgrowth (magical 
or mundane) along a 5-ft wide, 60-ft long path before you automati-
cally retreat to adjacent spaces or into the ground and remain outside 
of the path for 1 round per level. You may clear a 10-ft wide, 30-ft 
long path if you desire. Costs 5 vitality.
 Evade TrapsM: As a swift action, apply a +10 bonus on saves 
to avoid traps until the start of your next turn. Also, you ignore the 
Maze spell. Requires Trap Sense. Costs 5 vitality.
 FateM: Once daily as an immediate action, you cause a target 
within 30 ft to suffer a -20 penalty on a d20 roll that it’s making.
  Find the PathM: For 5 minutes, apply a +20 bonus on Dun-
geoneering, Streetwise, and Survival checks. Costs 5 vitality.
 Planar AdaptationM: You or an adjacent ally ignore the 
effects of a world’s or realm’s ambient conditions that hamper move-
ment or the senses or cause hit point damage. This does not protect 
against creatures or special events, only continuous effects such as per-
sistent heat. Costs 2 vitality to activate for 1 hour or 5 vitality for 24 
hours. Each new world or realm requires activation.
   Ultimate EscapeM: You teleport up to 120 ft as an immedi-
ate action. If the destination space is occupied, you are shunted to 
the nearest open space and suffer 2d6 pain damage. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 Exodus: This improves Clear the Way, such that you affect an area 
up to 30-ft wide and 120-ft-long, and creatures that fail to resist using 
Will are also pushed back into adjacent spaces and cannot enter the 
path for the magic’s duration. Costs 10 vitality.
 Epic Gateway: This improves Gate (see below) such that the 
opening has a 120-ft radius and remains open for 1 minute per level.
  GateM: You can open a 15-ft-radius extradimensional door-
way within 120 ft to another location in your realm or world, or to 
another realm or world. The gate requires no support, remains for 
1 round per level, and is cloaked on both sides in misty waters. You 
must pass an Arcana check to ensure the gate leads to the desired 
locale. The DC equals 5 for a very familiar location, 10 for a visited 
location, 20 for a described location, and 30 for a location known in 
name only. If you fail the check, you arrive in a different location set 
by the GM. Any creature can pass through the gate. Costs 25 vitality.
 Jump the CrossroadsM: Whenever you are at an intersec-
tion of roads or passageways, you can move yourself and 1 companion 
to any other intersection of roads or passages that you have visited in the 
same realm or world. Each jump costs 2 vitality.
 Mass Planar AdaptationM: This improves Planar 
Adaptation to benefit up to 8 allies that remains within 120 ft of you. 
Moving further away suffer effects as usual. Costs 15 vitality per day.
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Ymuri
 The Mind’s Eye
Ymuri is patron of the mind and psy-
chic phenomena. She encourages strict 
ascetic to perceive and harness the hid-
den patterns of the multiverse that lie 
beneath its apparent chaos. 

Deity Details
Ymuri and her church have the following 
statistics.
 Alignment: Lawful neutral.
 Domains: Divination, karma, law, mind, and motion.
 Symbol: A crystal, a person with arms raised, or a set of spirals.
 Realm: Esalen. A land of airy buildings nestled in perfect har-
mony with pleasant naturescapes.
 Weapon: Punching dagger (hand-to-hand group).
————————————————————————
 Mission: Teach enlightenment through strict asceticism. 
 Organization: Followers with the greatest wisdom and 
mastery of Ymuri’s gifts lead those still walking the path to enlighten-
ment. Followers seek to reveal the multiverse’s hidden order. Good 
beings evoke negative unintended consequences, while evil and cha-
otic beings waste energy. Ymuri teaches against bureaucracy, which 
she views as a corruption of true order.
 Rites: Daily rituals of meditation, prayer, martial arts in addi-
tion to lectures on the mind and practice sessions to harness the 
mind’s potential. Occasionally, members visit with the unembodied, 
church elders who have transcended the flesh for a pure spirit form.
 Service: 1) Advance yourself by developing your inner power 
rather than superficial holdings like gold or land. 2) Expose illusions, 
disguises, and frauds, and also end confusion and insanity. 3) Lead by 
wisdom and example. 4) Remember enlightenment is a journey not 
a destination.

Basic Boons
Followers may select the following basic abilities as boons.
 Acolyte of the Third EyeM: A third eye briefly opens 
on the forehead of you or an adjacent ally. Through the eye, the sub-
ject learns whether invisible or astral creatures, illusion, magic, traps 
or strong alignments (CE, CG, LE or LG) are present within a 30-ft 
cone. The subject learns whether any of the phenomena are present, 
but not which ones or where they are. Costs 1 vitality.
 Auspice: Boost Diplomacy, Insight, and Perception checks by +3.
 MindlinkM: You form a telepathic link for 5 minutes with a 
sentient ally within 30 ft. Once the bond is formed, it works both 
ways and over any distance. You can maintain only 1 bond at a time.
 Self-Realization: Select any 1 basic ability listed under 
the psion class that has no prerequisites. You know this ability.
 Singular Power: You realize the depth of your own power 
and purpose. Whenever you spend a move action to focus on your 
own unique nature, you enjoy a +1 bonus on all dice rolls for the 
remainder of your turn.

Intermediate Boons
Followers may select the following intermediate abilities as boons.
 Crystal VergeM: You place a basic magic ability that you 
know into a crystal or gem, expending any vitality as usual. At any 
time thereafter, you (and only you) may release the ability as an 
immediate action. Afterward, you may place a new basic magic abil-
ity in the gem. This boon requires a 50 gp crystal or gem, and placing 
an ability takes 4 hours. You are limited to 1 verge at a time.
 Detect AlignmentM: You target a creature within 30 ft 
to read its aura. If its Will fails, you learn its true alignment such as 
“lawful neutral”. If not, you still learn 1 dimension such as “lawful” or 
“neutral”. You can target a creature once weekly. Costs 2 vitality.

        Mental Barrier: Permanently boost your Will by +5.
    Mind’s EyeM: Until the start of your next turn, you try to 

peer through a 5-ft-square barrier composed of any material 
except lead. You penetrate 1 inch per level. Costs 2 vitality.
       Project the Third EyeM: One sentient creature 
within 30 ft suffers 1d6 psychic damage per level, or ½ dam-
age if Will resists. Costs 2 vitality.
 Psychic KeepsakeM: Within 3 rounds of an 
adjacent sentient creature’s death you may draw echoes of its 
mind into a crystal or gem worth at least 100 gp. Thereafter 

you (and only you) may use Mindlink with the crystal to speak 
to the creature as if it were alive. A repository can hold up to 1 

mind per 100 gp. Requires Mindlink. Drawing the mind into the 
crystal costs 2 vitality. Reading the crystal is free.

 Strength of OneM: As Singular Power, except you focus 
on your group rather than yourself and the benefit extends to all allies 
within 30 ft.

Advanced Boons
Followers may select the following advanced abilities as boons.
 EnnuiM: You realize the futility of the multiverse and its war-
ring supernatural forces. You enjoy a +1 bonus on all your saves, 
and once daily you may completely ignore 1 attack against you as an 
immediate action.
 Karmic RetortM: You designate a foe as a swift action. For 
5 minutes,whenever that foe strikes you, record the hit point damage 
dealt. The next time you strike that foe, deal damage as normal or the 
largest amount recorded, whichever is more. Costs 5 vitality.
 Master of the Third Eye: This improves Acolyte of the 
Third Eye, such that you also learn which phenomena are in which 
spaces. Costs 5 vitality. 
 Psychic CleansingM: An adjacent willing or helpless 
creature is immediately freed from 1 mental compulsion or disability 
such as Charm, Confusion or Insanity. Costs 5 vitality.
 True SightM: You see through all illusions, disguises, and 
concealments for 1 round. This reveals secret doors and invisibility. 
It also bypasses the Nondetection ability. Costs 5 vitality.

Paragon Boons
Followers may select the following paragon abilities as boons.
 ForesightM: You cannot be surprised and may ignore Sneak 
Attack damage if Will resists. Also, once daily you may completely 
ignore 1 attack against you as an immediate action as if you had fore-
seen the moment. This ability does not work while you are uncon-
scious.
 Karmic Dance: This improves Karmic Retort such that is 
usable as an immediate action and applies to all your foes within 30 
ft. Costs 10 vitality.  
 Mass True Sight: This improves True Sight such that its 
benefit extends to all allies within 120 ft. Costs 10 vitality.
 UnembodiedM: You shed your physical body for 5 minutes. 
In this form you enjoy a fly speed of 30 ft, mundane attacks against 
you miss 90% of the time, and magical attacks miss 50% of the 
time. Similarly, you can pass through magical and mundane barriers 
and hold objects with an equally likely chance each round. You may 
appear as a ghost-like image of yourself or a brilliant luminous ball 
that sheds light out to 30 ft and shadow out to 60 ft (assuming dark 
conditions). Costs 25 vitality.
 Unity With the MultiverseM: You realize the multi-
verse’s purpose and your place in it. Your alignment becomes lawful 
neutral and cannot be changed by any means. Also, if you should 
die, you return to life after 1d12 days in a location of your choice or 
within 100 miles of where you died. A Wish spell blocks your return.
 X-Ray VisionM: You target a 5-ft-square area to peer through 
it as if it were not there. You can peer through 15 ft of wood, 5 ft of 
stone or 1 ft of metal. Or you can view a creature to see it naked with 
clear outlines of any metal objects on or within its person, such as 
hidden daggers. Costs 5 vitality.
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“During the Great War, our factories forged huge 
golems to defend against the Fell Kingdoms, but 
our dim iron servants left more harm than good.”

Chapter 8 
Equipment

What armor, weapons, and gear does your character have? How 
much does it cost and weigh? And what accessories can be applied to 
improve these items? This chapter describes wealth, encumbrance, 
armor, weapons, adventuring gear, poison, property, steamgear, 
electrotech, and other nonmagical items.

 Wealth
Wealth comes in many forms, and coins are standard currency of 
exchange for adventuring characters.

Starting Wealth
A character begins with the number of gold pieces indicated for his 
class at 1st level. In addition to starting gold, assume a character owns 
at least 1 outfit of normal clothes such as an artisan’s outfit, enter-
tainer’s outfit or traveler’s outfit that suits his class.

Monetary Units
The most common coin is the gold piece (gp). Table 8-1: Coins sum-
marizes common coins and their worth in gold pieces. In a typical 
marketplace, people use copper or silver before gold to purchase 
everyday items. Merchants may exchange trade goods without using 
currency at all. Coins that 
are composed of valuable 
heavy metals tend to be 
smaller than coins com-
posed of low-value metals. 
A standard coin weighs 
about ⅓ of an ounce (50 
coins to the pound). 

Selling Loot
In general, a character can 
sell an item for ½ its listed 
price. Trade goods that are of everyday use to people such as salt, 
linen, farm animals and so forth are the exception to the half-price 
rule. A trade good, in this sense, is a valuable good that can be easily 
exchanged almost as if it were cash itself.

Wealth above 
1st Level

 When a character 
enters the game above 
1st level, use the table at 
right to determine the 
character’s wealth. This 
wealth can be spent to 
purchase anything with 
a market price. 
 Property 
Option: In many 
societies, property and 
wealth are distinct. If 
the GM allows, a char-
acter enjoys a land 
grant: full benefits of 
a property (page 170) 
with a market value up 
to his wealth. The grant 
cannot be traded or sold though characters may pool their grants to 
enjoy a single shared property. 

Table 8-2: sTarTing WealTh 
above 1sT level

Level Wealth Level Wealth

1 — 11 25,000 gp

2 500 gp 12 30,000 gp

3 1,250 gp 13 35,000 gp

4 2,500 gp 14 40,000 gp

5 5,000 gp 15 50,000 gp

6 7,500 gp 16 60,000 gp

7 10,000 gp 17 70,000 gp

8 13,000 gp 18 80,000 gp

9 17,000 gp 19 90,000 gp

10 21,000 gp 20 100,000 gp

Table 8-1: Coins

Coin (abbreviation) Value
in Gold

Copper piece (cp) 1/100

Silver piece (sp) 1/10

Gold piece (gp) 1

Platinum piece (pp) 10

Diamond nugget (dn) 100
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  Encumbrance
Encumbrance rules determine how much a character can carry 
before his gear significantly hampers him. Encumbrance uses an 
abstract slot-based system. Use the following formula:

 # of slots = character’s Strength score + 
       encumbrance bonuses, if any

 For example, a character with a Strength score of 13 can fill 13 
slots before he becomes over-loaded. Table 8-3: Encumbrance Slots 
lists the slots filled by armor, shields, weapons, and miscellaneous 
gear. Assume the clothes you wear occupy 0 slots. 
 For gear not listed, assume 1 slot is approximately 5-10 pounds, 
with the exact number reflecting bulkiness, weight distribution, and 
so forth (not just gross weight) as the GM decides.

 A character with an 
11 Strength can handle 
Medium armor, a Heavy 
shield, a Medium weapon, 
a Light weapon, and 15 
pounds of items. In con-
trast, a Strength 18 char-
acter can handle Heavy 
armor, a Heavy shield, a 
Heavy weapon, 2 Light 
weapons, and 30 pounds 
of items. 
 Over-Loaded: 
When a character exceeds 
his slots, he moves at ½ 
speed, cannot run, and 
suffers a -5 penalty on all 
d20 rolls. Each hour he 
must pass a DC 15 Endur-
ance check or be unable 
to move or attack until he 
sheds the excess gear for at 
least 1 hour thereafter.
 Maximum 
Load: A character can 
carry up to 2x his  slots 
before his speed drops 
to 5 ft, he cannot make 
attack rolls or use Dex-
terity-based skills, and he 
automatically fails to resist 
attacks against Reflex.

 Smaller & Bigger Creatures: The slot formula above 
is for Medium and Small bipeds. Tiny characters carry ½ as much. 
Large and Huge characters carry 2x and 4x as much, respectively. 
Quadrupeds and other multi-legged creatures carry 2x as much (in 
addition to effects of size). Thus, a Huge dragon with 25 Strength 
carries 200 slots (25 x 4 x 2 = 200).
 Slots As Weight: As needed, generously assume 1 slot = 10 
pounds for the purpose of lifting, dragging or otherwise moving items.
 Lifting: A character can lift over his head as much as his maxi-
mum load and suffer the associated penalties. He may lift off of the 
ground as much as 2x his maximum load, but he can only stagger 
around with it. While doing so, he is defenseless and can move only 
5 ft per round.
 Dragging A character can generally push or drag along the 
ground as much as 5x his maximum load. Favorable conditions such 
as the use of ropes or a sloping ramp can double the amount, and bad 
circumstances can reduce the amount to ½ or less.
 Working Together: When 2 or more characters lift 
or drag together, the effective weight of the object equals the total 
weight divided by the number of characters.

 Upkeep
Living costs money. At the start of each new week or month, decide 
how a character lives and subtract from his funds as indicated in Table 
8-5: Character Upkeep. The cost does not cover adventuring gear 
or services. Characters with followers expend additional funds per 
person. It is acceptable to treat followers to 1 living standard lower 
than one’s own standard, but no less.

Table 8-4: CharaCTer upkeep

Living 
Standard

Weekly 
Cost

Monthly 
Cost

Example
Lifestyle

Self-
Sufficient

5 sp 2 gp Hunt and take shelter in the wild.

Meager 12 sp 5 gp Scavenge and live in poor houses.

Poor 3 gp 12 gp Use basic travelers accommodations.

Common 12 gp 48 gp Share quarters in inns with tavern 
meals.

Good 25 gp 100 gp Keep private quarters with fine food 
and clothing.

Extravagant 50 gp 200 gp Enjoy luxury lodging with fine din-
ing, stylish clothing, and personal 
assistants.

Royal 100 gp 400 gp Fulfill unique tastes and fantasy 
projects with personal servants. 

Table 8-3: enCuMbranCe sloTs

Type of Gear Slots1

Armor (Light) 1

Armor (Medium) 3

Armor (Heavy) 5

Shield (Light) 1

Shield (Heavy) 2

Shield, tower 3

Weapon (Light) 1

Weapon (Medium) 2

Weapon, (Heavy) 3

Weapon, over-sized2 5

Pack, basic 3

Pack, expert 5

Gear (per 5 lbs of items) 1

Coins (per 50 pieces) ½

Body (Small) 4

Body (Medium) 8
1 Multiply slots 2x when character is 
not proficient with armor or weapon.
2 An oversized weapon is normally too 
large for a character, such as a Small 
character wielding a Large weapon.

Gp limitS
A settlement’s size influences whether you can find items. The GM is 
welcome to use the table below to limit characters’ buying options. 

Type
Settlement
Population GP Limit

Mundane 
Item*

Magic 
Item*

Outpost 1-25 50 gp 75% 10%

Small town 26-250 250 gp 90% 25%

Town 251-2,500 1,000 gp 95% 50%

Large town 2,501-25,000 5,000 gp 99% 75%

City 25,001-250,000 25,000 gp 100% 90%

Metropolis 250,001+ No limit 100% 99%

* Indicates percent chance to find a particular item of that kind.

Quick Gear
After buying weapons and perhaps a suit of armor and a shield, you 
may wish to limit your shopping to quickly get started. Typically, all 
characters buy the basic package below and everyone chips in to buy 
1 expert package, which someone volunteers to carry!
 

Basic Pack (13 gp, 15 pounds, 3 slots)
This package includes a travelers outfit, which you wear, plus the 
following items: standard ID papers, traveling papers, 2 days trail 
rations, a full waterskin, a backpack with a bedroll, a wooden holy 
symbol, 2 empty belt pouches (for coins), a sunrod (to light the way 
for up to 6 hours), and a tindertwig (to start camp fires). This costs 
13 gp, weighs 15 pounds, and occupies 3 slots.

Expert Pack (130 gp, 25 pounds, 5 slots)
On top of a basic package, consider an expert package with these 
items: 50 ft of silk rope, 2 pitons and a grappling hook, a flask of oil 
(1 pint), a second sunrod, 2 more days of rations, a flask of alche-
mist’s fire, a vial of antitoxin, a flask of holy water, a small mirror, a 
10-ft pole, and a journal book with an ink vial and ink pen.  This costs 
130 gp, weighs 25 pounds, and occupies 5 slots.
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 Armor
This section describes armor that characters can wear. The term armor 
refers to suits of armor, shields, and other protective accessories.

Armor Categories
Armors are grouped into categories (Light, Medium, Heavy, shields, 
and accessories) as summarized in Table 8-5 through Table 8-9. A char-
acter must be proficient with a type of armor to wear it effectively. 

Armor Qualities
Here is an explanation of armor qualities.
 Damage Reduction: Abbreviated DR. Each armor 
reduces damage dealt to the wearer by the indicated amount. A char-
acter is limited to wearing 1 suit of armor, wielding 1 shield, and 
donning 1 helm. Add bonuses from each source of armor separately. 
A character may wield 2 Light shields if he foregoes the use of a 
weapon.
 Price: The market price in gp listed is intended for Small or 
Medium humanoid creatures. Armor for Large creature are 2x nor-
mal while armor for Tiny and Huge creatures are 5x normal.
 Weight: This column gives the weight of the armor sized for 
a Medium wearer. Armor fitted for Small characters weighs ½ as 
much, and armor for Large characters weighs 2x as much. However, 
the number of encumbrance slots remains unchanged.
 Material: Armor may be composed of metal, leather, wood, 
or  other components. Metal armor is steel. Natural armor is made 
from leather and/or wood. Mixed armor contains metallic and 
plant-based materials.
 Hit Points: Armor has hit points (abbreviated HP) just like a 
character. These are equivalent to wound points rather than vitality. 
Attacks that directly target armor, as opposed to the creature wearing 
it, harm the armor. Apply DR as usual to reduce damage dealt.
 Armor Nonproficiency: When a character wears 
armor with which he is not proficient, he suffers a -5 penalty on all 
d20 rolls. A character is similarly hampered by shields and armor 
accessories for which he lacks proficiency.
 Sleeping in Armor: A character who sleeps in Medium or 
Heavy armor is automatically fatigued the next day. 
 Impairment: Armor is at least somewhat bulky. Medium 
armor inflicts a -2 penalty on all Dexterity-based skill checks while 
Heavy armor inflicts a -5 penalty. Nothing counters this penalty.

Armor Features
Here are descriptions of armor, including special features.
 Armor Spikes: You can have spikes added to your armor, 
which allow you to deal damage (see Table 8-13: Weapon Statistics) 
on a successful attack. The spikes count as a Light weapon. You can’t 
make an attack with armor spikes if you have already made an attack 
with another weapon unless you have an ability such as Rapid Attack 
that allows you to do. A set of  armor spikes can be made into a magic 
weapon.
 Banded Mail: This armor consists of overlapping strips of 
metal sewn to a backing of leather and chainmail. The strips pro-
tect vital areas, while leather allows flexibility at the joints. The suit 
includes gauntlets, though the character can use gauntlets from a 
different suit of armor without losing the armor’s DR benefit.
 Breastplate Armor: A metal plate covers the front and 
back of the body, with studded leather underneath and at the joints 
to provide padding and flexibility. Includes gauntlets. 
 Buckler: This small metal shield is worn strapped to your fore-
arm. You can use a bow or crossbow without penalty while carrying 
it. You can also use your shield arm to wield a weapon, but you take 
a –1 penalty on attack rolls while doing so. This penalty stacks with 
other penalties. 
 If you use a weapon in your off hand, you don’t get the buckler’s 
DR bonus for the rest of that round. Also, you can’t bash someone 
with a buckler.

Table 8-5: lighT arMor (1 sloT)
Armor DR Price Weight Material HP

Leather shirt 1 3 gp 8 lb Natural 3

Cloth 1 5 gp 10 lb Natural 5

Leather 2 10 gp 15 lb Natural 10

Silkweavemwk 2 310 gp 7 lb Natural 15

Studded leather 3 25 gp 20 lb Mixed 15

Warmech clippons 3 325 gp 18 lb Mixed 18

Chain shirt 4 100 gp 25 lb Metal 20

Elven mailmwk 4 400 gp 12 lb Metal 30

Table 8-6: MediuM arMor (3 sloTs)
Armor DR Price Weight Material HP

Hide 4 15 gp 25 lb Natural 15

Scalemail 4 50 gp 30 lb Metal 20

Chainmail 5 150 gp 40 lb Metal 25

Lamellar 5 175 gp 35 lb Natural 25

Breastplate 5 200 gp 30 lb Metal 25

Monsterhidemwk 6 550 gp 35 lb Natural 60

Dwarfplatemwk 7 900 gp 25 lb Metal 55

Table 8-7: heavy arMor (5 sloTs)
Armor DR Price Weight Material HP

Splintmail 6 200 gp 45 lb Metal 30

Banded mail 6 250 gp 35 lb Mixed 30

Mechaplatemwk 6 1,100 gp 30 lb Metal 25

Ironwood 7 500 gp 55 lb Natural 35

Half-plate 7 600 gp 50 lb Metal 35

Full plate 8 1,500 gp 50 lb Metal 40

Godswroughtmwk 8 1,800 gp 25 lb Metal 80

Table 8-8: shields (1, 2 or 3 sloTs)
Armor DR Price Weight Material HP

Buckler* +1 15 gp 5 lb Mixed 5

Light wood shield +1 3 gp 5 lb Natural 7

Light steel shield +1 9 gp 6 lb Metal 10

Heavy wood shield +2 7 gp 10 lb Natural 15

Heavy steel shield +2 20 gp 15 lb Metal 20

Mithral shieldmwk +2 320 gp 7 lb Metal 40

Tower shield +3 30 gp 45 lb Natural 20

* A buckler only grants a bonus against 1 foe at a time.

Table 8-9: arMor aCCessories (1 sloT)
Armor DR Price Weight Material HP

Great helm +1 12 gp 6 lb Any 5

Locked gauntlet +0 8 gp 5 lb Metal 2

Armor spikes +0 50 gp 10 lb Any 10

Shield spikes +0 10 gp 5 lb Any 5
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 Chain Shirt: As chainmail, but covers only the torso, leaving 
the extremities free for easy movement.
 Chainmail: This armor is made from interlocking metal 
rings over a layer of quilted padding. Most of the suit’s weight rests 
on the shoulders. This suit includes gauntlets.
 Cloth: This protective clothing consists of quilted layers of 
cloth and batting. It can quickly become hot, grimy, and flea infested 
and is generally good for only 1 adventure and cannot be washed.
 Dwarfplate: This armor is equivalent to half-plate in terms 
of design and protective value but it weighs ½ as much. It is usually 
made by and sized for dwarves.
 Elven Mail: This metal armor is infused with mithral and is 
so light and fine that it is can be worn under clothing and provides 
excellent protection. It is usually made by and sized for elves.
 Full Plate: Each suit of full plate must be individually fitted to 
its owner by a master smithy, although a captured suit can be resized 
to fit a new owner at a cost of 200 to 800 (2d4 x 100) gold pieces.
 Godswrought: This half-plate is infused with adamantine to 
boost its strength while lowering weight. It is usually sized for humans.
 Great Helm: A large, often ornate helmet that covers the 
head and neck. It is also known as an armet or basinet. A great helm 
grants a +10 bonus on Disguise checks to not be recognized as one-
self, and inflicts a -2 penalty on Perception checks.
 Half-Plate Armor: This armor is a combination of chain-
mail and platemail. Plates cover the vital areas while chain protects 
the joints. Buckles and straps link the elements. This suit includes 
gauntlets.
 Hide Armor: This primitive armor consists of layers of ani-
mal pelts sewn together to provide a semblance of protection over 
much of the body. It is often worn by barbarians.
 Ironwood Armor: This nearly-seamless wood armor is 
made from rare ironwood trees. It covers the torso and extremities. 
Each suit of ironwood must be individually fitted to its owner and 
cannot be resized.
 Lamellar: This armor consists of strong, flexible bands of lac-
quered wood. It covers the torso and extremities, and includes a 
layer of comfortable padding underneath.
 Leather Armor: This popular armor is made from animal 
hide cured in boiling oil. It is strong and thin with modest flexibility, 
and covers the torso and extremities.
 Leather Shirt: As leather, but only covers the torso, leaving 
the extremities free for easy movement.
 Locked Gauntlet: This armored gauntlet has small chains 
and braces that allow the wearer to attach a weapon to the gauntlet so 
that it cannot be dropped easily. It provides a +10 bonus to resist the 
Disarm ability. Removing a weapon from a locked gauntlet or attach-
ing a weapon to a locked gauntlet is a standard action.
 The price given is for a single locked gauntlet. The weight given 
applies only if you’re wearing a breastplate, Light armor, or no armor. 
Otherwise, the locked gauntlet replaces a gauntlet you already have 
as part of the armor.
 While the gauntlet is locked, you can’t use the hand wearing it for 
pressing implements, employing skills or manipulating objects. 
 Mechaplate: This unusual breastplate is suited for warmech 
to wear over their chassis. While costly, it provides protection. Only 
warmech can wear this armor. It can be worn or removed as normal.
 Mithral Shield: This shield is forged from mithral. It is ½ 
the weight and 2x as tough as a standard steel shield and fills 1 slot 
rather than 2.
 Monsterhide: Choice selections of a slain dragon, demon, 
magical beast or such are crafted into a suit of armor that is some-
what heavy but very tough. Although not as good as some armors, it 
has high prestige value.
 Scalemail: This armor consists of overlapping scales, similar 
to a fish, placed over a leather coat. The suit includes gauntlets.
 Shield, Light or Heavy: You strap this shield to your 
forearm and grip it with your hand. A light shield’s weight lets you 
carry other items in that hand, although you cannot use weapons 

with it. A heavy shield is so heavy that you can’t use your shield hand 
for anything else.
 Shield Bash Attacks: You can bash a foe with a shield, 
using it as an off-hand weapon. See Table 8-13: Weapon Statistics for 
the damage dealt by a shield bash. Used this way, a shield is a melee 
bludgeoning weapon. For the purpose of penalties on attack rolls, 
treat a Light shield as a Light weapon and a Heavy shield as a Medium 
weapon, and a tower shield as a Heavy weapon. If you use your shield 
as a weapon, you lose its DR bonus until your next action (usually 
until the next round). A magic bonus on a shield does not improve the 
effectiveness of a shield bash made with it, but the shield can be made 
into a magic weapon in its own right.
 Shield Spikes: When added to your shield, these spikes turn 
it into a martial piercing weapon that increases the damage dealt by a 
shield bash as if the shield were designed for a creature 1 size category 
larger than you. You can’t put spikes on a buckler or a tower shield. 
Otherwise, attacking with a spiked shield is like making a shield bash 
attack (see above). A set of  armor spikes can be made into a magic 
weapon.
 Silkweave: This form-fitting material is crafted from the 
alchemically treated silk of giant spiders. It is as light as clothing and 
provides more protection than leather. It is usually cut to look similar 
to underclothes.
 Splintmail: This armor is made of narrow vertical strips 
of metal riveted to a backing of leather and cloth padding. The suit 
includes gauntlets.
 Tower Shield: This massive wooden shield stands nearly 6 ft 
high. In most situations, it provides the indicated bonus to your DR. 
However, you can use it as total cover, though you must give up your 
attacks to do so. You cannot bash with a tower shield unless you are 
size Large or Huge, nor can you use your shield hand for anything 
else. When employing a tower shield in combat, you take a –2 pen-
alty on attack rolls because of the shield’s encumbrance.
 Warmech Clippons: These sturdy wood and steel plates 
clip snugly onto a warmech’s chassis. Clippons do not stack with 
mechaplate. Only warmech can wear clippons.

Masterwork Armor
Among the armor options, some are already masterwork. These are 
indicated with a mwk notation by the armor’s name. Silkweave is mas-
terwork leather, elven mail is masterwork chainmail, and so on. You 
can purchase or craft masterwork versions of other armors. Such 
rare items are like the normal version except that they are ½ the 
usual weight, occupying 1 less slot (minimum 1  slot), and cost +300 
gp.  The listed masterwork armors are already improved. You can’t 
add the masterwork quality to an item after it is created.
 

Getting Into and Out of Armor
The time needed to don armor depends on its type as shown in Table 
8-10: Donning Armor.
 Don: This column tells how long it takes to put on the armor. 
 Don Hastily: This column tells how long it takes to don the 
armor in a hurry. The DR bonus for hastily donned armor is 1 point 
worse than normal. 
 Remove: This is how long it takes to remove the armor.
 Assistance: If the character has some help, cut this time in 
½. A single character doing nothing else can help 1 or 2 adjacent 
characters. Two characters can’t help each other don armor at the 
same time.
 
Table 8-10: donning arMor

Armor Type Don Don Hastily Remove

Shield (any) 1 move action N/a 1 move action

Light armor 1 minute 5 rounds 1 minute

Medium armor 4 minutes 1 minute 1 minute

Heavy armor 4 minutes 2 minutes 4 minutes
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 Weapons
This section describes many kinds of weapons that characters can 
wield and the key properties of those weapons. Performance details 
for all weapons are summarized on Table 8-13: Weapons Statistics on 
page 160-161. Ammunition for ranged weapons is shown in Table 
8-11: Ammunition.

Weapon Categories
Weapons are grouped into categories. A weapon’s category indicates 
its general type (axes, bows, chains, etc), its usefulness either in 
close combat (melee) or at a distance (ranged), and how it is used 
most effectively (its grade). Thrown and projectile weapons are both 
ranged weapons. Below are descriptions of the categories.
 Group: Weapons are organized into 16 groups shown in Table 
8-13: Weapon Statistics on page 160. Firearms are available if your 
GM allows them, and in some settings firearms may be 5x to 10x 
cheaper. Generally, a character is proficient with a group of weapons 
rather than a single weapon. The exception is racial weapons, when a 
character may be proficient with only a single entry in a group.
 Weapon Non-proficiency: A character who uses a 
weapon with which he is not proficient, or in a nonstandard way 
such as using a greatsword in 1 hand, suffers a –5 penalty on attack 
rolls, and is also knocked back 5 ft if the weapon is a firearm.
 Melee and Ranged Weapons: Melee weapons such 
as swords are used for attacking adjacent foes, though some can also 
be thrown. Ranged weapons are thrown weapons (such as axes) or 
projectile weapons (such as bows) that are not effective in melee.
 Reach Weapons: A reach weapon is a melee weapon that 
allows its wielder to strike at targets that aren’t adjacent to him or 
her. Most reach weapons double the wielder’s natural reach, mean-
ing that a typical wielder of such a weapon can attack a creature 10 ft 
away, but not a creature in an adjacent square.
 Double Weapons: A character can fight with both ends 
of a double weapon as if fighting with 2 weapons. If the character 
can normally make 2 or more melee attacks per turn (such as using 
Rapid Strike) then apply a -2 penalty on each attack roll using the 
weapon. Otherwise, apply a -5 penalty on each attack roll. 
 The character can also choose to use a double weapon 2 handed, 
attacking with only 1 end of it. A creature wielding a double weapon 
in 1 hand can’t use it as a double weapon—only 1 end of the weapon 
can be used in any given round.
 Thrown Weapons: The wielder applies his Strength 
modifier to damage dealt by thrown weapons (except for splash 
weapons). 
 It is possible to throw a weapon that isn’t designed to be thrown 
(that is, a melee weapon that doesn’t have a numeric entry in the 
Range Increment column on Table 8-13: Weapon Statistics), but a 
character who does so suffers a –5 penalty on his attack roll. Throw-
ing such a weapon is a standard action. The attack may result in a 
critical hit, as normal. Such a weapon has a range increment of 10 ft.
 Projectile Weapons: Some projectile weapons such as 
bows require 2 hands to use (see specific weapon descriptions). A 
character gets no Strength bonus on damage rolls with a projectile 
weapon unless it’s a specially built composite shortbow, specially 
built composite longbow, or sling. If the character has a penalty 
for low Strength, apply it to damage rolls when he uses a bow or a 
sling.
 Ammunition: Projectile weapons use ammunition: arrows 
(for bows), bolts (for crossbows), gun bullets (for guns) or sling bul-
lets (for slings). When using a bow, a character can draw ammuni-
tion as a swift action. Crossbows, guns, and slings require a standard 
action for reloading. Ammunition that hits its target is destroyed, 
while normal ammunition that misses has a 50% chance of being 
destroyed or lost. Ammunition may be made of, packed with or be 
coated in holy water, iron, salt, silver or even wood, for a cost (see 
Special Materials on page 159). Table 8-11: Ammunition lists various 
packs characters can buy. Each pack takes up 1 encumbrance slot.

Table 8-11: aMMuniTion (1 sloT)
Ammunition Weapon Number Price Weight

Arrow Bows 20 1 gp 3 lb

Bolt Crossbows 10 1 gp 1 lb

Bullet, firearm Firearms 10 2 gp 3 lb

Bullet, sling Sling 10 1 sp 5 lb

Needle Blowgun 20 1 gp —

Shot Shotgun 10 2 gp 3 lb

 Light Weapon: These include hand-to-hand weapons and light 
blades. 

 » Used in 1 hand.
 » Target of attack must resist using Reflex to avoid harm.
 » Can use while grappling or being grappled.
 » If used in primary hand, add Strength modifier to damage.
 » If used in 2 hands, no extra benefit. 

 Medium Weapon: A Medium weapon can be used in 
either the primary hand or the off hand. 

 » Used in 1 hand. 
 » Target of attack must resist using Fortitude to avoid harm.
 » Cannot use while grappling.
 » If used in either hand, add Strength modifier to damage.
 » If used in off hand, apply -2 penalty on attack roll.

 Heavy Weapon: Two hands are required to use a heavy 
melee weapon effectively.  

 » Used in 2 hands (thus, no shield).
 » Target of attack must resist using Fortitude to avoid harm.
 » Cannot use while grappling.
 » If used in both hands, add 2x Strength modifier to damage dealt.
 » If used in primary hand only, suffer -2 penalty on attack roll and 

no Strength bonus to damage (a penalty still applies).
 » If used in off hand, suffer -5 penalty on attack roll and no 

Strength bonus to damage (a Strength penalty still applies).
 Creature Size: Medium characters use weapons in the man-
ner described here. 
 In contrast, Small characters use Light weapons as Medium weap-
ons, and Medium weapons as Heavy weapons. A Small character who 
attempts to use a Heavy weapons suffers a -5 penalty on his attack 
roll and does not apply his Strength modifier to damage dealt regard-
less of the weapon’s normal statistics.
 Large characters use Medium weapons as Light weapons, and 
Heavy weapons as Medium weapons. Most bows require 2 hands to 
use, regardless of their rating as Light, Medium or Heavy.
 Improvised Weapons: Objects not crafted as weapons 
may see use in combat. A creature using such an object is considered 
nonproficient with it and suffers a –5 penalty on attack rolls made 
with it. Such weapons typically deal 1d3 damage if wooden or 1d6 
damage if metallic. An improvised thrown weapon has a range incre-
ment of 10 ft, or 30 ft with an added -5 penalty on the attack roll.
 Weapon DR and Hit Points: Metal weapons such as 
swords are DR 10 while wooden weapons such as spears are DR 5. 
Light weapons have 2 hit points, while Medium and Heavy weapons 
have 5 and 10 hit points, respectively.
 Firearms: Firearms rely on gun powder and bullets. Early fire-
arms like the musket and pistol date to the 14th century and require 
that powder and bullet be loaded separately. Later firearms like the 
hunting rifle and shotgun date to the 18th century and automatically 
draw from a magazine of bullets. Crafting these items requires the 
Mechanics skill. See page 106 for details.
 A firearm fails to function on roll of 1 when making an attack roll. 
When that occurs, the shooter must pass a DC 10 Acrobatics check 
or suffer 1 fire wound damage. Firearms do not work in water and 
must be dried for 24 hours in order to work after immersion. Drying 
Touch or Desiccating Touch (page 56) instantly restore wet firearms. 
 Firearms are very noisy. Gunfire is normally audible within 1 to 2 
miles. Apply a DC 10 Perception check if you are unsure.
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Weapon Qualities
Here is the format for weapon entries, given as col-
umn headings on Table 8-13: Weapon Statistics, below.
 Price: This value is the weapon’s market price in 
gold pieces (gp) or silver pieces (sp). The price includes 
miscellaneous gear that goes with the weapon. 
 Rating: A weapon is Light, Medium or Heavy, as 
explained on the previous page.
 Damage: The Damage column gives the damage 
dealt by the weapon on a successful hit. If the table indicates 
2 damage ranges, then the weapon is a double weapon. Use the 
second damage figure for the double weapon’s extra attack. 
 Range Increment: Any attack at less than this distance is 
not penalized for range. However, each full range increment imposes 
a cumulative –5 penalty on the attack roll. A thrown weapon has a 
maximum range of 5 range increments. A projectile weapon can 
shoot out to 10 range increments.
 Weight: This column specifies the weapon’s weight. 
 Type: Weapons are classified according to the type of damage they 
deal: bludgeoning, piercing, or slashing. If a weapon is of 2 types, the 
damage it deals is not ½ of a type and ½ another. Rather, it is both 
types. In a situation when the damage type is significant, the wielder 
can choose which type of damage to deal with such a weapon.
 Special: See a weapon’s description regarding special details. In 
particular, some melee weapons can reach foes who are 10 ft or 15 ft 
away. Some  weapons grant an attack bonus when using the weapon 
with the Disarm and/or Trip abilities. 

Weapon Features
Here are guidelines for weapons, including special features and 
unusual uses.
 Arrows: An arrow used as a melee weapon is treated as an 
improvised weapon (–5 penalty on attack rolls) and deals damage 
the same as a dagger. Arrows come in a leather quiver that holds 20 
arrows. An arrow that hits its target is destroyed. One that misses has 
a 50% chance of being destroyed or lost.
 Axe, Orc Double: This is a double weapon. 
 Bladed Maul: This is a double weapon. One end is a wood 
and metal bulb for bludgeoning foes, while the other end is a blade 
for slashing or piercing.
 Blowgun: This is short-ranged weapon that allows you blow a 
dart  through a short tube. Poison darts cost extra.
 Bolas: This allows you to target foes at a distance using Trip.
 Bolts: A crossbow bolt used as a melee weapon is treated as a 
Light improvised weapon (–5 penalty on attack rolls) and deals dam-
age equal to a dagger. Bolts come in a wooden case that holds 10 bolts 
(or 5, for a repeating crossbow). A bolt that hits its target is destroyed. 
One that misses has a 50% chance of being destroyed or lost.
 Boomerang: A boomerang is a throwing stick that, when 
used correctly, travels in a curved path and returns to its point of 
origin. It has a minimum range of 15 ft, and you can target foes at a 
distance when using the Disarm or Trip abilities.
 Bullets, Firearm: These come in a small box that holds 
10 bullets. A expended bullet can be retrieved but not reused. Fir-
ing a bullet generates intense pressure and noise. An attacker who is 
non-proficient with a gun is knocked back 5 ft. Gunfire is normally 
audible within 1 to 2 miles on a DC 10 Perception check.
 Bullets, Sling: Bullets come in a leather pouch that holds 
10 bullets. A bullet that hits its target is destroyed. One that misses 
has a 50% chance of being destroyed or lost.
 Chain, Spiked: A spiked chain has reach, so you can strike 
foes from 10 ft away. Unlike most other weapons with reach, it can 
also be used against an adjacent foe. When using a spiked chain, apply 
a +2 bonus on attacks using the Disarm and Trip abilities.
 Chakram: A chakram a ranged weapon. It is flat metal disc 
with a sharp outer edge. It has a minimum range of 10 ft, and you can 
target foes at a distance when using the Disarm or Trip abilities.
 Crossbow, Hand: You can draw a hand crossbow back by 

hand. Loading a hand crossbow is a move action. You can shoot, but 
not load, a hand crossbow with 1 hand at no penalty. You can shoot a 
hand crossbow with each hand, but you take a penalty on attack rolls 
as if attacking with 2 weapons.
 Crossbow, Heavy: You draw a heavy crossbow back by 
turning a small winch. Loading a heavy crossbow is a standard action. 
Normally, operating a heavy crossbow requires 2 hands. However, 
you can shoot, but not load, a heavy crossbow with 1 hand at a –5 

penalty on attack rolls. You can shoot a heavy crossbow with each 
hand, but you take a penalty on attack rolls as if attacking with 2 

one-handed weapons. This penalty is cumulative with the penalty 
for one-handed firing.

 Crossbow, Light: You draw a light crossbow back by 
pulling a lever. Loading a light crossbow is a move action. 

Normally, operating a light crossbow requires 2 hands. 
However, you can shoot, but not load, a light crossbow 
with 1 hand at a –2 penalty on attack rolls. You can shoot a 

light crossbow with each hand, but you take a penalty on attack rolls 
as if attacking with 2 Light weapons. This penalty is cumulative with 
the penalty for one-handed firing.
   Crossbow, Repeating: The repeating crossbow (whether 
heavy or light) holds 5 crossbow bolts. As long as it holds bolts, you 
can reload it by pulling the reloading lever (a swift action). Loading 
a new case of 5 bolts takes 2 move actions.
 You can fire a repeating crossbow with 1 hand or fire a repeating 
crossbow in each hand in the same manner as you would a normal 
crossbow of the same size. However, you must fire the weapon with 
2 hands in order to use the reloading lever, and you must use 2 hands 
to load a new case of bolts.
 Dagger: You get a +2 bonus on Sleight of Hand checks made to 
conceal a dagger on your body.
 Flail, Gnoll Dire: A dire flail is a double weapon. When 
using a dire flail, you get a +2 bonus on attacks using the Disarm and 
Trip abilities.
 Flail or Heavy Flail: With a flail, you get a +2 bonus on 
attacks using the Disarm and Trip abilities.
 Garrote: This length of leather or wire is used to strangle 
foes. It requires both hands to use. If you succeed on your attack, you 
deliver damage and also inflict a -5 penalty on the target’s Reflex when 
defending against other combatants until the start of its next turn.
 A garrote is ineffective against foes with metal neck protection, as 
usually worn with Heavy armor, and can only be used against a target 
that has a neck and is your size or 1 size smaller (typically, Medium 
or Small target for a Medium attacker).
 If and when a target is first reduced to 0 vitality or lower in com-
bat with a garrote, it falls unconscious for 1d4 rounds if you beat its 
Fortitude.
 Gauntlet: This metal glove lets you make an unarmed strike 
without penalty even if you are not proficient with unarmed combat. 
The cost and weight given are for a single gauntlet. Medium and 
Heavy armors (except breastplate) come with gauntlets.
 Gauntlet, Spiked: A foe cannot use the Disarm ability to 
disarm you of spiked gauntlets. The cost and weight given are for a 
single gauntlet.
 Glaive: A glaive has reach. You can strike foes 10 ft away with it, 
but you can’t use it against an adjacent foe.
 Guisarme: A guisarme has reach. You can strike foes 10 ft 
away with it, but you can’t use it against an adjacent foe.  Also, you 
can use it to target foes at a distance using the Trip ability.
 Halberd: If you use a move action to set a halberd against a 
charge, you deal 2x damage on a successful hit against a charging foe.  
Also, you can use it to target foes at a distance using the Trip ability.
 Hammer, Gnome Hooked: A gnome hooked hammer 
is a double weapon. When using this weapon, apply a +2 bonus on 
your attack using the Trip ability.
 Hunting Rifle: This firearm helps when you need to quickly 
hit multiple far targets. It holds 5 rounds at a time and requires either 
a move action to load 1 round or one’s entire turn to reload all 5 
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rounds.  
 Javelin: Javelins are ranged weapons similar to spears but not 
designed for melee. You suffer a –5 penalty on attack rolls if you use 
a javelin as a melee weapon.
 Knife, Halfling: This blade is somewhat  smaller than a 
standard dagger yet delivers +1 damage in the hands of a Small char-
acter who is proficient with it.
 Lance: A lance deals double damage when used from the back 
of a charging mount. It has reach, so you can strike foes 10 ft away 
with it, but you can’t use it against an adjacent foe. While mounted, 
you can wield a lance with 1 hand.
 Lasso: A lasso (also called a lariat) is a loop of rope that is 
designed to be thrown around a target and tightened when pulled. 
Lasso rope is stiff so that the noose stays open when the lasso is 
thrown. Small weights and reinforcements improve handling. 
 When you use a lasso, make a ranged attack against your target. 
A lasso’s maximum range is 20 ft. If you hit, the target is entangled 
and suffers a –2 penalty on attack rolls, a  -2 penalty to Reflex, a 
–5 penalty on Dexterity-based skill checks, is reduced to ½ speed, 
and cannot charge or run. A lasso can only be used against Medium, 
Large or Huge foes.
 If you control a net’s trailing rope by succeeding on an 
opposed Athletics check while holding it, the entangled 
creature can move only within the limits that the rope 
allows. If the entangled creature attempts to use a magic 
ability, it must make a DC 15 Arcana check or be unable to do so.
 An entangled creature can escape with a DC 20 Acrobatics check. 
The lasso has 5 hit points and can be burst with a DC 25 Athletics 
check.
 Longbow: You need at least 2 hands to use a longbow. A long-
bow is too unwieldy to use while you are mounted. If you have a 
penalty for low Strength, apply it to damage rolls when you use a 
longbow. If you have a bonus for high Strength, you can apply it to 
damage rolls when you use a composite longbow (see below) but 
not a regular longbow.
 Longbow, Composite: You need at least 2 hands to 
use a composite longbow. You can use a composite longbow while 
mounted. All composite bows are made with a particular strength 
rating (that is, each requires a minimum Strength modifier to use 
with proficiency). If your Strength bonus is less than the strength 
rating of the composite bow, you can’t effectively use it, so you 
take a –2 penalty on attacks with it. The default composite long-
bow requires a Strength of 10 or higher to use with proficiency. 
A composite longbow can be made with a high strength rating to 
take advantage of an above-average Strength score. This feature 
allows you to add your Strength bonus to damage, up to the 
maximum bonus indicated for the bow. Each point of Strength 
bonus granted by the bow adds 100 gp to its cost.
 For purposes of weapon proficiency, a composite longbow is 
treated as if it were a longbow.
 Longspear: A longspear has reach. You can strike foes 
10 ft away with it, but you can’t use it against an adjacent foe. 
If you use a move action to set a longspear against a charge, you 
deal double damage on a successful hit against a charging charac-
ter.
 Mancatcher: A mancatcher is a pole mounted with a 2 
pronged head. Each spring-loaded prong is semi-circular to wrap 
around a Small, Medium, or Large foe. The mancatcher is treated as 
a melee weapon with 10-ft reach. If you hit, the target is entangled 
and suffers a –2 penalty on attack rolls, a -2 penalty on Reflex, a –5 
penalty on Dexterity-based skill checks, can move at only ½ speed, 
and cannot charge or run.
 A mancatcher only harms unarmed or lightly armored foes. Foes 
in Medium or Heavy armor suffer no damage.  Once you have a 
standing or mounted foe secure in a mancatcher, you can knock 
prone your foe on a successful opposed Athletics check.
 An entangled creature can escape with a DC 20 Acrobatics check. 
The mancatcher has 12 hit points and can be forced open with a 

DC 25 Athletics check. Entanglement lasts only as long as you keep 
applying the mancatcher as a standard action.
 Mancatcher, Barbed: As a mancatcher, except it causes 
more damage and is effective against a creature wearing Medium 
armor, but not Heavy armor.
 Musket: This firearm is excellent for distance shots. It holds 
a single shot and requires a standard action to reload, or a move 
action if it’s masterwork. A musket is a 2-handed weapon. Muskets 
are noisy.
 Net: A net is used to entangle Small, Medium, and Large foes. 
When you throw a net, make a ranged attack against your target. 
A net’s maximum range is 10 ft. If you hit, the target is entangled. 

An entangled creature suffers a -2 penalty on attack rolls, 
a -2 penalty on Reflex, a -5 penalty on Dexterity-based 
skill checks, is reduced to ½ speed, and cannot charge 
or run. If you control a net’s trailing rope by succeeding 

on an opposed Athletics check while holding it, the entan-
gled creature can move only within the limits that the rope 
allows. If the entangled creature attempts to use a magic 
ability, it must make a DC 15 Arcana check or be unable to 
do so.
 An entangled creature can escape with a DC 20 Acrobat-

ics check. The net has 5 hit points and can be 
burst with a DC 25 Athletics check.
 A net must be folded to be thrown effec-
tively. The first time you throw your net in a 

fight, you make a normal ranged touch attack roll. After the 
net is unfolded, you suffer a –5 penalty on attack rolls with 
it. It takes 2 rounds for a proficient user to fold a net and 2x 
that long for a nonproficient user to do so.
   Pistol: This small, classy firearm holds a single shot and 
requires a standard action to reload, or a move action if it’s 
masterwork. Its range is better than a shotgun but not as good 
as a musket or hunting rifle. A pistol can be readied or stowed 
as a swift action on a DC 15 Trick check, and when readied as 
part of initiating combat, a target must win an opposed Percep-
tion check or be surprised. Pistols are noisy.
 Quarterstaff: This is a double weapon. There is no 
cost for a standard quarterstaff, but you must pay 300 gp for a 
masterwork quarterstaff.
 Ranseur: A ranseur has reach. You can strike foes 10 ft 
away, but you can’t use it against an adjacent foe. With a ranseur, 
you get a +2 bonus on attacks using the Disarm ability.
 Rapier: This is a long, slim, poiny blade. You can’t wield a 
rapier in 2 hands in order to apply more damage.
 Revolver: This beefed-up pistol sports a magazine with 
6 rounds and is a favorite weapon for use in close range combat. It 
requires either a move action to load 1 bullet or one’s entire turn 
to reload all 6 bullets. Revolvers are noisy.
     Scythe: A scythe grants a +2 bonus on your attack roll when 
using the Trip ability. 
 Shield, Heavy or Light: You can bash with a shield 
instead of using it for defense. See Armor for details.
 Shortbow: You need at least 2 hands to use a shortbow. You can 
use a shortbow while mounted. If you have a penalty for low Strength, 
apply it to damage rolls when you use a shortbow. If you have a bonus 
for high Strength, you can apply it to damage rolls when you use a 
composite shortbow (see below) but not a regular shortbow.
 Shortbow, Composite: You need at least 2 hands to use 

a shortbow. You can use a composite shortbow while mounted. All 
composite bows are made with a particular strength rating (that is, 
each requires a minimum Strength modifier to use with proficiency). 
If your Strength bonus is lower than the strength rating of the com-
posite bow, you can’t effectively use it, so you take a –2 penalty on 
attacks with it. The default composite shortbow requires a Strength 
modifier of +0 or higher to use with proficiency. A composite short-
bow can be made with a high strength rating to take advantage of an 
above-average Strength score. This feature allows you to add your 
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Strength bonus to damage, up to the maximum bonus indicated for 
the bow. Each point of Strength bonus granted by the bow adds 75 
gp to its cost. 
 For purposes of weapon proficiency and similar feats, a composite 
shortbow is treated as if it were a shortbow.
 Shortspear: A shortspear is small enough to wield one-
handed. It may also be thrown. A Small character uses a shortspear 
with 2 hands, while a Medium or larger character uses it with 1 
hand.
 Shotgun: This muscular firearm performs best at close range 
and uses explosive shells rather than rounds. The shells usually con-
tain small metal balls, whether lead, cold iron, silver, or adamantine. 
Shot may also be salt, holy wafer bits, or similar materials harmful 
to certain creatures. A shotgun holds 6 rounds at a time and requires 
either a move action to load 1 shot or one’s entire turn to reload all 
6 shots. Shotguns are noisy.
 Sickle: A sickle grants a +2 bonus on your attack roll when 
using the Trip ability.
 Sling: Your Strength modifier applies to damage rolls when 
you use a sling, just as it does for thrown weapons. You can fire, but 
not load, a sling with 1 hand. Loading a sling is a move action that 
requires 2 hands.
 You can hurl ordinary stones with a sling, but stones are not as 
dense or as round as bullets. Thus, such an attack deals 1 less point of 
damage and you suffer a –1 penalty on attack rolls.
 Spear: A spear can be thrown. If you use a move action to set 
a spear against a charge, you deal double damage on a successful hit 
against a charging character.
 Spiked Armor: You can outfit your armor with spikes, 
which can deal damage. The listed values are typical. See page 154 
for details.
 Spiked Shield: You can bash with a spiked shield instead of 
using it for defense. The listed values are typical. See page 154 for 
details.
 Sword, Bastard: A bastard sword is a 2-handed weapon, 
but can be used as a 1-handed weapon by Large creatures or Medium 
by creatures with 15+ Strength.
 Sword, Two-Bladed: This is a double weapon. 
 Titan Bow: A titan bow is a composite longbow that is 5 
pounds heavier with a 50 ft longer range, and more damage potential. 
 Trident: This weapon can be thrown. If you use a ready action 
to set a trident against a charge, you deal double damage on a suc-
cessful hit against a charging character.
 Urgrosh, Dwarven: A dwarven urgrosh is a double 
weapon. The urgrosh’s axe head is a slashing weapon that deals 1d8 
points of damage. Its spear head is a piercing weapon that deals 1d6 
points of damage. You can use either head as the primary weapon. 
 If you use a ready action to set an urgrosh against a charge, you 
deal double damage if you score a hit against a charging character. If 
you use an urgrosh against a charging character, the spear head is the 
part of the weapon that deals damage.
 Waraxe, Dwarven: A dwarven waraxe is a 2-handed 
weapon, but can be used as a 1-handed weapon by Large creatures or 
by Medium creatures with 15+ Strength.
 Whip: A whip deals no damage to a creature wearing Medium 
or Heavy armor. The whip is treated as a melee weapon with 15-ft 
reach. Unlike most other weapons with reach, you can use it against 
foes anywhere within your reach (including adjacent foes). A whip 
allows you to target a foe at a distance when using the Disarm or Trip 
abilities, and apply a +2 bonus on attacks using Disarm and Trip.
  Whip, Barbed: As a whip, except it causes more damage and 
is effective against a creature wearing Medium armor, but not Heavy 
armor. 

Masterwork Weapons
A masterwork weapon is a finely crafted version of a normal weapon. 
Wielding it provides a +1 bonus on attack and damage rolls.
 You can’t add masterwork quality to a weapon after it is created. It 

must be crafted as a masterwork weapon (see the Warcraft skill). The 
masterwork quality adds 300 gp to the cost of a normal weapon (or 
6 gp to the cost of a single unit of ammunition). Adding the master-
work quality to a double weapon costs 600 gp.
 Masterwork ammunition is effectively destroyed when used.
 Magic weapons, and weapons made from special materials, are 
always of masterwork quality and suitable for enchantment.

Special Materials
Weapons and ammunition can be crafted using special materials and 
secret alchemical techniques at great cost. Only weapons with metal 
parts can be made from the materials below. Thus, a sword, axe or 
arrow could be made with special material but a quarterstaff could 
not. Table 8-12: Special Materials summarizes the items and their 
effect on market price relative to a normal item.

Table 8-12: speCial MaTerials    

Item
Silver

or Jade
Adam-
antine

Cold 
Iron Mithral Shadar

Ammunition +2 gp +60 gp x2 gp +30 gp +5 gp

Light weapon +20 gp +700 gp x2 gp +350 gp +120 gp

Medium weapon +90 gp +3,000 gp x2 gp +1500 gp +500 gp

Heavy weapon +180 gp +6,000 gp x2 gp +3000 gp +1000 gp

 Adamantine: This ultrahard metal strengthens a weapon 
such that is has one-third more hit points and delivers +1 more dam-
age than normal. This is the rarest and most expensive of all special 
materials.
 Alchemical Silver: A complex process bonds silver to 
steel weapon so that it affects creatures such as lycanthropes. Silver is 
softer than normal metal and does 1 point less damage per hit.   
 Cold Iron: This iron is mined deep underground and known 
to harm fey. It is forged at a lower temperature to preserve its deli-
cate properties.
 Jade: Weapons made of jade are splendid pieces of artwork and 
are also known to focus or diffuse psychic power and harm aberra-
tions. Jade is usually green but may be blue, lavender or pink. It is 
best used for small blades.
 Mithral: This is a rare silvery, glistening metal that is lighter 
than iron but just as hard. It is used to make elven chainmail and 
dwarfplate but can also be used to make weapons 50% lighter than 
normal. The lighter weight does not change the weapon’s category 
but it does grant the wielder a +1 bonus on attack rolls to reflect its 
easier handling and increased speed.
 Shadar: Weapons soaked in this supernatural liquid make no 
sound even when they clash against other weapons, negating the 
usual noise of combat (or an assassination). Crafting a shadar weapon 
requires you know the Liquid Shadow ability (page 88).

Primitive Materials
Metallurgy may not be available in some primitive societies. Alterna-
tively, characters may use Warcraft (page 107) to improvise weapons 
from the environment. Such primitive weapons are made entirely 
from bone, bronze, wood or similar basic materials. Only metal 
melee weapons such as daggers and swords can be crafted as primi-
tive weapons. 
 Bone/Wood/Stone: The weapon costs ¼ the usual price 
and the wielder suffers a -2 penalty on attack and damage rolls (mini-
mum of 1 point of damage). Bone weapons are DR 6 with 10 hit 
points per 1-in thickness, while stone weapons are DR 8 with 15 hit 
points per 1-in thickness. When making Warcraft checks, reduce the 
DC by 5 when crafting weapons using these materials.
 Bronze: The weapons costs ½ the usual price and the wielder 
suffers a -1 penalty on attack and damage rolls (with a minimum of 
1 point of damage). Bronze weapons are DR 9 with 20 hit points per 
1-in thickness. 
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Table 8-13: Weapon sTaTisTiCs

Weapon Price Rating Damage Range Weight Type2

Axes Axe, throwing 8 gp Light 1d6 10 ft 2 lb Slashing

Battleaxe 10 gp Medium 1d8 — 6 lb Slashing

Great Axe 20 gp Heavy 1d12 — 12 lb Slashing

Handaxe 6 gp Light 1d6 — 3 lb Slashing

Pick, light 4 gp Light 1d4 — 3 lb Piercing

Pick, heavy 8 gp Medium 1d6 — 6 lb Piercing

Waraxe, dwarven 30 gp Medium 1d10 — 8 lb Slashing

Bows Longbow1 75 gp Heavy 1d8 100 ft 3 lb Piercing

Longbow, composite1 100 gp Heavy 1d8 110 ft 3 lb Piercing

Shortbow1 30 gp Medium 1d6 60 ft 2 lb Piercing

Shortbow, composite1 75 gp Medium 1d6 70 ft 2 lb Piercing

Titan bow1 400 gp Heavy 1d10 150 ft 8 lb Piercing

Chains Chain, spiked3 25 gp Heavy 2d4 — 10 lb Piercing

Flail 8 gp Medium 1d8 — 5 lb Bludgeoning

Flail, gnoll dire 90 gp Heavy 1d8/1d8 — 10 lb Bludgeoning

Flail, heavy 15 gp Heavy 1d10 — 10 lb Bludgeoning

Morning Star 8 gp Medium 1d8 — 6 lb Bludgeoning and piercing

Whip2 1 gp Light 1d2 — 2 lb Slashing

Whip, barbed3 2 gp Medium 1d3 — 3 lb Slashing and piercing

Close Quarters Shield, light Special Light 1d3 — Special Bludgeoning

Shield, heavy Special Medium 1d4 — Special Bludgeoning

Spiked armor Special — 1d6 — Special Piercing

Spiked shield 20 gp Medium 1d6 — 18 lb Piercing

Clubs Club 1 cp Medium 1d6 10 ft 3 lb Bludgeoning

Greatclub 5 gp Heavy 1d10 — 8 lb Bludgeoning

Crossbows Crossbow, heavy6 50 gp Medium 1d10 120 ft 8 lb Piercing

Crossbow, light6 35 gp Light 1d8 80 ft 4 lb Piercing

Crossbow, hand6 100 gp Light 1d4 30 ft 2 lb Piercing

Crosshow, repeating heavy6 400 gp Heavy 1d10 120 ft 12 lb Piercing

Crossbow, repeating light6 250 gp Medium 1d8 80 ft 6 lb Piercing

Double Weapons Axe, orc double 60 gp Heavy 1d8/1d8 — 15 lb Slashing

Bladed maul 60 gp Heavy 1d8/1d8 — 12 lb Any, as desired

Hammer, gnome hooked 20 gp Medium 1d8/1d6 — 6 lb Bludgeoning and piercing

Quarterstaff 1 cp Heavy 1d6/1d6 — 4 lb Bludgeoning

Sword, 2-bladed 100 gp Heavy 1d8/1d8 — 10 lb Slashing

Urgrosh, dwarven 50 gp Heavy 1d8/1d6 — 12 lb Piercing or slashing

Firearms5 Hunting Rifle 400 gp Heavy 2d10 80 ft 8 lb Piercing

Musket 500 gp Heavy 1d12 150 ft 10 lb Piercing

Pistol 200 gp Light 1d10 50 ft 2 lb Piercing

Revolver 450 gp Light 2d6 30 ft 3 lb Piercing

Shotgun1 750 gp Medium 2d8 30 ft 7 lb Piercing

1. See the weapon’s description for important details not shown here. For example, bows, shotguns, and some swords require 2 hands to use.
2. When 2 types are given, the weapon is both types if the entry specifies “and” or either type (player’s choice) if the entry specifies “or”. 
3. Reach weapon allows the wielder to target foes within 10 ft rather than adjacent foes. A spiked chain can target both adjacent and close foes.
4. A bastard sword inflicts 1d10 damage when held in 1 hand or 2d6 when held in 2 hands. Requires Strength 15+ to hold in 1 hand.
5. Prices assume firearms are rare. If uncommon or common, reduce the price to 20% or 10% the listed amount, respectively.
6. The weapon delivers a critical hit on a natural roll of 19 or 20 on a d20, rather than the usual critical hit on just a natural 20. 
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Table 8-13: Weapon sTaTisTiCs ConT.
Weapon Price Rating Damage Range Weight Type2

Hammers Hammer, light 1 gp Light 1d4 20 ft 2 lb Bludgeoning

Mace 5 gp Medium 1d8 — 6 lb Bludgeoning

Warhammer 12 gp Medium 1d8 — 5 lb Bludgeoning

Hand-to-Hand Dagger, punching 2 gp Light 1d4 — 1 lb Piercing

Garrote, leather1 1gp Light 1d3 — ½ lb Bludgeoning

Garrote, wire1 3 gp Light 1d6 — ½ lb Slashing

Gauntlet 2 gp Light 1d3 — 1 lb Bludgeoning

Gauntlet, Spiked 5 gp Light 1d4 — 1 lb Piercing

Unarmed Strike — Light 1d3 — — Bludgeoning

Heavy Blades Falchion6 75 gp Heavy 2d4 — 8 lb Slashing

Greatsword 50 gp Heavy 2d6 — 8 lb Slashing

Longsword 15 gp Medium 1d8 — 4 lb Slashing

Scimitar6 15 gp Medium 1d6 — 4 lb Piercing

Scythe 18 gp Heavy 2d4 — 10 lb Piercing or slashing

Sword, bastard4 35 gp Heavy 1d10 or 2d6 — 6 lb Slashing

Light Blades Dagger 2 gp Light 1d4 10 ft 1 lb Piercing or slashing

Dirk/longknife6 2 gp Light 1d4 — 1 lb Piercing or slashing

Knife, halfling1 1 gp Light 1d3 — 1 lb Piercing or slashing

Kukri6 8 gp Light 1d4 — 2 lb Slashing

Rapier6 20 gp Medium 1d6 — 2 lb Piercing

Sickle 6 gp Light 1d6 — 2 lb Slashing

Sword, short 10 gp Light 1d6 — 2 lb Piercing

Pole Arms Glaive3 8 gp Heavy 1d10 — 10 lb Slashing

Guisarme3 6 gp Heavy 2d4 — 12 lb Slashing

Halberd 10 gp Heavy 1d10 — 12 lb Piercing or slashing

Quarterstaff 1 cp Heavy 1d6/1d6 — 4 lb Bludgeoning

Ranseur3 10 gp Heavy 2d4 — 12 lb Piercing

Spears Javelin1 1 gp Medium 1d6 30 ft 2 lb Piercing

Lance3 10 gp Heavy 1d8 — 10 lb Piercing

Longspear3 5 gp Heavy 1d8 — 9 lb Piercing

Shortspear 1 gp Medium 1d6 20 ft 3 lb Piercing

Spear 2 gp Heavy 1d8 20 ft 6 lb Piercing

Trident 15 gp Medium 1d8 10 ft 4 lb Piercing

Subdual Weapons Lasso 1 gp Medium — 20 ft 7 lb —

Mancatcher 20 gp Heavy 1d2 — 10 lb —

Mancatcher, barbed 30 gp Heavy 1d4 — 15 lb Piercing

Net 20 gp Medium — 10 ft 6 lb —

Sap 1 gp Light 1d2 — 2 lb Bludgeoning

Small Projectiles Blowgun 1 gp Light 1 15 ft 2 lb Piercing

Bolas 5 gp Light 1d4 10 ft 2 lb Bludgeoning

Boomerang1 1 gp Light 1d3 150 ft 1 lb Bludgeoning

Chakram1 15 gp Medium 1d4 120 ft 2 lb Slashing

Dart 5 sp Light 1d4 20 ft ½ lb Piercing

Sling 1 cp Light 1d4 50 ft 5 lb Bludgeoning

Throwing star 5 sp Light 1d4 10 ft ¾ lb Piercing
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 Gear
Here are items commonly used during adventures.

Alchemical Substances & Items
All of these substances except holy water can be made by artificers.
 Acid: You can throw a flask of acid as a splash weapon. Treat this 
attack as a ranged attack with a range increment of 10 ft. A direct hit 
deals 1d6 acid damage. Every creature within 5 ft of the point where 
the acid hits takes 1 point of acid damage from the splash.
 Alchemist’s Fire: You can throw a flask of alchemist’s fire as 
a splash weapon. Treat this attack as a ranged attack with a range incre-
ment of 10 ft.
 A direct hit deals 1d6 points of fire damage. Every creature within 
5 ft of the point where the flask hits takes 1 point of fire damage 
from the splash. On the round following a direct hit, the target takes 
an additional 1d6 points of damage. The target can use a standard 
action to extinguish the flames before taking this additional damage. 
To extinguish the flames, a creature must resist using Reflex against 
an attack roll of d20+5. Rolling on the ground provides the target a 
+2 bonus on the save. Leaping into a lake or magically extinguishing 
the flames automatically smothers the fire.
  Antitoxin: If you drink antitoxin, you get a +5 bonus on 
Fortitude saves against poison for 1 hour.
 Caltrops: A caltrop is a four-pronged iron spike crafted so 
that 1 prong faces up no matter how the caltrop comes to rest. You 
scatter caltrops on the ground in the hope that your enemies step 
on them or are at least forced to slow down to avoid them. One 
2-pound bag of caltrops covers an area 5 ft square.
 Each time a creature moves into an area covered by caltrops (or 
spends a round fighting while standing in such an area), it steps on 
one if it fails to resist using Reflex against an attack of d20+0. If the 
creature is wearing shoes or other footwear, it gets a +2 bonus on its 
save. The caltrop deals 1 point of wound damage, and the creature’s 
speed is reduced by ½ because its foot is wounded. This movement 
penalty lasts for 24 hours, or until the creature is successfully treated 
with a DC 15 Heal check, or until it receives at least 1 point of magi-
cal curing. A charging or running creature must immediately stop if 
it steps on a caltrop. Any creature moving at ½ speed or slower can 
pick its way through a bed of caltrops with no trouble.
 Everburning Torch: This otherwise normal torch has 
a Continual Flame spell cast upon it. An everburning torch clearly 
illuminates a 20-ft radius and provides shadowy illumination out to a 
40-ft radius.
 Holy Water: Holy water damages undead creatures and fiends 
almost as if it were acid. A flask of holy water can be thrown as a splash 
weapon.
 Treat this attack as a splash attack (page 227) with a range incre-
ment of 10 ft. A flask breaks if thrown against the body of a corporeal 
creature, but to use it against an incorporeal creature, you must open 
the flask and pour the holy water out onto the target. Thus, you can 
douse an incorporeal creature with holy water only if you are adja-
cent to it. Doing so is a ranged attack.
 A direct hit by a flask of holy water deals 2d4 holy damage to an 
undead creature or fiend. Each such creature within 5 ft of the point 
where the flask hits takes 1 point of damage from the splash.
 Poison Gas: This poison is either generated from alchemical 
reactions or captured in underground or volcanic regions. The gas 
is stored in a sealed canister. Unstopping or breaking the canister 
releases the gas, which is usually colorless and odorless, though not 
always. The canister can be thrown out to 10 ft to break on impact. 
Each round, creatures within 15-ft of the source suffer 1 wound 
damage from mild gas or 1d6 wound damage and 10 minutes of 
blindness from deadly gas. A Fortitude save reduces the effect to ½ 
damage. These rules assume that creatures seek to cover their mouth 
and eyes. The gas dissipates with a moderate wind or after 1 minute 
unless it is released in a sealed-off area.
 Powder Bomb: Uses gunpowder for a serious explosion. 

You light a fuse that triggers the bomb when it has burned away. The 
fuse can be as short as 1 round or as long as 2 minutes depending on 
the fuse length. The standard length lasts for 3 rounds. The explosion 
delivers 2d6 fire damage within a 5-ft-radius area and 1d6 damage 
within an additional 30 ft. You can throw the bomb. It has a 10 ft 
range.
 Smoke Bomb: This works like a powder bomb except it 
causes no damage and instead provides concealment within a 5-ft-
radius area and concealment out to 30 ft for 2 minutes.
 Smokestick: This alchemically treated wooden stick creates 
thick, opaque smoke when ignited. The smoke fills a 10-ft cube (treat 
the effect as a Fog spell on page 98 except that a moderate or stronger 
wind dissipates the smoke in 1 round). The stick is consumed after 1 
round, and the smoke dissipates naturally after 2 minutes.
 Sunrod: This 1-ft-long, gold-tipped, iron rod glows brightly 
when struck. It clearly illuminates a 30-ft radius and provides shad-
owy illumination in a 60-ft radius. It glows for 6 hours, after which 
the gold tip is burned out and worthless.
 Tanglefoot Bag: When you throw a tanglefoot bag at a 
creature (as a ranged attack with an increment of 10 ft), the bag 
comes apart and the goo bursts out, entangling the target and becom-
ing tough and resilient upon exposure to air. An entangled creature 
suffers a -2 penalty on attack rolls and a -5 penalty on Dexterity-
based skill checks and must resist using Reflex against d20+5 or be 
glued to the floor, unable to move. Even on a successful save, it can 
move only at ½ speed. Huge creatures are unaffected by a tanglefoot 
bag. A flying creature is not stuck to the floor, but it must resist using 
Reflex or be unable to fly (assuming it uses its wings to fly) and fall 
to the ground. A tanglefoot bag does not function underwater.
 A creature that is glued to the floor (or unable to fly) can break 
free by making a DC 17 Athletics check or by dealing 15 points of 
damage to the goo with a slashing weapon or using acid. A creature 
trying to scrape goo off itself, or another creature assisting, does not 
need to make an attack roll. Hitting the goo is automatic, after which 
the attacker rolls damage to see how much goo is scraped off. Once 
free, the creature can move (even fly) at ½ speed. A character capable 
of spellcasting bound by goo must make a DC 15 Endurance check 
to cast a spell. The goo becomes brittle and fragile after 2d4 rounds, 
cracking apart and losing its effectiveness. Applying universal solvent 
to a stuck creature dissolves the goo immediately.
 Thunderstone: You can throw this stone as a ranged attack 
with a range increment of 20 ft. When the stone strikes a hard sur-
face, it emits a deafening bang that is treated as a sonic attack. Each 
creature within a 10-ft radius must resist using Fortitude or be deaf-
ened for 1 hour. A deafened creature, in addition to the obvious 
effects, takes a –5 penalty on initiative and must pass a DC 25 Arcana 
check or miscast and lose any spell with a verbal component that it 
tries to cast. Since you don’t need to hit a specific target with a thun-
derstone, you can simply aim at a particular 5-ft space and succeed 
on an attack against Reflex as a splash attack (page 227).
 Tindertwig: The alchemical substance on the end of this 
small, wooden stick ignites when struck against a rough surface. 
Creating a flame with a tindertwig is much faster than creating a 
flame with flint and steel (or a magnifying glass) and tinder. Lighting 
a torch with a tindertwig is a standard action, and lighting any other 
fire using a tindertwig is at least a standard action.

Animals,Barding, & Stabling
Here are typical mounts plus armor options for mounts and other 
animals.
 Barding For Medium and Large Creatures: 
Barding is a type of armor that covers the head, neck, chest, body, and 
possibly legs of a horse or other mount. Barding made of Medium or 
Heavy armor provides better protection than Light barding, but at 
the expense of speed. Barding can be made of any of the armor types 
found on Table 8-5: Light Armor through Table 8-7: Heavy Armor on 
pages 154-155.
 Armor for a horse (a Large quadruped) costs 4x as much as armor 
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for a human (a Medium humanoid) and also weighs 2x as much as 
normal armor. If the barding is for a pony or other Medium mount, 
the cost is only double, and the weight is the same as for Medium 
armor worn by a humanoid. Medium or Heavy barding slows a 
mount that wears it, as shown on the table below.

Table 8-14: effeCT of barding on speed*
Barding 40 ft 50 ft 60 ft 80 ft

Light 40 50 60 80

Medium 35 40 50 70

Heavy 30 35 40 60

* A mount wearing Heavy armor moves at only triple its normal 
speed when running instead of quadruple.

 Flying mounts, except creatures of the dragon type, can’t fly in 
Medium or Heavy barding.
 Removing and fitting barding takes 5x as long as the figures given 
on Table 8-10: Donning Armor. A barded animal cannot be used to 
carry any load other than the rider and normal saddlebags.
 Dog, Riding: This Medium dog is specially trained to carry a 
Small humanoid rider. It is brave in combat like a warhorse. You take 
no damage when you fall from a riding dog.
 Donkey or Mule: Donkeys and mules are stolid in the 
face of danger, hardy, surefooted, and capable of carrying heavy loads 
over vast distances. Unlike a horse, a donkey or a mule is willing 
(though not eager) to enter dungeons and other strange or threaten-
ing places.
 Feed: Horses, donkeys, mules, and ponies can graze to sustain 
themselves, but providing feed for them is much better. If you have a 
riding dog, you have to feed it at least some meat.
 Horse: A horse (other than a pony) is suitable as a mount for 
a Medium character. A pony is smaller than a horse and is a suitable 
mount for a Small character. Warhorses and warponies can be ridden 
easily into combat. Light horses, ponies, and heavy horses are hard to 
control in combat.
 Saddle, Exotic: An exotic saddle is like a normal saddle of 
the same sort except that it is designed for an unusual mount. Exotic 
saddles come in military, pack, and riding styles.
 Saddle, Military: A military saddle braces the rider, pro-
viding a +2 bonus on Handle Animal checks related to staying in the 
saddle. If you’re knocked unconscious while in a military saddle, you 
have a 75% chance to stay in the saddle (compared to 50% for a rid-
ing saddle).
 Saddle, Pack: A pack saddle holds gear and supplies, but not 
a rider. It holds as much gear as the mount can carry, though oddly-
shaped items may not fit.
 Saddle, Riding: The standard riding saddle supports a rider.

Books & Papers
In civilized societies, official papers are often required to conduct 
various activities.
 Book: Books come in all shapes and sizes from small pocket 
booklets and pamphlets to large leather-clad tomes. Content deter-
mines the base cost: 10 gp for how-to manuals and similar nonfiction 
works compared to 1 gp for novels. For masterwork paper and bind-
ing add 100 gp.
 ID Paper: This sturdy paper is notarized with an arcane mark 
and acts as personal identification. The details vary among kingdoms. 
Most ID papers list a person’s name, birthplace, nationality, and noble 
title (if any). The arcane mark glows in the hands of the person to 
which is belongs. More costly ID papers show a small painted por-
trait. Many people store their ID paper in a small leather booklet cost-
ing an additional 1 sp.
 Ink: This is black ink. Ink in other colors costs 2x as much.
 Invisible Ink: As the name suggests, the ink is invisible to the 
unaided eye. The ink is a mix of fruit juice, white wine, and baking 
soda. The ink is made visible by heating the page in an oven or over a 

flame for 1 minute. 
 Letter of Credit: This is a bank letter sanctioned with an 
arcane mark. It is not paper money. Rather, it allows the holder to 
withdraw funds from all branches of the same bank. Typically, the 
letter indicates a maximum amount that can be withdrawn on a given 
day. The arcane mark glows in the hands of the person it belongs to. 
 Letter of Marque: This letter grants official permission 
for the holder to engage in combat or warlike acts on behalf of a 
monarch, usually against persons, locations, or vessels named in the 
letter. The letter is stamped with an arcane mark that glows in the 
hands of the person it belongs to. 
 Press (Woodblock): This simple printing press relies on 
inked wood blocks that are arranged to spell out a page’s message 1 
character at a time. Preparing the press for a single page requires 2 
hours. Once prepared, it can produce 30 copies of 1 particular sheet 
per hour by applying manual pressure to imprint on each copy. The 
result is crude but readable. A press cannot copy documents, letters 
or stamps. A press is 2 ft wide, 3 ft deep, 3 ft high, and consists of a 
set of rollers and blocks on a stand. It prints documents that are up 
to 18 in wide and 2 ft long.
 Signet Ring: This ring is popular with nobles, bankers, and 
sages. It produces a visible seal to close letters and ensure veracity. 
The masterwork vision produces invisible strokes that glow under a 
darklight.
 Stamp: This small imprint or adhesive paper is needed to send a 
letter by carrier service.
 Tax Stamp: This stamp is affixed to crates or bags containing 
goods for sale. The goods cannot be sold legally unless the stamp is 
present. The cost of the stamp varies by the goods and transaction.
 Translation Book: Each 2-page spread of this book is 
divided into 6 columns and 24 rows. Each row contains a differ-
ent common word or phrase such as “I would like an ale”, “Which 
way to find lodging?” or “I love you very much”. The first column is 
usually written in Common. The other columns are usually written 
in Draconic, Dwarvish, Elvish, Gnomish, and Sylvan, though other 
languages are possible. Using the book grants a person a +2 bonus on 
Literacy checks made to write in a language the user does not know 
and a +2 bonus on Literacy checks made to speak in a language the 
user does not know. 
 Traveling Paper: This sturdy paper is similar to an ID 
paper but demonstrates that the person has official permission to 
enter a location (usually a city or kingdom). Traveling papers are 
granted at official entryways to kingdoms or by ambassadorial staff 
prior to leaving for one’s destination. A person found in a foreign 
land without traveling papers is assumed to have snuck in illegally.

Clothing
A person’s clothing says much. Here are outfits for various occasions.
 Artisan’s Outfit: This outfit includes a shirt with buttons, 
a skirt or pants with a drawstring, shoes, and perhaps a cap or hat. It 
may also include a belt or a leather or cloth apron for carrying tools.
 Cleric’s Vestments: These ecclesiastical robes are for per-
forming priestly functions, not for adventuring.
 Cold Weather Outfit: A cold weather outfit includes a 
wool coat, linen shirt, wool cap, heavy cloak, thick pants or skirt, and 
boots. This outfit grants a +5 bonus on Fortitude saves against expo-
sure to cold weather.
 Courtier’s Outfit: This outfit includes fancy, tailored 
clothes in whatever fashion happens to be the current style in the 
courts of the nobles. Anyone trying to influence nobles or courtiers 
while wearing street dress will have a hard time of it (–2 penalty 
on Charisma-based skill checks to influence such individuals). If you 
wear this outfit without jewelry (costing an additional 50 gp), you 
look like an out-of-place commoner.
 Entertainer’s Outfit: This set of flashy, perhaps gaudy, 
clothes is for entertaining. While the outfit looks whimsical, its prac-
tical design lets you tumble, dance, walk a tightrope, or just run (if 
the audience turns ugly).
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Alchemical Items
Item Price Weight

Acid (flask) 10 gp 1 lb

Alchemist’s fire (flask) 20 gp 1 lb

Antitoxin (vial) 50 gp —

Everburning torch 110 gp 1 lb

Holy water (flask) 25 gp 1 lb

Smokestick 20 gp ½ lb

Sunrod 2 gp 1 lb

Poison gas (mild) 25 gp —

Poison gas (deadly) 250 gp —

Powder bomb 150 gp 1 lb

Smoke bomb 70 gp 1 lb

Tanglefoot bag 50 gp 4 lb

Thunderstone 30 gp 1 lb

Tindertwig 1 gp —

Animals
Item Price Weight

Cow 10 gp —

Dog (guard) 25 gp —

Dog (riding) 150 gp —

Donkey or mule 8 gp —

Falcon/hawk (trained) 40 gp —

Horse (heavy) 200 gp —

Horse (light) 75 gp —

Pony 30 gp —

Sheep 2 gp —

Warhorse (heavy) 400 gp —

Warhorse (light) 150 gp —

Warpony 100 gp —

Barding, Feed & Stabling
Item Price* Weight

Barding (leather, 
DR+2)

30 gp 30 lb

Barding (chain, 
DR+5)

300 gp 80 lb

Barding (plate, 
DR+8)

500 gp 100 lb

Bit and bridle 2 gp 1 lb

Feed (per day) 5 cp 10 lb

Saddle (military) 20 gp 30 lb

Saddle (pack) 5 gp 15 lb

Saddle (riding) 10 gp 25 lb

Saddle (exotic 
mount)

60 gp 40 lb

Saddlebags 4 gp 8 lb

Stabling (per day) 5 sp —
* Assumes Large animal. Multiply price and 
weight by 4x for Huge animals.

Books & Papers
Item Price Weight

Book (manual) 10 gp 3 lb

Book (novel) 2 gp ½ lb

ID papers (standard) 2 gp —

ID papers (with portrait) 5 gp —

Ink (1 oz. vial) 8 gp —

Inkpen 1 sp —

Invisible ink  (1 oz. vial) 24 gp —

Letter of credit 25 gp —

Letter of marque 500 gp —

Paper (sheet) 4 sp —

Parchment (sheet) 2 sp —

Press (woodblock) 750 gp 70 lb

Signet ring 5 gp —

Traveling papers 2 sp —

Translation book 20 gp 2 lb

Vial, for ink or potion 1 gp 1/10 lb

Clothing
Item Price Weight

Artisan’s outfit 1 gp 4 lb

Clerics vestments 5 gp 6 lb

Cold weather outfit 8 gp 7 lb

Courtier’s outfit 30 gp 6 lb

Entertainer’s outfit 3 gp 4 lb

Explorer’s outfit 10 gp 8 lb

Monk’s outfit 5 sp 2 lb

Noble’s outfit 75 gp 10 lb

Peasant’s outfit 1 sp 2 lb

Royal outfit 200 gp 15 lb

Scholar’s outfit 5 gp 6 lb

Traveler’s outfit 1 gp 5 lb

Drugs & Poisons
Item Price (1 dose)

Calfrass 2 gp

Desert spice 25 gp

Dream seed 12 gp

Fey ecstasy 5 gp

Fresh blood (1 oz. vial) 25 gp

Liquid arcana 9 gp

Margras root 8 gp

Poison (mild) 25 gp

Poison (moderate) 100 gp

Poison (severe) 600 gp

Shadow dust 15 gp

Smelling salts (1 oz. vial) 2 cp

Truth serum 50 gp

Explorers Gear
Item Price Weight

Backpack (empty) 2 gp 2 lb

Barrel (empty) 2 gp 30 lb

Basket (empty) 4 sp 1 lb

Bedroll 1 sp 5 lb

Bell 1 gp —

Block and tackle 5 gp 5 lb

Bottle or wine glass 2 gp —

Bouquet (common) 1 sp 2 lb

Bouquet (beautious) 1 gp 3 lb

Caltrops 1 gp 2 lb

Camel pack (empty) 50 sp 3 lb

Candle 1 cp —

Canvas (sq. yd.) 1 sp 1 lb

Case, map or scroll 1 gp ½ lb

Chain (10 ft.) 30 gp 2 lb

Chalk, 1 piece 1 cp —

Chest (empty) 2 gp 25 lb

Condom 1 cp —

Crowbar 2 gp 5 lb

Firewood (per day) 1 cp 20 lb

Fish hook 1 sp —

Fishing net, 25 st. ft. 4 gp 5 lb

Flask (empty) 3 cp 1½ lb

Flint and steel 1 gp —

Grappling hook 1 gp 4 lb

Hammer 5 sp 2 lb

Hourglass 25 gp 1 lb

Icebox (empty) 500 gp 105 lb

Ladder, 10-ft 5 cp 20 lb

Lamp, common 1 sp 1 lb

Lantern, bullseye 12 gp 3 lb

Lantern, hooded 7 gp 2 lb

Lock, simple 20 gp 1 lb

Lock, average 40 gp 1 lb

Lock, good 80 gp 1 lb

Lock, amazing 150 gp 1 lb

Manacles 15 gp 2 lb

Manaclesmwk 50 gp 2 lb

Mirror, small steel 10 gp ½ lb

Oil (1-pint flask) 1 sp 1 lb

Pick, miner’s 3 gp 10 lb

Piton 1 sp ½ lb

Pole (10 ft) 2 sp 8 lb

Pot, iron 5 sp 10 lb

Pouch, belt (empty) 1 gp ½ lb

Ram, portable 10 gp 20 lb

Rope, hempen (50 ft) 1 gp 10 lb
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Item Price Weight

Rope, silk (50 ft) 10 gp 5 lb

Roses, bouquet 2 gp 1 lb

Sack (empty) 1 sp ½ lb

Sealing wax 1 gp 1 lb

Sewing needle 5 sp —

Signal whistle 8 sp —

Sledge 1 gp 10 lb

Soap (per lb) 5 sp 1 lb

Spade or shovel 2 gp 8 lb

Spectacles 75 gp —

Spinning wheel 88 gp 20 lb

Spinning fiber (poor) 3 sp 1 lb

Spinning fiber (good) 5 gp 1 lb

Spyglass 250 gp 1 lb

Sun goggles 200 gp —

Tent 10 gp 20 lb

Torch 1 cp 1 lb

Waterskin 1 gp 4 lb

Whetstone 2 cp 1 lb

Food & Drink
Item Price Weight

Ale (gallon) 2 sp 8 lb

Ale (mug) 4 cp 1 lb

Banquet (per person) 10 gp —

Bread (per loaf) 2 cp ½ lb

Cheese (hunk of) 1 sp ½ lb

Distilled spirits (shot) 2 sp ½ lb

Fruit (basket) 1 gp 5 lb

Ice (1-cubic-ft block) 50 gp 57 lb

Ice (bag loose chips) 10 gp 10 lb

Meat (chunk of) 3 sp ½ lb

Spices (box) 2 gp 1 lb

Sweets (box) 5 gp 1 lb

Rations, trail (per day) 5 sp 1 lb

Water (boiled, quart) 1 cp 2 lb

Water (rose, quart) 1 sp 2 lb

Wine (pitcher) 2 sp 6 lb

Wine (fine bottle) 10 gp 1½ lb

Gems, Jewels, & Artwork
Item Rating Gem Jewel/Art

Costume 10 gp 25 gp

Common 50 gp 100 gp

Uncommon 100 gp 250 gp

Rare 500 gp 1,000 gp

Very rare 1,000 gp 2,500 gp

Prized 5,000 gp 10,000 gp

Hired Services / TRavel
Item Price

Coach cab (per mile) 3 cp

Hired townie, unskilled 3 sp/hour

Hired townie, magical 5 gp/day

Hired townie, mundane 2 gp/day

Messenger (per mile) 2 cp/mile

Ship/dirigible/rail (1st class) 1 gp/mile

Ship/dirigible/rail (2nd class) 1 sp/mile

Ship/dirigible/rail (3rd class) 1 cp/mile

Social (small, common) 5 gp/4 hrs

Social (small, aristocratic) 25 gp/4 hrs

Social (large, common) 30 gp/4 hrs

Social (large, aristocratic) 150 gp/4 hrs

Lodging, Bath, & Meals
Item Price

Daily inn (good) 2 gp

Daily inn (common) 5 sp

Daily inn (poor) 2 sp

Daily meals (good) 5 sp

Daily meals (common) 3 sp

Daily meals (poor) 1 sp

Hot bath 1 sp

Spellcasting
Item Price*

Basic spell 25 gp

Intermediate spell 250 gp

Advanced spell 500 gp

Paragon spell 1,000 gp

Use wondrous item 5 gp/use

* Doesn’t include expense of materials and 
assumes a safe, convenient locale.

Tools & Skill Kits
Item Price Weight

Artificer’s lab 250 gp 40 lb

Artisan’s tools 5 gp 5 lb

Artisan’s tools, mwk 55 gp 5 lb

Climber’s kit 80 gp 5 lb

Construct repair kit 50 gp 2 lb

Disguise kit 50 gp 8 lb

Healer’s kit 50 gp 1 lb

Holly and mistletoe — —

Holy symbol, wooden 1 gp —

Holy symbol, silver 25 gp 1 lb

Holy symbol, gold 250 gp 1 lb

Implement, amulet 25 gp —

Item Price Weight

Implement, orb 25 gp 1 lb

Implement, wand 2 gp 1 lb

Inquistor’s kit 250 gp 4 lb

Magnifying glass 100 gp —

Make-up (fine jar) 5 gp 1 lb

Musical instrument 5 gp 3 lb

Music instrumentmwk 100 gp 3 lb

Scale, merchant’s 2 gp 1 lb

Spellbook (blank) 15 gp 3 lb

Spellshard (empty) 3 gp ½ lb

Surgical bay 250 gp 40 lb

Thieves tools 30 gp 1 lb

Thieves toolsmwk 100 gp 2 lb

Tool, mwk 50 gp 1 lb

Water clock 1000 gp 200 lb

Torture Devices
Item Price Weight

Branding iron 2 gp 4 lb

Cup of hot lead 1 sp 1 lb

Iron maiden 200 gp 250 lb

Jaw breaker 10 gp 1 lb

Pillory 50 gp 50 lb

Rack 150 gp 200 lb

Flenser 4 gp —

Thumbscrew 1 gp 1 lb

Vehicles
Item Price Weight

Carriage 100 gp 600 lb

Carriage, armored 580 gp 1,300 lb

Cart 15 gp 200 lb

Cloudhopper 20,000 gp 900 lb

Dirigible 30,000 gp —

Galley 30,000 gp —

Galley, arcane 50,000 gp —

Hot air balloon 40,000 gp 1,500 lb

Keelboat 3,000 gp —

Longship 10,000 gp —

Rowboat 50 gp 100 lb

Sailing ship 10,000 gp —

Sled 20 gp 300 lb

Wagon (covered) 50 gp 550 lb

Wagon (open) 35 gp 400 lb

Warship 25,000 gp —

— No weight, or no weight worth noting.
Note: Small versions of items weigh ¼ the listed 
amount and carry ¼ the normal amount.
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 Explorer’s Outfit: This is a full set of clothes for someone 
who never knows what to expect. It includes sturdy boots, leather 
breeches or a skirt, a belt, a shirt (perhaps with a vest or jacket), 
gloves, and a cloak. Rather than a leather skirt, a leather overtunic 
may be worn over a cloth skirt. The clothes have plenty of pockets 
(especially the cloak). The outfit also includes any extra items you 
might need, such as a scarf or a wide-brimmed hat.
 Monk’s Outfit: This simple outfit includes sandals, loose 
breeches, and a loose shirt, and is all bound together with sashes. 
The outfit is designed to give you maximum mobility, and it’s made 
of high-quality fabric. You can hide small weapons in pockets hidden 
in the folds, and the sashes are strong enough to serve as short ropes.
 Noble’s Outfit: This set of clothes is designed specifically to 
be expensive and to show it. Precious metals and gems are worked 
into the clothing. To fit into the noble crowd, every would-be noble 
also needs a signet ring (see Adventuring Gear, above) and jewelry 
(worth at least 100 gp).
 Peasant’s Outfit: This clothing consists of a loose shirt and 
baggy breeches, or a loose shirt and skirt or overdress. 
 Royal Outfit: This is just the clothing, not the royal scepter, 
crown, ring, and other accoutrements. Royal clothes are ostenta-
tious, with gems, gold, silk, and fur in abundance.
 Scholar’s Outfit: Perfect for a scholar, this outfit includes 
a robe, a belt, a cap, soft shoes, and possibly a cloak.
 Traveler’s Outfit: This set of clothes consists of boots, a 
wool skirt or breeches, a sturdy belt, a shirt (perhaps with a vest or 
jacket), and an ample cloak with a hood.

Drugs & Poisons
These powerful substances offer both beneficial and baneful effects. 
Multiple doses of the same drug or poison do not stack. 
 Calfrass: After chewing this medicinal herb for 10 minutes, 
the user falls asleep for 6 hours and heals at 2x the normal rate. How-
ever, the sleep is so deep that rousing the user takes 1 full minute 
rather than 1 round. 
 Desert Spice: This orange sand-like substance is reputedly 
harvested from desert worms. Snorting or eating a dose grants a +5 
bonus on Pilot checks for 24 hours and reverses one’s apparent (but 
not actual) physical age by 1 year to a minimum of the young adult 
age for your race (age 15 for humans). After 10 or more doses, the 
user’s eyes turn deep orange. 
 Dream Seed: Smoking this flower evokes hallucinations and 
offers a glimpse of the near future. For 1 hour, the user experiences 
a potent vision, suffers a -10 penalty on Perception checks, and is 
limited to a single move or standard action each round. At any time 
in the next 24 hours, the user enjoys a +5 bonus on a single d20 roll 
to reflect what was foreseen. During this time, the user also suffers a 
lingering -2 penalty on Perception checks.  
 Fey Ecstasy: This delicious liquid is distilled from tears of 
nymphs and dryads and grants the user a +2 bonus on Diplomacy 
checks, or +5 in romantic situations, for 1d4 hours. Thereafter, the 
user experiences a dramatic mood swing to suffer an equivalent pen-
alty for 1d4 hours.
 Fresh Blood: Whether magically preserved or simply fresh, 
this 1-oz vial of warm blood from a healthy person is sufficient to 
rejuvenate an undead creature for 1d4+1 vitality. Also, medicants 
often use fresh blood to create magical effects.
 Liquid Arcana: A single dose of this colorful liquid boosts 
the user’s effective level by +1 for the purpose of adjudicating the 
effects of magical abilities that vary by level. The effect lasts 1d4 
hours. Afterward, the user is dazed for 10 minutes due to confusion. 
 Margras Root: This root boosts physical prowess. A single 
dose of this bitter root boosts the user’s effective level by +1 for the 
purpose of adjudicating the effects of nonmagical abilities that vary by 
level. The effect lasts 1d4 hours. Afterward, the user is dazed for 10 
minutes due to pain.
 Poison: This toxin can be mild, moderate or severe. The 
effect starts 2 minutes after ingestion or 2 rounds after introduction 
through a wound. Cure Ailment and Herbalist can neutralize poison.

 Mild: The target suffers 1d2 wound damage and feels a mild upset 
with a -1 penalty on d20 rolls for 1 minute. 
 Moderate: The target suffers 1d3+1 wound damage and experi-
ences a lingering upset with a -1 penalty on d20 rolls for 10 minutes.
 Severe: The target suffers 1d4+2 wound damage and experiences 
nausea with a -2 penalty on d20 rolls for 24 hours.
 Ingested poisons must be placed in food or wine to mask their 
taste, which is usually mild and requires a DC 30 Perception check 
to notice 1 dose. Reduce the DC by 5 for each additional dose added. 
There is no way to resist an ingested poison’s effect. 
 A single dose of poison can also be placed on a weapon and deliv-
ered on the next successful strike with that weapon. 
 Shadow Dust: Inhaling shadow dust causes the user to turn 
gray for 2 minutes, providing a +2 bonus on Stealth checks, or +5 
when hiding.
 Smelling Salts: Also called “sal volatile”, this white crystal-
line compound easily revives an unconscious person or animal on a DC 
5 Heal check. It causes muscles that control breathing to work faster.
 Truth Serum: A dose of this odious brew loosen’s the drink-
er’s tongue for 2 minutes. Each dose causes 1d6 damage, inflicts a 
-20 penalty on Bluff checks, and forces the drinker to speak at least 
10 words.

Explorers Gear
The following items are available almost everywhere, though items 
costing over 50 gp may be found only in larger cities. 
 Backpack: A large leather satchel secured to the back with 
straps that wrap around the arms and torso. Its empty weight is 2 
pounds. A full backpack holds up to 50 pounds.
 Bouquet: A seasonal arrangement of common flowers is 1 sp 
and lasts 3 days. Rare or unseasonal flowers in an artistic arrangement 
with preserving agents are 1 gp and last 5 days. Vase not included.
 Camelpack: A small leather bladder, secured to the back 
with straps, has a single narrow opening to accept liquids and a flex-
ible tube that delivers the liquid to the mouth by the power of suc-
tion. The pack holds 50 ounces of water which sustain 1-2 hours of 
intense activity.  A camel pack is small enough to be worn under or 
beside a backpack. 
 Candle: A candle dimly illuminates a 5-ft radius and burns for 
1 hour.
 Chain: A chain has DR 10 and 5 hit points. It can be burst with 
a DC 25 Athletics check.
 Condom: This protective sheath is made of sheep or pig intes-
tine or a sheer linen fabric. It blocks pregnancy 90% of the time. The 
normal chance of pregnancy is about 1 in 6 on a given day (a window 
of 5 days each month).
 Crowbar: Using a crowbar grants a +2 bonus on Athletics 
checks made for such purposes. If used in combat, treat a crowbar as 
a one-handed improvised weapon that deals 1d4 damage.
 Flint and Steel: Lighting a torch with flint and steel takes a 
full turn, and lighting any other fire with them takes at least that long.
 Grappling Hook: Throwing a grappling hook successfully 
requires a Trick check (DC 10, +2 per 10 ft of distance thrown).
 Hammer: If a hammer is used in combat, treat it as a one-
handed improvised weapon that deals damage equal to that of a 
spiked gauntlet.
 Icebox: A 5-ft-high, 3-ft-square wooden cabinet with a large 
upper compartment to place a block of ice. The cabinet is well-insu-
lated and coated with a thick layer of tin, zinc or silver. Food is placed 
on shelves under the ice block. The ice must replaced every 1 to 2 
days or else the food spoils.
 Lamp, Common: A lamp clearly illuminates a 15-ft radius, 
provides shadowy illumination out to a 30-ft radius, and burns for 6 
hours on a pint of oil. You can carry a lamp in 1 hand. 
 Lantern, Bullseye: A bullseye lantern provides clear illu-
mination in a 60-ft cone and shadowy illumination in a 120-ft cone. 
It burns for 6 hours on a pint of oil. You can carry a bullseye lantern 
in 1 hand.
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 Lantern, Hooded: A hooded lantern clearly illuminates 
a 30-ft radius and provides shadowy illumination in a 60-ft radius. It 
burns for 6 hours on a pint of oil. You can carry a hooded lantern in 
1 hand.
 Lock: The DC to open a lock with the Mechanics skill depends 
on the lock’s quality: simple (DC 20), average (DC 25), good (DC 
30) or superior (DC 40).
 Manacles and Manacles, Masterwork: Man-
acles can bind a Medium creature. A manacled creature can use the 
Acrobatics skill to slip free (DC 30, or DC 35 for masterwork man-
acles). Breaking the manacles requires an Athletics check (DC 26, or 
DC 28 for masterwork manacles). Manacles have DR 10 and 10 hit 
points. Most manacles have locks. Add the cost of the lock you want 
to the cost of the manacles.
 For a Large or Tiny creature, manacles cost 10x the indicated 
amount, and for a Huge creature, 100x this amount.
 Oil: A pint of oil burns for 6 hours in a lantern. You can use a 
flask of oil as a splash weapon. Use the rules for alchemist’s fire (page 
162), except that it takes a full round action to prepare a flask with 
a fuse. Once it is thrown, there is a 50% chance of the flask igniting 
successfully.
 You can pour a pint of oil on the ground to cover an area 5 ft square, 
provided that the surface is smooth. If lit, the oil burns for 2 rounds 
and deals 1d3 points of fire damage to each creature in the area.
 Ram, Portable: This iron-shod wooden beam gives you a 
+2 bonus on Athletics checks made to break open a door and allows 
a second person to automatically help you (no roll required), increas-
ing your bonus by an additional +2.
 Rope, Hempen: This rope has 2 hit points and can be burst 
with a DC 23 Athletics check.
 Rope, Silk: This rope has 4 hit points and can be burst with a 
DC 24 Athletics check. It is so supple that it provides a +2 bonus on 
Trick checks when working with ropes.
 Roses, Bouquet: Presenting a person with this set of a half-
dozen fine roses or similarly alluring flower grants a +2 bonus on 
Diplomacy checks. The roses last a few days or 1 week with care.
 Spectacles: These fragile wire-frame lenses are typically used 
by older folk and academics to correct the effects of nearsightedness 
or farsightedness.
 Spinning Wheel: This smart device consists of a 2-ft-diam-
eter wheel mounted on a stool with rollers and pins to thread and 
weave fibers (wool, silk, etc) into clothing. A pound of fiber becomes 
a pound of clothing. 
 Spyglass: Objects viewed through this device are magnified to 
2x their size.
 Sun Goggles: This pair of rugged quartz-coated goggles 
mutes the sun’s rays to negate the effects of Light Blindness typical for 
drow and kobolds. However, the wearer suffers a -2 penalty on Percep-
tion checks.
 Torch: A torch burns for 1 hour, clearly illuminating a 20-ft 
radius and providing shadowy illumination out to a 40- ft radius. If a 
torch is used in combat, treat it as a 1-handed improvised weapon that 
deals 1d3 damage plus 1 point of fire damage.
 Vial: A vial holds 1 ounce of liquid. The stoppered container 
usually is no more than 1 inch wide and 3 inches high.

Food, Drink, Lodging, bath, & Meals
Unless a character is living in the wilderness, he must expend funds 
for meals and lodging.
 Food: The listed foods are average quality and free of rot. Dou-
ble the price for high quality food and halve the price for rotten food. 
A character must pass a DC 12 Endurance check to avoid nausea from 
rotten food. 
 Hot Bath: A character who foregoes a bath suffers a cumula-
tive -1 penalty on Comeliness per day, to a maximum penalty of -5.
 Inn: Poor accommodations at an inn amount to a place on the 
floor near the hearth. Common accommodations consist of a place 
on a raised, heated floor and the use of a blanket and a pillow. Good 

accommodations consist of a small, private room with a bed, some 
amenities, and a covered chamber pot in the corner.
 Meals: Poor meals might be composed of bread, baked turnips, 
onions, and water. Common meals might consist of bread, chicken 
stew, carrots, and watered-down ale or wine. Good meals might be 
composed of bread and pastries, beef, peas, and ale or wine.
 Water: Drinking impure water is dangerous. A character must 
pass a DC 15 Endurance check to avoid nausea from water that hasn’t 
been boiled.

Gems, Jewels, & Artwork
Even if characters don’t buy artwork, they may often gain it as trea-
sure. Gems are a convenient means to transport large amounts of 
personal wealth. Even cheap gems hold much value relative to their 
minute size. Jewelry often consists of gems embedded in or sus-
pected by a metal clasp. Artwork is often made from fine materials. 
Here are typical gem types by category.

Table 8-15: geMs by priCe and Type

Quality Price Typical Gems

Costume 10 gp Agate, azurite, blue quartz, hematite, lapis 
lazuli, malachite, obsidian, and irregular 
pearl.

Common 50 gp Bloodstone, carnelian, citrine, jasper, moon-
stone, onyx, peridot, clear quartz, sardonyx, 
and rose quartz.

Uncommon 100 gp Amber, amethyst, coral, earth garnet, jade, 
fine pearl, spinel, and tourmaline.

Rare 500 gp Alexandrite, aquamarine, black pearl, generic 
corundum, sea garnet, and topaz.

Very rare 1,000 gp Black opal, blue sapphire, fire opal, pale 
emerald, sapphire, and star ruby.

Prized 5,000 gp Bright emerald, diamond, and jacinth.

Table 8-16: jeWels and arTWork by priCe and Type

Quality Price Typical Jewels / Artwork

Costume 25 gp Silver ewer, carved bone or ivory statuette, 
fine gold bracelet, brass mug, silver plate 
setting, porcelain dish set.

Common 100 gp Gold-treated vestments, black velvet mask 
with tiny costume gems, silver chalice inlaid 
with costume gems, small wool tapestry, 
solid silver idol, fine mirror.

Uncommon 250 gp Silver comb with common gems, silver-
plated sword with gems, common gems 
inlaid in the hilt, large fine wool tapestry, 
carved harp with irony and inlaided common 
gems, crystal goblet.

Rare 1,000 gp Gold comb with uncommon gem, gold 
bottle with inlaid uncommon gems, solid 
gold idol, ceremonial platinum dagger, old 
masterpiece painting, embroidered silk and 
velvet mantle with inlaid common gems, life-
like stone bust.

Very rare 2,500 gp Bejeweled pair of gloves or hat, eyepatch 
with gem for mock eye, opal pendant on 
fine gold chain, pearl necklace, small gold 
bejeweled earrings, gold music box, life-like 
human-sized stone statue

Prized 10,000 gp Gold crown or platinum ring with very rare 
gems, gold ring with inset ruby, gold cup set 
with emeralds, life-like bronze statue

Hired Services & Travel
Sometimes the best solution for a problem is to hire someone else 
to take care of it.
 Coach Cab: The price given is for a ride that transports people 
(and light cargo) between towns. For a ride in a cab that transports 
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passengers within a city, 1 copper piece usually takes you anywhere 
you need to go.
 Hired Townie, Magical: The amount shown is a typical 
daily wage for a townie with a magical profession as indicated by a * 
for townies listed on pages 259-276. The pay affords a middle class 
lifestyle. Typical magical professions include the healer and mage-
wright.  
 Hired Townie, Mundane: The amount given is the 
typical daily wage for a townie with a mundane profession, which is 
any townie without a * as listed on pages 259-276. Typical mundane 
professions include the archer, courtesan, and sailor.
 Messenger: This entry includes horse-riding messengers and 
runners. Those willing to carry a message to a place they were going 
anyway may ask for only ½ the indicated amount.
 Road or Gate Toll: A toll is sometimes charged to cross a 
well-trodden, well-kept, and well-guarded road to pay for patrols on 
it and for its upkeep. Occasionally, a large walled city charges a toll 
to enter or exit (or sometimes just to enter).
 Ship’s Passage: Most sailing ships do not specialize in passen-
gers, but many are able to take a few along when transporting cargo. 
Double the given cost for creatures larger than Medium or creatures 
that are otherwise difficult to bring aboard a ship. While dirigible and 
rail travel focus on passengers, they charge triple for unusual crea-
tures and cargo due to space limitations.
 Social: A room or garden with tables, chairs, and such to accom-
modate a group of people whether small (12) or large (80) for dances, 
shows, weddings, etc. Does not include food. The cost is hourly.

Spellcasting
Characters can hire spellcasters to use magic abilities on their behalf.
 Spell: The indicated amount is how much it costs to hire a NPC 
to cast a spell for you. This cost assumes that you can go to the spell-
caster and have the spell cast at his convenience (up to 24 hours 
later). If you want to bring the spellcaster somewhere to cast a spell 
you need to negotiate, and the default answer is no.
 The cost given is for a spell with no cost for a material component. 
Add the cost of any material components to the cost of the spell.
 Furthermore, if a spell has dangerous consequences, the spell-
caster will certainly require proof that you can and will pay for deal-
ing with any such consequences (that is, assuming that the spellcaster 
even agrees to cast such a spell, which isn’t certain). In the case of 
spells that transport the caster and characters over a distance, you 
will likely have to pay for 2 castings of the spell, even if you aren’t 
returning with the caster.
 In addition, not every town or village has a spellcaster of sufficient 
level to cast any spell. In general, you must travel to a small town (or 
larger settlement) to be reasonably assured of finding a spellcaster 
capable of casting basic spells, a large town or a small city for inter-
mediate spells, a large city for advanced spells, and a metropolis for 
paragon spells. Even a metropolis isn’t guaranteed to have someone 
who is able to cast any paragon spell.

Tools & Skill Kits
Specialized kits contain tools and materials that boost execution of 
particular skills such as climbing and crafting.
 Artificer’s Lab: This lab always has the perfect tool for mak-
ing various magic items, from potions to constructs. A character must 
have access to this lab in order to use abilities marked with a c.
 Artisan’s Tools: These special tools include the items 
needed to pursue any craft. Without them, you have to use impro-
vised tools (–2 penalty on Craft checks), if you can do the job at all.
 Artisan’s Tools, Masterwork: These tools serve the 
same purpose as artisan’s tools (above), but they are the perfect tools 
for the job, so you get a +2 bonus on Craft checks while using them.
 Climber’s Kit: This is the perfect tool for climbing and gives 
you a +2 bonus on Athletics checks when climbing.
 Construct Repair Kit: This kit contains tiny mechanical 
tools from screws and nails to tweezers and a miniature hammer 

suitable to repair construct. Using the kit provides a +2 bonus on 
Mechanics checks. A construct kit requires 5 gp worth of replenish-
ment every 10 uses.
 Disguise Kit: The kit is the perfect tool for disguise and pro-
vides a +2 bonus on Disguise checks. A disguise kit is exhausted after 
10 uses.
 Healer’s Kit: It is the perfect tool for healing and provides a 
+2 bonus on Heal checks. A healer’s kit is exhausted after 10 uses.
 Holy Symbol, Silver or Wooden: A holy symbol 
focuses positive energy. A cleric or paladin uses it as the focus for his 
spells and as a tool for turning undead. Each religion has its own holy 
symbol.
 Inquisitor’s Kit: This kit contains a magnifying glass, stain-
ing powders and papers and other alchemical tools suited to investigate 
crimes. Using the kit provides a +5 bonus on Appraise checks used to 
analyze a crime scene. An inquisitor’s kit is exhausted after 10 uses.
 Magnifying Glass: This simple lens allows a closer look 
at small objects. It is also useful as a substitute for flint and steel when 
starting fires. Lighting a fire with a magnifying glass requires light as 
bright as sunlight to focus, tinder to ignite, and at least 1 full round. 
A magnifying glass grants a +2 bonus on Appraise checks involving 
any item that is small or highly detailed.
 Makeup, Fine Jar: A blend of rose water plus either copper, 
zinc or white lead along with licorice and other finely ground roots 
and flowers. Requires 10 minutes to apply and improves comeliness 
by +2 for 4 hours. Also requires reapplication after combat. One jar 
contains 28 applications. 
 Musical Instrument, Common or Master-
work: These are handheld instruments. Large and huge instruments such 
as pianos and pipe organs cost and weigh more.  A masterwork instrument 
grants a +2 bonus on Music checks involving its use.
 Scale, Merchant’s: A scale grants a +2 bonus on Appraise 
checks involving items that are valued by weight, including anything 
made of precious metals.
 Spellbook (blank): A spellbook contains 100 pages of 
parchment. Basic magic abilities take up 1 page. Intermediate, 
advanced, and paragon magic abilities take 2, 5, and 10 pages respec-
tively. The time to imprint a spell equals 1 hour per page.
 Spell shard (blank): A spellshard is a fist-sized crystal into 
which a wizard can imprint up to 20 pages worth of spells. Focusing on 
the crystal for 1 round brings a spell to the crystal’s surface to review 
mentally. Basic magic abilities take up 1 page. Intermediate, advanced, 
and paragon magic abilities take 2, 5, and 10 pages respectively. The 
time to imprint a spell equals 1 hour per page.
 Surgical Bay: A surgical bay always has the perfect tools for 
performing operations. A medicant must have this lab in order to 
use abilities marked with a c.
 Thieves Tools: This kit contains the tools you need to use 
the Mechanics skill, whether picking locks or repairing constructs. 
Without these tools, you must improvise tools, and you take a –2 
penalty on Mechanics checks.
 Thieves Tools, Masterwork: This kit contains extra 
tools and better tools, which grant a +2 bonus on Mechanics checks.
 Tool, Masterwork: This well-made item is the perfect 
tool for a specific job. It grants a +2 bonus on a related skill check (if 
any). Bonuses provided by multiple masterwork items used toward 
the same skill check do not stack.
 Unholy Symbols: An unholy symbol is like a holy symbol 
except that it focuses negative energy and is used by evil clerics (or 
by neutral clerics who want to cast evil spells or command undead).
 Water Clock: This large, bulky contrivance gives the time 
accurate to within 1d6 x 5 minutes since it was last set. It requires a 
source of water, and it must be kept still because it marks time by the 
regulated flow of droplets of water.

Torture Devices
Here are statistics for various torture devices. You may imagine the 
exact implementation. What is important is their ultimate effect.
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 Torture requires a captive who 
is either securely grappled or 
restrained in a stationary device. 
A captive can attempt an Acrobat-
ics or Athletics check to break 
free. An easy DC is 20, a medium 
DC is 25, and a difficult DC is 
30. When a captive attempts to 
escape, the torturer enjoys a free 
attack as an immediate action to 
deliver a coup de grace. Thus, cap-
tives are wise to attempt escape 
only when left alone.
 Prying secrets or gaining submission 
requires a successful Bluff, Diplomacy or 
Intimidate check. A captive can attempt 
a fake confession using Bluff or seal a 
deal using Diplomacy. Captives are gen-
erally not in a position to use Intimidate. 
Adjudicate Bluff checks against Insight 
checks.
 Typical devices include racks, iron 
maidens, brands, dunking in water or 
mild acid, flaying, piercing, crucifixion, 
and scourges. Each round, a device inflicts anywhere from 0 wound 
points to 5 wound points of damage. Simply being tied down inflicts 0 
damage, while an iron maiden inflicts 5 wound points just in the first 
round. Table 8-17: Torture Devices lists the damage per round of use.
 A torturer might also employ Detect Thoughts, Ray of Enfeeble-
ment, Touch of Idiocy (from the mageblade and psion classes) or 
other magic abilities to weaken a captive’s resolve. The psiscope 
townie (page 268) acts as a powerful mind-reaving torture.
 When resolving the effects of torture, apply a bonus on the tor-
turer’s Bluff, Diplomacy, and Intimidate checks equal to the hit point 
damage delivered per round. Moreover, for each spell used, apply 
an additional +2 bonus in the torture’s favor. These various bonuses 
stack, and each torture session after the first grants an additional 
cumulative +2 bonus. Thus, even hardy creatures cannot last forever.
 Most torture devices do not require introduction, but here are key 
details. A crucifix is a cross-shaped wooden stand onto which victims 
are securely nailed through their hands and feet. Sometimes a victim 
is placed upsidedown and small cuts made behind the ears to allow 
blood to slowly seep out, which greatly increases and prolongs the 
agony. An iron maiden is a snug form-fitting coffin lined with nails on 
the inside. A winch is used to close the maiden progressively tighter 
to pierce the victim from all sides. A jaw breaker fits inside the mouth 
and is slowly expanded using a winch. The jaw breaker breaks teeth 
and then bone. A pillory is 
a wooden or metal frame-
work erected on a post, 
with holes for securing the 
head and hands, and pos-
sibly the feet as well. It is 
tiring and used as much to 
publicly shame victims as 
well as harm them. A rack 
is a wooden bed. A victim 
is strapped to the bed and 
winches are used to elon-
gate the bed, slowly pull-
ing apart the victim until 
joints pop. A flenser is used 
to deftly remove flesh. A 
thumbscrew is a typically a 
small device used to crush 
a victim’s fingers or toes. 
Larger versions are known 
to crush arms, legs, or even 
heads.

Vehicles
Here are typical ways characters get 
around besides walking or horseback.

 Carriage: This four-wheeled vehicle 
can transport as many as 4 people within 
an enclosed cab, plus 2 drivers. In gen-
eral, 2 horses (or other beasts of burden) 
draw it. A carriage comes with the harness 
needed to pull it.
  Carriage, Armored: This steel-
clad carriage has DR 10 (rather than a 
wooden carriage’s DR 5), costs 580 gp, 

and weighs 1,300 pounds. It requires 4 barded 
horses, rather than 2, to move at full speed.
 Cart: This 2-wheeled vehicle can be 
drawn by a single horse (or other beast of 
burden). It comes with a harness.
 Cloudhopper: As a hot air balloon 
(see below) but suitable for 1 passenger. A 
cloudhopper takes up a 15-ft-diameter circu-
lar area.
 Dirigible: A lighter-than-air vehicle 
that relies on hot air to rise and a rudder and 
propeller to maneuver. Dirigibles have some 

form of internal support within the balloon, which is made from 
light canvas and silk. A dirigible is 180 ft long and 30 ft wide, travels 
15 miles per hour in typical weather, requires a crew of 6, and ferries 
up to 60 passengers or 15 tons of cargo.  An alchemical coating pro-
tects the balloon from lightning strikes, while alchemical reactions 
motivate the propeller.
 Galley: This three-masted ship has 70 oars on either side and 
requires a total crew of 200. A galley is 130 ft long and 20 ft wide, 
and it can carry 150 tons of cargo or 250 soldiers. For 8,000 gp 
more, it can be fitted with a ram and castles with firing platforms 
fore, aft, and amidships. This ship cannot make sea voyages and sticks 
to the coast. It moves about 4 miles per hour when being rowed or 
under sail.
 Galley, Arcane: This is similar to a galleon but is enchanted 
by an artificer using the Propel Craft ability. The magic propels it 
swiftly on the water regardless of weather conditions. It requires a 
pilot and crew of 20 and can carry 150 tons cargo or 150 passengers 
(or a mix thereof). The pilot must pay 2 vitality per hour. 
 Hot Air Balloon: A lighter-than-air vehicle that relies on 
an alchemically-treated bag capable of containing air that is heated 
by a burner at the base of the bag. The burning is akin to an intense 
oil lamp. As the air heats, the balloon lifts a sturdy wicker basket that 
holds 1 crewman and 4 Medium, 2 Large, or 8 Small passengers. A 
masterwork hot air balloon can rise safely to 15,000 ft while a com-
mon one is limited to 2,500 ft. The pilot maneuvers by opening and 
closing vents along the balloon. A hot air balloon can travel up to 25 
miles per hour when winds are under 15 miles per hour. At higher 
wind speeds the balloon is unsafe and should land. A fully loaded hot 
air balloon weighs 1,500 pounds. 
 Keelboat: This 50- to 75-ft-long ship is 15 to 20 ft wide and 
has a few oars to supplement its single mast with a square sail. It has a 
crew of 8 to 15 and can carry 40 to 50 tons of cargo or 100 soldiers. 
It can make sea voyages, as well as sail down rivers (thanks to its flat 
bottom). It moves about 1 mile per hour.
 Longship: This 75-ft-long ship with 40 oars requires a total 
crew of 50. It has a single mast and a square sail, and it can carry 50 
tons of cargo or 120 soldiers. A longship can make sea voyages. It 
moves about 3 miles per hour when being rowed or under sail. 
 Rowboat: This 8-ft-long to 12-ft-long boat holds 2 or 3 
Medium passengers. It moves about 1½ miles per hour.
 Sailing Ship: This larger, seaworthy ship is 75 to 90 ft long 
and 20 ft wide and has a crew of 20. It can carry 150 tons of cargo. 
It has square sails on its 2 masts and can make sea voyages. It moves 
about 2 miles per hour.

Table 8-17: TorTure deviCes

Device
Wound
Damage

Escape 
DC

Branding iron 1 —

Crucifix* 5 30

Hot lead (cup) 2 —

Dagger 2 —

Iron maiden* 5 30

Jaw Breaker 3 —

Needle 1 —

Pillory 2  20

Rack 1 20

Flenser 2 —

Thumbscrew 1 —

Winch 1 25
* Inflicts an additional 1 wound/hour.
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Property & Business
Adventurers can invest treasure in property to gain a regular income 
that offsets their often-lavish lifestyles.  They may also gain property 
as a gift, by force or by trickery. Table 8-18: Property lists common 
properties and their typical values, which act as a guide when nego-
tiating a property’s final market price. If you don’t see a property, 
find the nearest equivalent.

Table 8-18: properTy

Property Value Property Value

Dock 250 gp Train station (medium) 7,500 gp

Shop (basic) 500 gp Mill 10,000 gp

Barn/Stable/Dock 1,000 gp Brothel/Inn 15,000 gp

Cottage 1,000 gp Tower 15,000 gp

Grove/Vineyard 1,000 gp Mining rig (large) 25,000 gp

Tunnel 1,000 gp Factory 25,000 gp

Shop (upscale) 2,000 gp Train station (large) 25,000 gp

Train station (small) 2,500 gp Prison/Asylum 37,500 gp

Warehouse 2,500 gp Theater/Arena 37,500 gp

House/Chalet 5,000 gp Moat with bridge 50,000 gp

Mining rig (small) 5,000 gp Keep 50,000 gp

Orphanage 5,000 gp Mansion 100,000 gp

Tavern 5,000 gp Theater/Arena (large) 200,000 gp

Theater/Arena (small) 7,500 gp Castle 500,000 gp

Sky station 7,500 gp Fortress/Palace 1,000,000 gp

 Location: In poor districts, a property’s market price is ½ its 
value. In rich districts, its market price is 2x its value. Otherwise, its 
price equals its value. 
 Construction: You can build a listed property for ½ its 
market price. If you wish to design a unique building not shown in 
the table, the value is 25 gp per 5-ft square (or 1 gp per square ft) for 
soft construction, which is thatch and wood with some rough brick 
or stone. Alternatively, the price is 500 gp per 5 ft-square (or 20 gp 
per square ft) for hard construction, which includes worked stone, 
marble, glass, and iron. In contrast, mixed construction might be a 
well-built brick home with glass windows and wood floors. It prices 
at 125 gp per 5-ft square (or 5 gp per square ft). Boost the market 
price by +50% for underground, unusual or dangerous locales.
 Court Tax: Two paper deeds represent ownership. One deed 
is held by the owner and the other is held by the local court. Prop-
erty transactions are subject to court approval and a 10% stamp tax 
covered by the buyer. 
 Income: Renting a property brings monthly income equal to 
1/40th the property’s value. Thus, a 1,000 gp cottage rents for 25 

gp per month. Property that is used as a business brings additional 
income as described in the property’s description.
 Expenses: Maintaining a property costs money. You should pay 
property tax, insurance, and maintenance.
 Annual property taxes average 1% of the property’s value. Low tax 
areas are ½ as much while high tax areas are 2x as much. Property 
taxes are mandatory. Failure to pay results in forfeiture of the property. 
 Annual insurance costs 1% of the property’s cost in a safe area, 
5% in an average area, and 10% in a dangerous area. Insurance is 
optional. 
 Finally, annual maintenance of fixtures, roofing, and so forth costs 
1d20% of the property’s value.  When a property is neglected, its 
value decreases by ½ the cost of missed maintenance. 
 

Property
Here are typical properties and their size and value. Listed costs 
include typical furnishings.
 Barn/Stable/Dockhouse: A simple wooden 500- 
square-ft building designed to shelter wagons, carriages, small boats, 
equipment, hay, mounts, farm animals or so forth. Wide front doors 
afford easy access. The interior consists of bays divided by wooden 
partitions. A wooden ladder leads to a loft space. Barns are sturdy 
and withstand strong winds but are easily destroyed by fire. 
 Brothel: This is a tavern (see below) that provides in-room 
services at an hourly rate: One sp for 1 hour of limited service, 3 sp 
for an hour of routine service, and 1 gp for an hour of exceptional or 
unusual service.  
 Eight hours of nightly operation at full capacity reaps 50 gp. The 
madame keeps ¼ the proceeds, the owner keeps ½ the proceeds, 
and the remainder is tips. A brothel has 20 hirelings for room service 
plus 10 more as bouncers, bartenders, and so forth, for a cost of 15 
gp per day. Overall, a brothel profits its owner 15 gp per week.
 Castle: A stone-hewn mansion, typically on a sprawling estate, 
with numerous wood and stone support buildings such as stables and 
sheds. A typical size is 10,000 square ft. Construction is entirely of 
worked stone to resist fire, inclement weather, and armed assault 
(from axes and so forth). It hosts 20 persons comfortably, or 50 per-
sons maximum.
 Chalet/Palafitte: This narrow 2-story house stands atop 
sturdy pilings or stilts and is ideal for rough terrain from snowy alpine 
slopes to fetid sandy swamps. The design protects against flooding and 
wild animals. The shady space underneath the house is often used for 
work, storage or animal husbandry. The house itself is 2 stories, each 
floor 20 ft wide x 25 ft deep, for 1,000 square ft total. Construc-
tion is heavy wood with metal and wood pilings sunk deep into the 
earth, possibly into a stone foundation. It comes with strong shutters, 
a metal door, barred and/or high-set windows, and a clay tiled roof 
with a metal base to withstand wind storms. Inside, it has a chimney 
and a spacious cupboard for water and bland foodstuffs to last 360 
person-days. It hosts 3 persons comfortably or 6 maximum.
 Cottage: This is either a small stand-alone house with a front 
yard or it is an apartment or modest townhouse. Typical size is 20 ft 
wide x 25 ft deep for 500 square ft total. Construction is light wood 
and thatch with a stone foundation. It hosts 2 persons comfortably or 
4 at maximum.
 Dock: This basic planked dock is either 10-ft wide and 30-ft 
long or 5-ft wide and 60-ft long. Increase the cost accordingly for a 
wider or longer dock.
 Factory: This 2-story 5,000-square-ft stone building holds 
machines and cubicles for craft workers. Machines may be wooden 
or mechanical and, unless they are unusual, are included in the cost 
of the property. A factory comes with a windowed office that over-
looks the floor plus a bank of 5 brick foundries at one end and a 
secure storage room at the other end. In the middle is an assembly 
of wooden cubicles sized to the product, from suits of armor to car-
riages or even boats. 
 A factory’s annual output and expenses vary according to what it 
makes. A factory can produce each day 100 copies of a cheap item 

 Sled: This is a wagon on runners for moving through snow and 
over ice. In general, 2 horses (or other beasts of burden) draw it. A sled 
comes with the harness needed to pull it.
 Wagon: This is a four-wheeled, open wooden vehicle for 
transporting heavy loads. In general, 2 horses (or other beasts of 
burden) draw it. A wagon comes with the harness needed to pull it. 
 Wagon, Covered: A covered wagon costs 50 gp and 
weighs 550 pounds. It provides shelter again the elements. It is a 
favorite among travelers including gypsies and tinkerers.
 Warship: This 100-ft-long ship has a single mast, though oars 
can also propel it. It has a crew of 60 to 80 rowers. This ship can 
carry 160 soldiers, but not for long distances, since there isn’t room 
for supplies to support that many people. The warship cannot make 
sea voyages and sticks to the coast. It is not used for cargo. It moves 
about 2½ miles per hour when being rowed or under sail.
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(cost 1 gp or less), 10 copies of an average item (cost 1 gp to 10 gp), 
or 1 copy of an expensive item (cost 10 gp or more). An item’s craft 
cost equals ½ its market price. For example, a musical instrument 
costs 5 gp. A factory can produce 10 musical instruments per day for 
a cost of 25 gp in materials. 
 Assume 10 hirelings to fully staff a factory. Each hireling costs 3 sp 
daily for cheap items, 7 sp daily for average items, or 1 gp daily for 
expensive items. For example, employing 10 hirelings to craft musi-
cal instruments costs 7 gp per day. 
 A factory cannot sell products to people who cannot afford its 
products or who don’t need them. However, a factory’s hirelings can 
spend wages to buy goods. It is bad for morale to charge hirelings 
full price for the products they make. In all cases, common sense 
prevails. 
 Fortress: A complex of linked stone-hewn buildings suitable 
to defend against attackers. Includes protective stone walls, iron 
doors, and iron palisade, arrow slots and at least 1 tower. Usually 
includes an interior garden and well to sustain the occupants during 
a siege. It hosts 50 persons comfortably, or 100 maximum.
 Grove/Vineyard: An outlay of 1,000 gp buys 1 acre of 
average agricultural land. An acre is about 43,000 square ft, or 210 
ft x 210 ft. 
 High quality land with rich soil costs and produces 2x as much, 
while poor land costs and produces ½ as much. 
 Each acre is a vineyard or orchard: It hosts 500 grape vines or 25 
fruit-baring trees. An vineyard acre costs 500 gp yearly to maintain 
and produces 5 tons of grapes or 2 barrels (700 bottles) of wine. An 
orchard acre costs 100 gp yearly to maintain and produces 5 tons of 
fruit per year. If a fine bottle of wine sells for 10 gp and a 5-pound 
basket of fruit sells for 1 gp, then a small fortune can be made from 
good land. The annual maintenance cost includes hirelings to 
plant, tend, and harvest the plants.
 The quality of land determines the quality of produce. 
Double the quality and market price of produce when you 
plant only ½ as much per acre for the same maintenance cost. 
Conversely, halve the quality and market price when you plant 
2x as much per acre.
 When land starts barren, it costs ½ price and produces its 
first crop after 3 years. When land is used for 7+ years in a 
row, permanently decrease its output and quality by ½ until it 
is left fallow for a year.    
 House: A house is either a spacious townhouse or a 
stand-alone family dwelling with a large yard. A typical 
size is 1500-2000 square ft. Construction is heavy 
wood and brickwork. A house hosts 5 persons 
comfortably, and 10 maximum.
 Inn: This handsome space offers lodging, 
drinking, dining, and stabling. A typical inn 
has 20 10-ft-square rooms plus common areas, 
kitchen, wash, and so forth increasing the foot-
age by 50%, for 3,500 square ft total. Fine pri-
vate rooms are 2 gp daily. Average rooms for up 
to 2 persons are 5 sp per day. A cramped room 
with 4 bunks is 2 sp daily. Typically, 50% of the 
rooms are poor, 30% are good, and 20% are fine. 
The daily occupancy rate equals 50% + 1d10 x 
5%, though many inns experience seasonal fluctu-
ations. An inn employs 10 hirelings as cooks, 
maids, and so forth, each for 5 gp daily.
 Keep: A keep is similar to a tower (see 
below) but it is built of thick stone and 
usually acts as living quarters or to 
store valuables such as munitions.
 Mansion: A fine home reflects 
the wealth and prestige of its owner and hire-
lings. A typical size is 5000 square ft. Construction 
is brick and stone with wood interior walls. A mansion 
hosts 10 persons comfortably, or 20 maximum. It includes a carriage-

way, stables, and possibly a boat house or similar adjoining structure 
along with a wood, streams, cemetery, and garden. 
 Mill: Mills are driven by water or wind. A water mill is located 
over a narrow river or in a coastal tidal basin. Water flows down over 
a circular wheel, turning it and thus motivating a millstone inside. A 
windmill consists of sails fixed to the top-half of a stout tower. The 
sails are linked by a vertical shaft to a millstone within. Unless the 
region is windy, windmills are less productive than water mills. A 
mill might process grains, fruits and other produce grown in a grove 
or vineyard. Or a factory may use a mill to run spinners and other 
machines. 
 Mining Rig: This 75-ft to 150-ft tall structure sits atop an ore 
vein, oil pocket or similar resource. Its center piece is an elevator 
(or wide pipe) that rises up from underground, where miners toil to 
supply the elevator with raw materials. A metal latticework supports 
the elevator and 1 or 2 cottages. The cottages, some 20-ft to 25-ft 
in diameter, provide processing, office, and storage space. A small 
rig provides 1,000 square ft of such space, while a large rig provides 
2,500 square ft. A rig has stairs or ladders with at least 1 observation 
walk for guards. The rig is built to withstand fire. 
 Typically, closable ramparts lead from the cottages to ground level. 
After ore is measured, examined, and refined, it is dumped into carts, 
ships or rail cars that pass adjacent to the rig.
 A small rig boosts Dungeoneering checks when mining by +5 for 
up to 10 miners at a time, or by +10 for up to 25 miners for a large 
rig. With a full complement of miners, 1 day’s toil grants gold nug-
gets or gold-equivalent material worth 120 gp at a small rig or 425 
gp at a large rig. A location’s potential is low (75%), medium (20%) 
or high (5%). Assessing potential is a DC 15 Dungeoneering check. 

A low potential area lasts 1d6 days. Medium and high potential 
last 3d6 and 10d10 days respectively. Each prospector has a 5% 
chance each day to suffer harm, either minor (75% chance of 

1d6 wound damage) or major (25% chance of 4d6 wound 
damage). See page 105 for more about mining.
    Labor, repairs, kindling, explosives, and such are 

the primary costs. Each prospector demands 5 gp 
daily, or at least 2 gp in gold plus free room, board, 
and such. Ideally, the rig employs 2 to 5 guards. All 
other expenses equal 20% of a day’s haul. Thus, daily 
operations average 75 gp for a small rig or 200 gp 

for a large rig. A typical day’s profit is 45 gp or 225 
gp for a small or large rig, respectively. See page 268 

regarding prospectors.
 A rig is often home to theft, brawling or worse. A 

rig owner is advised to offer cheap or free amenities 
such as alcohol, healers, and courtesans.
 While a mining rig is profitable for a community 
and its miners, the owner suffers the risk of a low-
yield vain. However, a skilled and very lucky owner 
might prosper up to 500 gp a week. 
     Moat With Bridge: This adds a protec-
tive river around a property, with retractable bridge 
to control access. The owner might wish to charge 

passersby a 1 cp fee per head, or perhaps more, to 
cross the moat, to generate income.
  Orphanage: A large wooden build-
ing to warehouse orphans. It has a pair of 
15-ft x 30-ft dormitories, each hosting 12 

girls or boys, with a stone kitchen, communal 
dining room with fireplace, 2 workrooms 

for sewing or carpentry, simple baths, 
and an office for the headmaster 
(or headmistress) and 2 other 

adult guardians. Ideally, the 
orphanage also has a fenced 
yard. The orphans are each 
0 to 15 years old (roll 3d6-
3) and are organized into 
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morning and afternoon shifts. One shift takes school lessons and 
the other crafts items for sale to sustain the orphanage’s finances. 
Each child costs and produces 3 gp a week, and the 3 adults cost 
50 gp weekly, meaning the orphanage operates at a loss of 200 gp 
each month, or 1,200 gp per year. Typically, charitable contributions 
make up the difference. Unlike other workers, the orphans cannot 
quit, though a promising orphan might be put up for adoption in 
exchange for a large charitable donation.
 Prison/Asylum: This small, above-ground holding area is 
similar to an orphanage (see above) except it is made of thick stone 
and has barred windows, locked gates, and a courtyard to conduct 
inspections and executions, which occur more often with crowding. 
It also requires 1 guard per 4 inmates, who each cost 2 gp daily. 
 Shop, Basic: This basic 300-square-ft (15 ft x 20 ft) build-
ing is suitable to craft, stock, and sell one’s wares. A shop is for a 
single owner and 1 or 2 hirelings. The shop’s interior is partitioned 
into front and back sections. It offers shelving cramped with minimal 
room to move. There is a clerk’s desk and an outside sign to advertise 
the shop. A trained hireling costs 3 sp daily and requires some super-
vision. An expert hireling costs 1 gp daily and requires no supervi-
sion, essentially running the shop for you.
 Shop, Fine: This fine 1500- to 1800-square-ft building (about 
40 ft x 40 ft) is laid-out like a basic shop but more spacious and fin-
ished for aristocratic customers who expect the best. Floor, walls, 
and ceilings are expertly finished. There is a welcoming foyer and 
comfortable spacing between shelves. The shop has a clerk’s desk, 
exterior sign, and a front glass window and display area. It lacks 
plumbing. Hirelings cost 3 sp or 1 gp daily like a basic shop. How-
ever, a fine shop employs up to 10 hirelings to ensure every customer 
receives personal service. The extra labor cost is offset by limited 
hours of operation and higher prices.
 Sky Station: This station sends off and 
receives dirigible passengers. It is similar to a 
medium-sized train station (see below) but has 
a single 20-ft-cube wooden tower for passen-
gers rather than a platform.
 Tavern: This modest drinking and 
smoking establishment hosts up to 50 
people in a 1,500 to 2,000 square-
ft space. It serves 150 mugs an hour, 
at 4 cp each, for 6 gp hourly. A tavern 
is open for 8 hours, from dusk until 2 
hours past midnight. Daily restocking 
equals ½ value sold. The tavern has 10 
hirelings including servers, bartenders, 
and bouncers, costing 4 gp per night. 
Thus, a tavern profits 20 gp a night at full 

capacity, which occurs only a few nights a week. A tavern makes 70 
gp per week . As usual, the tavern cannot gain more than the local 
community is able to afford.
  Theater/Arena: This large building hosts plays, jousts, 
wrestling matches, and such for public consumption, often with bet-
ting. It includes a stage, seating, dressing rooms, a lobby, ticket kiosk, 
bar, and maybe betting booths. 
 There are 3 sizes. A small venue holds a maximum of 100 people 
(3,000 square ft for 7,500 gp). A large venue holds up to 500 people 
(15,000 square ft for 37,500 gp), and a huge venue holds up to 2,500 
people (75,000 square ft for 200,000 gp). 
 A typical performance runs 3 hours at night and charges 2 cp for 
poor seats, 2 sp for good seats, or 2 gp for fine seats. Typically, 50% 
of the seats are poor, 40% are good, and 10% are fine.
 A play or match runs 3d100 nights before visitors expect some-
thing new.
 Crew totalling 10% of the audience—actors, bouncers, gladiators, 
waiters, and so forth—cost 2 gp daily per person, with 2d6 weeks of 
work required before opening night.  
 Competitions invite betting. A typical 5-minute match brings 1 
gp in bets for every 20 people. The arena owners takes 10%, or 1 sp 
per match. The rest goes to betters and winners. A very high-stakes 
match brings in 1 gp per level for each of the combatants. 
 A good daily profit is 15 gp for a small venue, 75 gp for a medium 
venue, and 375 gp for a large venue. Many days may be less.
 Tower: Brick and wood towers are used for storage, crafting or 
as living quarters. A typical tower is 20 ft square at its base and rises 5 
stories, or 50 ft high, to provide approximately 2,000 square ft. Nar-
row stairs or ladders provide access between levels. When used for 
lodging, a tower comfortably hosts 2 people per floor or 4 persons 
maximum per floor. Towers may have windows, a wash room, and 
other basic amenities as suiting their purpose.
 Train Station: This practical building consists of a 120-ft 
long platform that parallels a rail line (2 tracks in either direction) 
plus a ticket booth, indoor waiting area, small goods shop, public 
lavatory, and storage room. A fee taken from ticket sales supports 
employees, typically clerks, guards, and technicians. 
 Profit depends on rail use. Each coach ticket generates 1 cp, while 

each preferred seating ticket gener-
ates 1 sp. A typical train hauls 1d6 
passenger cars, and each car holds 

up to 100 coach passengers or 
20 preferred passengers. Each 

day, low traffic stations get 
3 trains while medium and 
high traffic areas get 10 and 

30 trains, respectively. On 



173

 War Machines
Here are a variety of huge, mundane projectile weapons to menace 
foes on the battlefield or during siege warfare.
 Ballista: A ballista is a heavy crossbow that is fixed in place. 
It costs 500 gp, has a range of 120 ft, and inflicts 3d8 damage. Use 
Strength to adjudicate the attack roll. It requires 1 person to reload it. 
Reloading takes 2 rounds unless the crewman is size Large or Huge.
 Cannon: Cannons are artillery that rely upon gun powder 
to wreck devastation from a distance. Table 8-21: Cannon Statis-
tics summarizes 5 cannons from a small hand cannon to the 10,000 
pound siege cannon. 
 Cannons must be loaded with balls. Loading takes several rounds 
and the balls are heavy, weighing up to 32 pounds. Cannons require 
a cool-down time and cannot be loaded and used faster. A crew of 2 
is required. 
 Cannons also tend to be inaccurate. The cannon operator targets 
a specific square. Adjudicate the attack roll using Intelligence rather 
than Strength or Dexterity. Apply a -5 penalty to the attack roll if the 
crew cannot see the target square, and apply a +2 bonus each time 
the crew misses (and see they missed or a spotter indicates a miss). 
Creatures in the target 5-ft space and all adjacent spaces can resist 
using Reflex for ½ damage. If the cannon misses, roll d8 to deter-
mine which direction in which adjacent space it lands.

Table 8-21: Cannon sTaTisTiCs

Cannon
Ball 

Weight
Area

Damage Range Price Weight
Fire

Every:

Hand 4 lbs 1d12 200 ft 150 gp 31 lbs 3 rnds

Light 8 lbs 4d6 375 ft 600 gp 3,000 lbs 3 rnds

Medium 12 lbs 4d10 550 ft 1,000 gp 4,800 lbs 4 rnds

Heavy 16 lbs 4d12 650 ft 1,800 gp 6,700 lbs 4 rnds

Siege* 32 lbs 4d20 900 ft 5,000 gp 10,000 lbs 5 rnds
* Siege Cannons are too heavy for most conveyances and are usually 
placed as fixed defenses.

 Catapult, Heavy: A catapult is a nonmagical engine capa-
ble of hurtling rocks or other heavy objects. It costs 800 gp, takes up 
15-square-ft, has a range of 200 ft, inflicts 6d6 damage, and takes a 
crew of 4 to operate. A heavy catapult’s minimum range is 100 ft. 
A heavy catapult can be fired every 2 rounds but requires 3 rounds 
to re-aim. Winching the catapult’s ammunition into place requires a 
successful DC 15 Athletics check.
 Catapults tend to be inaccurate. The catapult operator targets a 
specific square, then adjudicates the attack roll using Intelligence 
rather than Strength or Dexterity. Apply a -5 penalty to the attack 
roll if the crew cannot see the target square, and apply a +2 bonus 
each time the crew misses (and sees they missed or a spotter indicates 
a miss). Creatures in the target 5-ft space and all adjacent spaces can 
resist using Reflex for ½ damage. If the catapult misses, roll d8 to 

determine in which adjacent space it lands.
 Catapult, Light: A light catapult is very much like a heavy 
one. It costs 550 gp, takes up 10-square-ft, has a range of 150 ft, 
inflicts 4d6 damage, and takes a crew of 2 to operate. A light cata-
pult’s minimum range is 100 ft. A light catapult can be fired every 
round but requires 2 rounds to re-aim. Winching the catapult’s 
ammunition into place requires a successful DC 10 Athletics check.
 Ram: A ram is a heavy pole, either carried by the crew or (more 
often) suspended from a movable scaffold that allows the crew to 
swing it back and forth. A typical ram is 30 ft long, costs 1,000 gp, 
and inflicts 3d6 damage.  Use Strength to adjudicate the attack roll. A 
ram on a movable scaffold has a minimal crew of 8 Small, 4 Medium, 
2 Large or 1 Huge creature. An unsupported ram requires a crew 
of 10 Medium creatures. A ram can be used once every 2 rounds in 
combat. Re-aiming takes 1 round.
 Siege Tower: A siege tower is a mobile armored shelter used 
to support a battering ram and/or provide sheltered elevated access 
to a castle’s ramparts. A typical tower has 5 stories, stands 60 ft high, 
costs 2,000 gp, and requires a crew of 20. It can hold 1 ram, catapult, 
or cannon. Although it is made of wood, it is often covered with shields 
or similar metallic plates to minimize the chance of destruction by fire.
 Siege Engine: This is similar to the standard siege tower but 
significantly taller and wider, up to 150 ft high and 50 to 75 ft wide. 
A siege engine is divided into 10 stories and holds 200 infantry or 
archers along with 10 catapults or cannons. Because of the weight, 
the engine requires a rack and pinion to be moved effectively. It costs 
18,000 gp.

Table 8-22: War MaChine sTaTisTiCs

Machine Damage Range Price
Fire 

Every: Reaim Crew

Ballista 3d8+Str 120 ft 500 gp 3 rnds Instant 1

Catapult, heavy 6d6 200 ft* 800 gp 2 rnds 3 rnds 4

Catapult, light 4d6 150 ft* 550 gp 1 rnds 2 rnds 2

Ram 3d6+Str 0 ft 1,000 gp 2 rnds 1 rnd 4
* A catapult has a minimum range of 100 ft.

 The table below lists typical values for buildings. For example, a 
small wood and brick fort is classified as a “wood / stone mix” mate-
rial. The walls are 6 inches thick and enjoy DR 6. Opening a spacious 
5-ft-square breach requires 72 points of damage, and demolishing it 
requires 360 points of damage.

Table 8-23: sTruCTural inTegriTy values

Material DR
HP/
Inch

5-ft-Square 
of Wall*

Small
Building

Large
Building

Wood 5 10 3 in, 30 hp 150 hp 1200 hp

Wood/stone mix 6 12 6 in, 72 hp 360 hp 2880 hp

Stone, light 7 14 1 ft, 168 hp 840 hp 6720 hp

Stone, heavy 8 16 2 ft, 384 hp 1920 hp 15360 hp

Stone/metal mix 9 20 2 ft, 480 hp 2400 hp 19200 hp

Iron/Steel 10 30 6 in, 180 hp 900 hp 7200 hp
* First value indicates wall thickness.

 When assaulting the small fort above, a light cannon delivers 4d6 
damage per hit, or an average of 8 points every 3 rounds counting its 
reload time and the house’s DR. Thus, opening a 5-ft-square breach 
takes about 9 hits, or 3 minutes. In contrast, a siege cannon would 
breach it in a mere 2 hits in about 1 minute.
 Creatures suffer damage when a building is destroyed. Those 
adjacent to a 5-ft-square wall suffer 1d6 damage when it is destroyed. 
Similarly, creatures suffer 5d6 damage and 40d6 damage when they 
are caught inside a small or large building, respectively, when it is 
destroyed. Reflex resists for ½ damage.
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average, a station employs 1 person per train, each with a day’s wages 
of 2 gp. Thus, a small station profits 1 gp daily while a medium or 
large station profits 3 gp or 9 gp daily. Over time, profit adds up.
 Tunnel: A semi-worked underground passage that is 10 ft 
wide, 10 ft high, and 30 ft long. The tunnel assumes a 10 ft depth 
below the earth. Double the cost for deeper tunnels. Tunnels are 
used for mining, sewage, burial, storage or escape. 
 Warehouse: A large 2-story stone building with 5,000 
square ft (50 ft wide x 100 ft long) of empty floor space to pile 
barrels and crates. A warehouse has few if any windows and sports 
a strong, extra-wide padlocked set of iron doors. A catwalk lines 
the interior perimeter and a ladder or narrow stairway leads up to 
a small 10-ft-cube windowed office that overlooks the floor space. 
A warehouse requires a security guard (3 sp daily), a foreman (1 gp 
daily), and up to 10 untrained hirelings (1 sp daily).
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 Steamgear
The following nonmagical gear is available in societies that have 
steam-based technology as well as the finely crafted instruments 
needed to support that technology. The items are available in other 
societies at 10x their listed price. 
 Assume characters are unfamiliar with how to operate steamgear 
even if they have prior incidental exposure. A character must pass 
a DC 15 Mechanics check the first time he encounters an item in 
order to use it successfully. After initial success, he may use it again 
with a DC 5 Mechanics check.

Basics
The following items are essential steamgear.
 Bellows: This device is among the most important of steamgear 
items. A bellows delivers pressurized air or other consumables like oil 
or water in a controlled quantity to a pressurized canister or other 
locale. It is 2 ft to 5 ft long and has a deformable container and an 
outlet nozzle. When the bellows is squeezed (manually or by a steam 
device), the consumable is pushed through the outlet. The costs are 
for hand-held bellows useful in a small lab or an artificer on the go. 
Price: One gp for a 2-ft bellows, 15 gp for a 5-ft bellows.
 Canister (Empty): A 6-in-diameter, 2-ft-long metal tank 
used to store air, oil, steam, water or other consumables under pres-
sure. Price: 10 gp.
 Furnace Oil: This flammable liquid is refined from the fat of 
whales and other blubbery creatures. It is efficient, such that 1 gallon 
can power a rail engine or steamship for 1 hour or 30 miles. Price: 
One gp per gallon.
 Lighter: A mechanical version of flint and tinder. A lighter 
consists of a tiny mechanical cylinder that holds furnace oil under 
pressure. When a lever is flicked to open the cylinder, the oil moves 
to escape and is alighted by the friction of the lever. The flame costs 
1 vitality damage per round of contact and requires 1 minute of use 
to instigate a fire. Price: 5 gp.   
 Pressure Gauge: This useful device reports the number 
of bars pressure within a steam engine or other enclosed volume. 
As a reference, normal breathable air is 1 bar and every 
10 ft underwater adds 1 bar. Zero bars is a vacuum. A 
person can handle 6 bars for a few minutes, or up to 15 
bars for a few rounds. A value of 1 to 20  bars is 
safe for a study iron tank. 
 Pressurized Tank: A steel 
container that holds a volume of air, 
water, oil or other substance under 
high pressure. A pressurized tank has a 
market price of 50 gp per 5-cubic-ft of 
volume.
 When a pressurized tank explodes, 
the damage equals 1d6 damage per bar 
(max of 20d6) to creatures with 15 ft 
of the tank or ½ damage for creatures 
within 30 ft. Reflex resists for  ½ 
damage. Price: 5 gp.

Fine Instruments
The following devices keep accurate 
time.
 Analytic Engine: This 
wind-up calculating machine can 
evaluate mathematical formulas. It 
is 6-ft high, 6-ft wide, and 2-ft deep. 
The user prepares a paper tape with 
punched holes that stand for instruc-
tions to the machine, then feeds the 
paper into the machine, which outputs 
results on a second paper spool by 
punching its own holes. 

Understanding the pattern of holes is a language unto itself. The ana-
lytic engine is useful for accounting, census taking, navigation, and so 
forth. Price: 1500 gp.
 Compass: This shows the direction of the strongest magnetic 
force, which means it usually (but not always) points due north. 
Price: 8 sp.
 Cryptograph: A wind-up calculating machine about the size 
of a small chest that encodes and decodes messages according to 1 or 
more formulas built in to the machine. The user indicates whether to 
encode or decode and then feeds in a paper tape with a message. The 
cryptograph outputs a translation. Price: 500 gp.
 Grandfather Clock: A miniature mechanical clock 
tower, typically 6 ft tall, 1½ ft wide, and 1 ft deep. It is made of glass, 
steel, and wood. It requires rewinding once weekly and service every 
18 months, after which time is has a 1% chance of failure per week. 
Typical Price: 1,000 gp. Price Range: 500 gp to 5,000 gp.
 Microscope: Allows the user to view features of objects and 
creatures smaller than size Tiny as if they were size Tiny. It is adjust-
able to allow close-inspection of objects that don’t fit on its glass 
tray. Using a microscope provides a +2 bonus on Appraise and Craft 
checks. Price: 200 gp.
 Pocket Watch: This spring-based timekeeper accurately 
reports time to within 1 minute. It is made of steel, wood, and 
glass. It requires daily rewinding, with a single winding lasting 28-30 
hours. It requires service every 18 months, after which time it has a 
5% chance per day of failure. Masterwork pocket watches sport gold 
trim and tiny jewel points. Price: 50 gp. 
 Surgical Kit: This is like a standard healing kit (page 168) 
but provides a +5 bonus on Heal checks. Price: 500 gp.
 Telescopic: This advance over the common spyglass allows 
you to view distance locales as if they were 10x or more closer (or 
larger) than normal. Price: 1,000 gp for 10x resolution or 5,000 gp 
for 20x resolution.
 Timer Clock: A sturdy wind-up clock that can be set to 
expire within 72 hours to an accuracy of 1 minute. Can be set to 
produce a spark that lights a fuse when it expires. Price: 5 gp, or 15 
gp with fuse lighter. 

Novelty Travel
The following machines afford travel on well-paved roads. They are 

novelty items and not for use on unpaved roads.
 bicyclette: This awkward-looking vehicle 

has a large front wheel, 2 training wheels, 
and a back wheel that pivots 36º. A single 
cushioned passenger seat sits atop and 
forward, with handles to steer and levers 
to control motion. Furnace oil or steam 

propels the cycle.  
 Using a 3-gallon tank of furnace oil, the 

cycle can travel up to 18 miles per hour for up to 
3 hours. Alternatively, a steam-driven cycle can travel up to 

6 miles per hour for up to 30 minutes. Price: 120 gp
       Horseless Carriage: This augmented, 
horseless carriage relies on pressurized steam or fur-

nace oil in tanks mounted atop the carriage. The carriage 
comfortably holds 6 passengers plus a mechanically-adept 
driver in the front-mounted cockpit to manage steering 
and propulsion. 
 Using a 12-gallon tank of furnace oil, the carriage 

can travel up to 18 miles per hour for up to 12 hours. 
Alternatively, a steam-driven carriage can travel up 
to 6 miles per hour for up to 2 hours. A horseless 
carriage has DR 6 and 15 hit points per 5-ft-square. 
Price: 5,000 gp.

 Ironside: This horseless carriage is modified 
for warfare. It is plated with steel mail, its windows are 
mere arrow slits, and its interior allows occupants to face 

outward. The steam tanks are well-protected. 
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An ironside has DR 10 and 25 hit points per 5-ft-square. Price: 
20,000 gp. 
 Parachute: This apparatus is a light, usually hemispheri-
cal silk canopy attached by cords to a harness and worn or stored 
folded until deployed in descent from a far height. Once it deployed, a 
parachutist descends 180 ft per round though there is no acceleration 
so the impactful thump upon landing is safe. A successful DC 25 Pilot 
check lands the parachutist within 15 ft of an exact spot. Increase the 
distance off by 60 ft for each 5 points below the DC. The parachute 
fails to deploy properly 5% of the time, requiring a DC 18 Pilot check 
to correct. Failure indicates a nasty fall. Price: 1500 gp.
 Steam Boat: As a galley (page 169) but travels consistently 
60 kph day and night, regardless of weather conditions, though 
exceptional currents will speed or slow it. Price: 50,000 gp.
 Steam Jumper:  This contraption allows the user to hop 
around in the air. Two hand pumps control the flow of highly pres-
surized steam through downward-facing and backward-facing nozzles 
fed by twin canisters mounted on his back. The user can move upward 
or forward in 10-ft increments as a move action. The canisters contain 
enough steam for 10 moves before requiring a refill. There is a 5% 
chance each minute that the device stalls for a second, dropping the 
user 10 ft and requiring a move action to reset it. Price: 20,000 gp.

Rail Travel
The following machines are essential for rail travel.
 Rail Car: A single large wood or iron wheeled container that 
can be hooked to other cars or a rail engine and pulled along tracks. 
Each car holds 100 tons of cargo, 100 people sitting, 200 people 
standing, or any combination thereof. Wood cars have DR 6 and 15 
hit points per 5-ft square while iron cars have DR 10 and 25 hit points 
per 5-ft square. Wood cars burn and iron ones do not. Wooden steer-
age cars cost 500 gp, coach cars cost 2000 gp, and luxury cars for 
aristocrats cost 5000 gp each. Quadruple the price for iron cars.
 Rail Steam Engine: A rail engine is a single large iron 
car suited to run on wood or metal tracks. A typical rail engine uses 
steam generated from an intense fire to turn gears that turn wheels, 
propelling the engine forward. A rail engine can move up to 30 miles 
per hour. It requires a crew of 10 and can hold 50 tons of cargo, 
though several tons should be set aside to store wood, coal or furnace 
oil to power the engine. A rail engine costs 50,000 gp and costs 2 cp 
per mile to operate, or 3 cp per mile if powered by furnace oil.
 A steam engine may fail due to insufficient fuel, insufficient water, 
excessive pressure, puncture or failure of the engine block. Escaping 
steam from pipes and boilers can inflict 1d6 damage per round.
 Rail Ticket: The table below shows typical costs and times 
for travel in various classes of travel in a passenger rail car.

Table 8-19: rail priCes and TiMes

Class Seating

Price 
Per 

Mile

Price
30 mi, 
1 hour

Price
100 mi, 
3 hours

Price
300 mi, 

10 hours

Price
1000 mi, 
30 hours

1st Preferred 1 gp 15 gp 50 gp 150 gp 500 gp

2nd Coach 1 sp 3 gp 10 gp 30 gp 100 gp

3rd Steerage 1 cp 3 sp 1 gp 3 gp 10 gp

Recording Devices
The following devices reproduce artwork and music.
 Daguerreotype: This device produces black and white 
photographs of still, well-lighted scenes by exposing a silver-coated 
copper plate to the scene for 1 round. The image is then fixed using 
salt and gold, and the plate is mounted behind glass to ensure pres-
ervation. The result is detailed but cannot be used to make copies. 
Every daguerreotype image is unique. Price: 600 gp.
 Gramophone: A wind-up mechanical music player that 
translates etchings on a metal disk into sounds. It consists of a 
1-cubic-ft oak box plus a flowery 2-ft-long horn to deliver the sound 

clearly in a 15-ft-radius area. Sound quality depends on the disks 
placed into it. One gramophone disk plays for 2 to 5 minutes. Swap-
ping in a new disk is a move action. Price: 900 gp.
 Gramophone Record: An etched metallic disk, 6 in to 12 
in diameter, that acts as a recording of 2 to 5 minutes of music, oratory, 
or other sounds. It is mounted into a gramophone. Price: 5 gp.
 Job Case: A 2-in deep, 6-square-ft toolkit that arranges mov-
able metal typographic elements in an optimized way that drastically 
speeds up the preparation process. Elements require cleaning and 
can be reused. Price: 25 gp.
 Lithographic Press: Ideal for making colorful maps and 
illustrated books, this press uses a smooth limestone or metallic 
plate. An image is represented in painter’s oil on the plate’s surface. 
Price: 8,000 gp.
 Music Box: A tiny gramophone, often in the form of a jewel 
box, that plays a specific 3-round song. A music box may incorporate 
a tiny puppet or statuette to “dance” to the music. Price: 130 gp.
 Photoplate: A 6-in-square silver-coated copper plate for 
use in a daguerreotype. Price: One gp (blank) or 5 gp (exposed, 
treated, and mounted).
 Press (Movable Type): This mechanical printer is crafted 
from iron and oak and requires manual pressure. It uses etched metal 
tiles. Preparing the press for a single page requires 2 hours, or 20 
minutes when using a “job case” toolkit. It can produce 250 sheets 
per hour. Price: 4,000 gp.
 Press (Steam): This steam-driven printing press works like 
the moveable type printer but relies on steam power to produce 
1,000 sheets per hour, or 500 double-sided sheets per hour. Price: 
15,000 gp.

Weapons
The following military items change the odds on the battlefield.
  Bomb: This round gunpowder bomb must be lit before it is 
thrown up to 30 ft. Lighting it is a move action, and anyone within 
5 ft of the explosion suffers 2d6 fire damage, or ½ damage if Reflex 
resists. Price: 150 gp. 
 Chloroform Pads:  This glass jar contains 20 pads soaked 
in chloroform. Holding a pad to the nose and mouth of a grappled 
person or animal for 2 rounds causes the target to fall unconscious 
for 60 to 90 minutes (no save). This doesn’t affect other creature 
types. Price: One gp per pad.
 Dynamite: This small explosive has a fuse that must be lit 
before it is set or thrown 30 ft. Lighting a stick is a move action, and 
the dynamite explodes that round or up to 2 minutes later (depend-
ing on the fuse’s length). The 5-ft-radius explosion deals 2d6 dam-
age, or ½ damage if Reflex resists. You can bundle multiple sticks. 
Each additional stick causes +1d6 damage  (max 10d6) and increases 
the blast radius by +5 ft (max 20-ft radius). Each stick has a market 
price of 100 gp. 
 Flame Thrower: This contraption spews flaming oil. The 
user holds a rod that supports a metal hose linked to a pressurized 
metal tank worn on the user’s back. The tank contains furnace oil. As 
a standard action, the user flicks a lighter, which inflames the oil as it 
rushes to exit the hose. Targets in a 15-ft cone suffer 2d6 fire damage, 
or ½ damage when Reflex resists. The thrower can spew flame con-
tinuously, such that creatures who approach the user suffer damage on 
their own turn. A small tank holds 1 gallon of oil (10 rounds of action) 
while a large tank holds 3 gallons (30 rounds of action). There is a 1 in 
20 chance per round that the thrower jams and requires a move action 
to reset. Price: 800 gp (small tank) or 1300 gp (large tank). 
 Gas Mask: A leather, metal, and glass mask that lets the 
wearer breathe normally while it blocks all mundane gas and inhaled 
poisons. Price: 150 gp.
 Smoke Bomb: This bomb must be lit before it is thrown up 
to 30 ft. Lighting it is a move action. Two rounds after it is lit, it 
produces a 20-ft-radius smoke cloud that conceals anyone within. 
The cloud dissipates after 2 minutes, or 1d4 rounds in a strong wind. 
Price: 70 gp.

Chapter 8: Equipment



176

Chapter 9: Electrotech

Chapter 9 
Electrotech

The following nonmagical gear is available in societies that have elec-
trotech. These items are not available for sale in other societies. They 
require the Technics skill to use properly, much less craft or repair. 
See the skill description in the box at right, below.
 Electrotech items rely on batteries that store electrical energy. 
While a few items can recharge themselves over time, most require 
you recharge them after several uses. Thus, you must remain mindful 
when using these complicated devices. See Table 12-13 on page 236 
to resolve damage against these metal machines.
 For each item, you will find details including its appearance and 
dimensions, batteries, the amount of energy you expend by each use, 
the cost and skill checks needed to create it, and its market price.

 Power Sources
Here are useful items that store or generate electrical energy.

Battery
These units store electrical energy.
 Details: Batteries vary from thumb-sized to elephant-sized. 
They are 50% lead and contain water and sulphur. Through chemical 
reactions, they store and release electricity, either slowly and steadily 
or quickly and furiously, as needed. In practice, a large battery con-
sists of a bank of smaller batteries linked to act in concert.
 A battery holds electricity as measured in energy points (ep). 
Using the battery drains those points. The table below describes key 
details of 5 sizes of batteries.
 If a battery is overcharged or severely damaged then it explodes, 
causing harm (50% acid damage and 50% electrical damage) within 
the blast radius indicated in the table.

Size Weight
Market
Price

Maximum
Capacity

Blast 
Dice

Blast
Radius

Tiny 1 lb 5 gp 2 ep 1 hp 0 ft

Small 10 lb 150 gp 15 ep 2d4 5 ft

Medium 100 lb 3,000 gp 120 ep 8d6 10 ft

Large 1 ton 30,000 gp 1,000 ep 14d6 30 ft

Huge 10 tons 150,000 gp 10,000 ep 20d6 90 ft

Charge Meter
This measures how many energy points remain in a battery.
 Details: This handsome device of metal, glass, and wood 
instantly and continuously reports the number of energy points 
remaining in any battery that you link to it as a standard action. 
 Battery: None ; Usage: N/a
 Creation: 8 gp ; pass DC 5 Technics check.
 Price: 15 gp.

Extractor
This complex device transforms raw ore into nucleonic fuel.
 Details: This 5-ft-cube machine transforms a mass of unrefined 
yellowish cake-like material called grok into 
useful nucleonic fuel. The extractor heats 
the grok, causing it to release a greenish gas 
that is captured, cooled, and turned into 
a hard greenish-white material for use in 
nucleonic plants. One cubic ft of grok yields 
a single 1-in diameter fuel pellet. Each size 
of nucleonic plant requires a number of pel-
lets shown in the table at right. The pellets, 
once sealed into a plant’s egg-shaped core, 

Plant
Size

No. of
Pellets

Tiny 2

Small 15

Medium 120

Large 1,000

Huge 3,000

“With batteries charged after a crackling storm, 
Dr. Vorgin exulted. He turned dials, threw 
switches, and filled fluids, all to animate new life.”
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Using Electrotech Gear
In order to use electrotech items correctly and safely, and to craft and 
repair them, a character must have access to the Technics skill. The 
Electrotech ability (page 123 etc) grants access to this skill.

Technics (Int)
Technics includes the following uses.
 Craft Tech: Crafting electrotech items requires Craft Electro-
tech (pages 14, 123, etc) and a successful Technics check plus maybe 
other checks. If you fail a check, you may keep trying until you suc-
ceed, though the craft time (but not cost) doubles with each attempt.
 Mathematics: You are familiar with math symbols and oper-
ations and can solve math problems. The DC varies from 5 for trivial 
problems to 20 or higher for complex, multivariable challenges.
 Operate Tech: The DC is 5 for simple, first-time actions with 
unfamiliar items, or DC 10 for more complex items. An item may 
also require other skill checks, as stated in its description. A roll of 1 
indicates the item fails to function (50% chance) or malfunctions with 
dangerous sparks that inflict 1 wounds plus 1d6 vitality damage (50% 
chance). After a successful first use, no additional checks are needed. 
 Science: You are familiar with scientific concepts about invis-
ible mundane forces of nature (called immateria) such as electrics, 
kinetics, nucleonics, optics, and sonics. You can answer easy, average, 
and hard questions on DC 10, 15 and 20, respectively. Very hard and 
speculative questions require a DC 30 check.
 Tech Repair: Repairing an electrotech device after 4 hours of 
work is a DC 15 check. Repairing in just 1 hour is a DC 25 check, and 
repairing in 10 minutes is a DC 35 check.

ignite and begin producing energy within 10 minutes. The refinery 
lasts 10 years. 
 One cubic ft of grok costs 5 gp and 1 pellet costs 35 gp. Grok is 
rare though not challenging or unsafe to mine.
 Battery: Small (15 ep) ; Usage: 1 ep/pellet  ; Recharge 
Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 10,000 gp ; pass DC 25 Technics check and DC 25 
Mechanics check.
 Price: 20,000 gp.

Lightning Rod
This rod recharges a battery during a lightning storm.
 Details: This 10-ft tall, 1-in diameter copper pole easily 
attracts lightning, which passes down the pole into the ground or into 
an attached battery via a recharge unit. Typically, the rod is placed 
outdoors on a roof, such that a storm may provide 1d3-1 lightning 
strikes per hour, each capturing 6d6 hit points worth of electricity. 
 Battery: None ; Usage: N/a
 Creation: 6 gp ; pass DC 5 Technics check.
 Price: 12 gp. 

Nucleonic Plant
This awe-inspiring device continuously recharges batteries.
 Details: A nucleonic plant consists of a thick iron wrapping 
around an egg-shaped core that houses glowing nucleonic fuel pel-
lets. Reactions within the material provide a continuous stream of 
electrical energy to a battery via a transducer crystal. When the bat-
tery is full, excess energy is released as sparking, electrical discharges 
from antennae that spout out of the egg. 
 The table below describes key details of 5 plants of various sizes. 
Each plant comes with 1 or more ports. You can link an electrotech 
device to a port and transfer up to 2 energy points per round from 
the plant to the attached device.

Plant
Size

Plant
Weight

Battery
(max ep)

Recharge
Rate Ports

Market
Price*

Tiny 5 lbs Tiny (2 ep) 2 ep/day 1 2,000 gp

Small 25 lbs Small (15 ep) 5 ep/8 hrs 2 5,000 gp

Medium 250 lbs Medium 
(120 ep)

5 ep/hour 5 20,000 gp

Large 2½ tons Large 
(1,000 ep)

40 ep/hour 25 50,000 gp

Huge 25 tons 3 Large 
(1,000 ep each)

1 ep/round 100 200,000 gp

* Indicates purchase price. The plant costs ½ the price to craft, and 
the core, without the plant, costs ¼ the price. 

 Because nucleonic material harms living creatures, a plant is sealed 
tight with few serviceable parts. The nucleonic core lasts 10 years. 
Once removed, it must be kept safe until it is inert and harmless. 
Opening the core releases harmful rays, such that all living creatures 
continuously suffer wound damage while within 15 ft of the core and 
they continue to suffer for 2d12 rounds even after they leave the area, 
albeit less so, as shown in the table below. Treat the effect as a poison.

Size During
Exposure

For 2d12 min. 
after exposure

Time to 
Harmless

Technics
Check

Tiny 1 wound/hr N/a 1 year DC 15

Small 1 wounds/min 1 wound total 10 yrs DC 20

Medium 1 wound/rnd 1 wound/minute 100 yrs DC 25

Large 3 wounds/rnd 1 wound/round 1,000 yrs DC 30

Huge 10 wounds/rnd 3 wounds/round 10,000 yrs DC 35

Recharge Antenna
You use this device to recharge batteries using magic.

 Details: This 2-pound device attaches to any battery to recharge 
it using Shocking Grasp, Lightning Bolts or a similar magic ability that 
normally inflicts electrical damage. Every 3 hit points of damage you 
direct to it recharges the battery 1 energy point (33% efficiency). 
 Battery: None ; Usage: N/a
 Creation: One gp ; pass DC 5  Technics check.
 Price: 2 gp.

Recharge Crank
This device lets you recharge batteries by hand.
 Details: This 2-pound hand-crank lets you manually recharge a 
battery. Electricity is generated by the motion of a loop or disc of cop-
per wire between the poles of a magnet. Each 10 minutes of vigorous 
cranking restores 1 energy point and also requires a DC 10 Endurance 
check. Failure means you must rest and restart after 1 hour.
 Battery: None ; Usage: N/a
 Creation: 6 gp ; pass DC 5  Technics check.
 Price: 12 gp.

Refinery
A refinery produces rocket fuel from pure water.
 Details: This 2-ton, 10-ft-cube device gulps in water and splits 
the water into its base elements that act as rocket fuel. Specifically, 
every 10 gallons of pure water result in 9 fuel pods plus a gallon 
of wasted run-off. One fuel pod is liquid hydrogen and the other 8 
pods are liquid oxygen. Refining 10 gallons takes 10 minutes and 10 
energy points supplied by a battery and a small nucleonic plant. 
  The refinery comes with 9 pods and keeps cold any filled pods for 
as long as it has power. When it loses power such that the fuel starts 
to boil off, pipes open to safely release the fuel as steam.
 Except for the option to swap out pods, the sealed unit is unser-
viceable. Also, the pods are highly flammable, exploding if ruptured. 
An exploding pod inflicts 3d6 cold damage to everything within 15 
ft, or ½ damage when Fortitude resists. The refinery lasts 10 years. 
  Battery: Small (15 ep) ; Usage: 3 ep/day (cools pods) or 
3 ep/10 minutes (fills 2 fuel pods) ; Recharge Small nucleonic 
plant (5 ep/8 hours or 15 ep/day).
 Creation: 10,000 gp ; pass DC 30  Technics check.
 Price: 20,000 gp.
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 Battlements
Here are electrotech items well-suited to combat. They include suits of 
armor as well as melee and ranged weapons. Items are Light, Medium 
or Heavy, as usual for such gear. None of the items self-recharge. 

Battle Suit, Light
This light suit of armor sports an energy pack.
 Details: This Light suit is made from silk, leather, and mithral. 
It weighs 20 pounds, has 20 hp, and provides DR 4, or DR 5 against 
energy attacks. A punch with its mailed fist delivers 1d4 damage or 
2d4 when the wearer expends 1 energy point as a swift action. Reflex 
resists. Finally, the armor has a power port that can transfer 1 energy 
point as a move action from its batteries to recharge an attached elec-
trotech device. 
 Battery: 3 Tiny (2 ep each) ; Usage: 1 ep/hour.
 Creation: 1,250 gp ; pass DC 10 Technics check.
 Price: 2,500 gp.

Battle Suit, Heavy
This suit of powered armor offers major benefits. 
 Details: This Heavy suit is made from silk, leather, mithral, and 
adamantine. It weighs 50 pounds, has 60 hp, and provides DR 9, or 
DR 12 against energy attacks. A punch with its mailed fist delivers 
1d4 damage, plus an additional 1d4 damage per level (max +5d4) 
when the wearer expends 1 energy point as a swift action. Fortitude 
resists. 
 The suit offers other benefits when worn. Boost Acrobatics, Ath-
letics, and Endurance checks by +5. Boost maximum encumbrance 
slots by +2. Also, when the wearer expends 1 energy point as a swift 
action, he may then jump 30 ft upward, downward or outward as a 
standard action without needing to make an Athletics check. 
 The armor has 3 power ports that can each transfer up to 5 energy 
points per round as a swift action from its batteries to recharge any 
attached electrotech devices.
 Battery: 2 Small (15 ep each) ; Usage: 1 ep/minute.
 Creation: 17,500 gp ; pass DC 23 Technics check.
 Price: 35,000 gp.

Battle Suit, Medium
This suit of powered armor offers several benefits. 
 Details: This Medium suit is made from silk, leather, and 
mithral. It weighs 35 pounds, has 40 hp, and provides DR 6, or DR 
8 against energy attacks. A punch with its mailed fist delivers 1d4 
damage, plus an additional 1d4 damage per level (max +5d4) when 
the wearer expends 1 energy point as a swift action. Fortitude resists. 
The wearer enjoys a +3 bonus on Acrobatics, Athletics, and Endur-
ance checks. The armor has 2 power ports that can each transfer up 
to 2 energy points as a move action from its batteries to recharge any 
attached electrotech devices.
 Battery: 1 Tiny and 1 Small (2 ep and 15 ep, respectively) ; 
Usage: 1 ep/10 minutes.
 Creation: 5,000 gp ; pass DC 15  Technics check.
 Price: 10,000 gp.

Body Suit
This form-fitting suit shields the wearer from electrotech items.
 Details: This silver suit hugs the wearer’s body and affords nei-
ther underclothes nor armor, though the wearer can don an overcoat 
or similar loose, voluminous item. The suit includes built-in padded 
shoes and a snug hood that shows only the face.
 The suit provides DR 4, or DR 6 versus electrical damage. It weighs 
12 pounds, has 30 hp, and is woven from of rare alchemically-treated 
materials. The suit allows the wearer to ignore the effects of extreme 
temperature between -40º and 140º F without harm. The suit’s child-
ish quality inflicts a -2 penalty on Intimidate checks.
 The suit includes 2 batteries and a power port. The user can power 
or recharge an electrotech item attached to a port at the rate of 1 

energy point per round.
 Battery: 2 Tiny (2 ep each) ; Usage: 1 ep/round (optional).
 Creation: 1,500 gp ; pass DC 10 Technics check.
 Price: 2,500 gp.

Exorcist’s Shock
Expels a possessing spirit.
 Details: This 15-pound Heavy weapon consists of a 1-ft copper 
rod, a handle and control box, and a battery. It relies on a very rare 
“angelic” crystal to help deliver terrible shocks at a special vibration 
that induces possessing spirits to leave the person or creature tar-
geted by the rod. An unwilling, unrestrained target may resist using 
Reflex. Otherwise, a struck creature must resist using Will or give 
up 1 possessing spirit as if subject to an Exorcism spell (page 91). 
Whether or not the spirit is expelled, the host suffers 2d6 electrical 
damage and the possessing spirit suffers 2d6 holy damage. 
 Battery: Small (15 ep) ; Usage: 4 ep/use.
 Creation: 5,000 gp ; pass DC 20 Technics check.
 Price: 10,000 gp. 

Flesh Melter
Ignores DR and causes wounds.
 Details: This 18-pound Heavy gun leaves nonliving material 
untouched while harming living creatures. Each use against 1 target 
within 50 ft delivers 1d6 sonic wound damage that bypasses DR. 
Reflex resists for ½ damage. This device has no effect on nonliving 
things and can bypass up to 6 inches of inanimate material, except 
lead which blocks it.
 Battery: Small (15 ep) ; Usage: 4 ep/use.
 Creation: 2,500 gp ; pass DC 10 Technics check.
 Price: 5,000 gp.

Force Blade
When activated, this item produces a longsword-like energy blade. 
 Details: While inactive, this 2-pound Medium weapon consists 
of a 6-in metal hilt with a small button and no blade. The hilt contains 
a rare crystal, 2 batteries, a transducer coil, and a flexible, extend-
able metal rod. 
 Pressing the button as a swift action draws 1 energy point from 
the battery, extends the rod, and activates the blade. The transducer 
draws energy from the wielder’s body at the rate of 1 vitality per 
attack roll—or per minute when not attacking—and directs the vital-
ity through the crystal and up the rod to produce a luminous 5-ft long 
blade. Pressing the button again as a swift action deactivates the blade.
 When attacking, an adjacent foe must resist using Will or suffer 
1d4 electrical damage + an additional 1d4 force damage per 2 levels 
(max 5d4 additional damage). The blade’s color varies with the crys-
tal’s color. 
 Battery: 2 Tiny (2 ep each) ; Usage: 1 ep/5 uses.
 Creation: 1,500 gp ; pass DC 12 Technics check.
 Price: 3,000 gp.

Force Knife
This easily-concealed item evokes a small energy blade when activated. 
 Details: As the force blade (see above), but this Light weapon 
is 2-in long, weighs 1 pound, has only 1 battery, and delivers only 
1d3 electrical damage + 1d6 force damage. Reflex resists.
 Battery: Tiny (2 ep) ; Usage: 1 ep/10 uses.
 Creation: 1,000 gp ; pass DC 10 Technics check.
 Price: 2,000 gp.

Gonzo Gun
This firearm adds a major electric jolt with its bullet.
 Details: This 12-pound, Medium firearm has 2 modes. 
Switched off, it fires single bullets with 50 ft range for 1d10 damage if 
you beat the target’s Reflex. When switched on, apply a +2 bonus on 
attack rolls and +1d6 electrical and +1d6 force damage, and Reflex 
resists for ½ damage. Switching the gun on or off is a swift action.
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 Battery: Small (15 ep) ; Usage: 2 ep/round.
 Creation: 2,000 gp ; firearms 
proficiency and pass DC 10 Technics 
check and DC 10 Mechanics check.
 Price: 4,000 gp.

Joy Buzzer
This innocuous device shocks the 
unwary.
 Details: This tiny device fits 
snugly in the palm of one’s hand. An 
adjacent foe must resist using Reflex 
or suffer 1 vitality damage and be dazed 
for 1 round. An unwary subject out of combat, 
while shaking hands for example, suffers a -5 penalty on his save. 
 Battery: Tiny (2 ep) ; Usage: 1 ep/use. 
 Creation: 125 gp ; pass DC 7 Technics check.
 Price: 250 gp.

Mimetic Skin
This battle suit accessory turns you invisible.
 Details: When attached to a battle suit port, the skin allows 
the wearer to turn invisible as a standard action. The effect costs 2 
energy points and lasts 5 minutes. The skin contains tiny crystals that 
cause chameleon-like effect when electricity energizes them. Attack-
ing disrupts the flow and ends the invisibility effect. Invisibility adds 
a +10 bonus on Stealth checks.
 Battery: Small (2 ep) ; Usage: 2 ep/use.
 Creation: 2,500 gp ; pass DC 18 Technics check.
 Price: 5,000 gp.

Nucleonic Bomb
This bomb vaporizes everything nearby.
 Details: This 100-pound device sparks 2 small nucleonic plants 
(page 177) to release destructive nucleonic energy after a 2-minute 
delay. All creatures and objects within 500 ft are blinded for 2d4 
days, suffer 4d6 wound damage, fly back 1d6x10 ft, and fall prone. 
There is no defense, though 5 ft of stone or packed earth, 6 in of lead 
sheeting, or a Wall of Force or Resilient Sphere blocks the effect. 
 Battery: Tiny (2 ep) ; Usage: 2 ep (use destroys the item). 
 Creation: 25,000 gp ; pass DC 25 Technics check.
 Price: 50,000 gp.

Nucleonic Ray Gun
Use this gun to disintegrate a single target.
 Details: This 15-pound Medium gun projects a terrible white-
hot ray at a single 5-ft cube volume or 1 creature within 90 ft. If you 
target a volume, unattended mundane material vanishes. If you target 
a foe, it suffers 2d4 wound damage and permanently vanishes if it dies. 
Reflex resists for ½ damage. Miracle or Wish restores disintegrated 
items and creatures. Wall of Force or Resilient Sphere block the ray.
 Battery: Small (15 ep) ; Usage: 4 ep/use. 
 Creation: 10,000 gp ; pass DC 20  Technics check.
 Price: 20,000 gp.

Siege Blaster
This massive canon shatters walls and other heavy obstacles.
 Details: Like its smaller cousin, the shatter blaster, this 1,500-
pound siege gun destroys inanimate materials. A dial on the blaster 
allows the user to tune to a particular substance. Each use delivers 
20d6 sonic damage to a 10-ft-square area within 500 ft. The sound 
resonates with the material in a harmful way such that it bypasses 
the material’s DR. This device only works on nonliving things. The 
blaster weighs 1,500 pounds and is usually drawn by a wagon or 
other vehicle. 
 Battery: Large (1,000 ep) ; Usage: 80 ep/use.
 Creation: 25,000 gp ; pass DC 25  Technics check.
 Price: 50,000 gp.

Shatter Blaster
Use this gun to shatter inanimate obstacles.
 Details: This 20-pound Heavy gun destroys 

wood, stone, and similar inanimate materials. A dial 
on the blaster allows the user to tune to a par-

ticular substance. Each use delivers 3d6 sonic 
damage to a 5-ft-square area within 80 ft. 

The sound resonates with the material in 
a harmful way such that it bypasses the 
material’s DR. This device only works 

on nonliving things. 
 Battery: Small (15 ep) ; 

Usage: 4 ep/use.
 Creation: 2,500 gp ; pass 

DC 15  Technics check.
 Price: 5,000 gp.

Shock Gun
This firearm adds a mild electric jolt with its bullet.
 Details: This 5-pound, Small firearm has 2 modes. Switched 
off, it fires single bullets with a range of 50 ft for 1d10 damage when 
you beat the target’s Reflex. Switched on, apply +1d4 electrical 
damage. Switching on or off is a swift action.
 Battery: 3 Tiny (2 ep) ; Usage: 1 ep/3 uses.
 Creation: 500 gp ; pass DC 8 Technics check.
 Price: 1,000 gp.

Silencer
This attachment for electrotech firearms eliminates all firing noise.
 Details: Firearms can be very loud. This 3-pound attachment 
includes a battery-powered inverter that completely cancels out the 
noise of any firearm except firearms that deliver sonic damage. 
 Battery: Tiny (2 ep) ; Usage: 1 ep/10 uses.
 Creation: 1,000 gp ; firearms proficiency and pass DC 10 
Technics check and DC 10 Mechanics check.
 Price: 2,000 gp.

Sonic Blaster
This gun blasts targets with painful noise.
 Details: This 12-pound Medium gun delivers devastating 
sonic energy. The vibrations of a pliant, noisy crystal deliver 3d6 
sonic damage to all creatures in a 30-cone, or ½ damage if Fortitude 
resists.
 Battery: Small (15 ep) ; Usage: 3 ep/use. 
 Creation: 3,000 gp ; pass DC 10  Technics check.
 Price: 6,000 gp.

Vorn Nauseator
This gun causes targets to become sickened.
 Details: This odd, 13-pound Medium gun seems to emit no 
sound, light or force. However, it emits sound below the threshold 
of normal hearing, and creatures in a 30-ft cone area are immediately 
nauseated for 2 minutes, or sickened for 5 minutes if they fail to 
resist using Fortitude. The device is named after the vorn, a race of 
astral warriors who often employ it against their enemies.
 Battery: Small (15 ep) ; Usage: 4 ep/use.
 Creation: 10,000 gp ; pass DC 20  Technics check.
 Price: 20,000 gp.

Zap Gun
This classic gun blasts foes with raw electricity. 
 Details: This 12-pound Medium gun projects 4d6 electrical 
damage to a single foe within 30 ft, or ½ damage if Reflex resists. 
The target must also resist using Fortitude or be blown back 1d4 x 
10 ft and fall prone.
 Battery: Small (15 ep) ; Usage: 3 ep/use.
 Creation: 1,000 gp ; pass DC 10  Technics check.
 Price: 2,000 gp. 
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 Communicators
The following electrotech items help characters talk to each other 
across long distances with or without wires.

Dispatch
This device sends message far distances. 
 Details: This 25-pound, 2-ft-cube box contains rare crystals 
and features a switch, bell, microphone, and mirror. When the 
dispatch is activated, the crystals vibrate in unison and evoke an 
extradimensional conduit between the dispatch and its twin, which 
may be anywhere on the same realm of existence. Both the dispatch 
and its twin must be crafted together as a pair. 
 When a box is activated, the other dispatch’s bell rings and the 
conduit remains “open” for up to 5 minutes to admit sound and 
images through the microphones and mirrors. Each dispatch’s mir-
rors shifts to show a reflection of the person on the other end rather 
than the user’s own reflection. Nothing else passes through the 
conduit. Rarely, there are brief transmission delays of 1d4 rounds. 
Either the caller or the receiver can close the conduit at any time by 
deactivating their dispatch.
 Battery: Small (15 ep) ; Usage: 2 ep to activate conduit + 1 
ep/minute thereafter.
 Creation: 2,500 gp ; pass DC 20 Technics check.
 Price: 5,000 gp.

Radio Tower
This structure transmits sound to receivers in a wide area around it.
 Details: Typically, this structure includes a small cabin or 
booth with a transmitter mounted atop a tall wood or metal tower. 
When the transmitter is activated, radio receivers within range may 
tune in to hear sounds fed live via a microphone in the cabin. Audio 
content includes news, music recitals, and shows. 
 The tower’s height determines the broadcast area and the cost of 
the tower, as shown in the table below.
 The transmitter can be set to 1 of 12 frequencies, allowing mul-
tiple towers to broadcast different content over the same area. Also, 
you can double or halve the broadcast range by doubling or halving 
(respectively) the energy points.
 The large radio tower includes a small nucleonic plant that con-
tinually recharges the tower at the rate of 5 energy points per 8 hours 
(15 ep per day). The plant lasts 10 years.

 Height*  Range Battery Usage Creation**

10 ft 100 ft 2 Tiny (2 ep each) 1 ep/24 hrs 25 gp

50 ft ½ mile 2 Small (15 ep each) 1 ep/2 hrs 500 gp

100 ft 2 miles Medium (120 ep) 2 ep/hour 2,500 gp

230 ft 10 miles Large (1000 ep) 10 ep/hour 20,000 gp
* The Technics check equals  10 + 1/10th the tower’s height in ft.
* Market price = 2x the creation cost.

Receiver, Backpack
This small device receives and plays signals from a radio station.
 Details: You can wear this 12-pound device as a backpack or 
stand it on a sturdy table. One dial allows it to tune to 1 of 12 radio 
station channels, while a second dial adjusts the volume. A small 
speaker plays sound as it is received. A low volume is audible to adja-
cent creatures, while a high volume is audible out to 15 ft.
 Battery: Small (15 ep) ; Usage: 1 ep/10 minutes (low vol-
ume) or 1 ep/minute (high  volume).
 Creation: 1,000 gp ; pass DC 12 Technics check.
 Price: 2,000 gp.

Receiver, Cabinet
This large device receives and plays signals from a radio station.
 Details: This 120-pound device is dressed in a fine wooden 
cabinet. One dial allows it to tune to 1 of 12 radio station channels, 

while a second dial adjusts the volume. Four speakers play the sound 
as it is received. A low volume is audible to creatures within 15 ft, 
while a high volume is audible out to 60 ft.
 Battery: Medium (120 ep) ; Usage: 1 ep/1 minutes (low 
volume) or 1 ep/round (high  volume).
 Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.

Telegraph
A telegraph let’s you talk private over a distance.
 Details: This 25-pound device lets users send and receive mes-
sages. Specifically, 2 conical crystalline speakers are linked by a cop-
per wire wrapped in rubber that runs anywhere from 30 ft to 10 
miles. When the user activates the battery at his end and speaks into 
the crystal filter, the person at the other end may be able to hear 
the voice. Because communication quality is poor past 30 ft, users 
usually rely on a simplistic code they share in common that consists 
of short and long beeps or tones. The telegraph typically includes 
a keyboard and/or tape machine that records the beeps and tones 
for later analysis and storage. A telegraph can only link 2 points. You 
must use multiple independent telegraphs to link different points. 
 Battery: Small (15 ep) ; Usage: 1 ep/10 rounds or 1 ep/50 
words spoken when linked to someone more than 30 ft away.
 Creation: 500 gp + 50 gp per mile of copper wire ; pass DC 
10  Technics check.
 Price: 1,000 gp + 100 gp per mile of wire.

Transceiver 
This compact device allows you to send and receive radio signals.
 Details: You wear this 18-pound device as a backpack or stand 
it on a sturdy table. When switched on, it has 2 modes: send or 
receive. You switch modes by pressing a button as a swift action. 
 The send mode broadcasts on a single channel. Its signal is heard 
by other transceivers within 2 miles that are switched on and in the 
receive mode and built to “hear” that same channel. The device’s high 
cost is due to its special components and amazing range for its size.
 The device comes with an optional 5-ft metal pole that can be 
attached to serve as a power antenna to extend the range to that 
boosts the range to 5 miles. 
 Metal, thick wood or earth will reduce or block the effect, though 
the exact effect is hard to predict, and a character may spend 1d4 
rounds searching for a space near to his own with better perfor-
mance. A transceiver does not hear a radio tower’s broadcasts nor 
can radio receivers hear a transceiver.
 Battery: Small (15 ep) ; Usage: 1 ep/round.
 Creation: 2,500 gp ; pass DC 20 Technics check.
 Price: 5,000 gp.

 Conveniences
Electrotech items may find their way into business, farms, homes, 
and factories to ease people’s lives. In communities where electro-
tech is common, a batteryman may travel down-to-door offering to 
recharges at a rate of 1 cp per item or 1 sp for a household. He will 
also buy batteries at 50% of their market price.

Calculator
This device aids math ability.
 Details: This 1-ft-cube machine has a keyboard with digits and 
math operation symbols plus a battery, ink well, and long spool of 
narrow paper. As the user types numbers and operations, the device 
computers answers, then advances and stamps the paper spool in ink 
to show the sequence of problems and solutions. The device boosts 
Dungeoneering and Technics checks by +2, or by +10 when solving 
math problems including engineering measurements.
 Battery: Small (15 ep) ; Usage: 1 ep/10 minutes of use.
 Creation: 1,000 gp ; pass DC 8 Technics check.
 Price: 2,000 gp.
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Chamber Lamp
This device sheds light for hours.
 Details: This glass and iron lantern sheds light. When 
an electric current runs through special crystals within the 
lantern’s heart, the crystals vibrate and shed weak or strong 
illumination, as desired by the user with the flip of a switch. 
Weak illumination sheds light out to 15 ft and shadowy light 
out to 30 ft, while strong illumination extends to 30 ft and 
60 ft, respectively. The light can be portable, as a traditional 
lantern, or it can be mounted on a pole or in the ceiling to illu-
minate a room or outdoor area.
 Battery: Small (15 ep) ; Usage: 2 ep/hour (weak set-
ting) or 2 ep/10 minutes (strong setting)
 Creation: 150 gp ; pass DC 10 Technics check
 Price: 250 gp.

Cooker
This device cooks items rapidly.
 Details: This 2½-ft-square, 12-pound insulated 
metal box rapidly heats and cooks items. It has a door, 
shelf, battery, and sealed coils filled with alchemical flu-
ids that deliver heat to the cooker’s interior, where the heat warms 
drinks and cooks a meal for 3 people or 1 horse in 1 minute. Food-
stuffs do not all cook equally well, and some items (such as batteries 
or Tiny animals) when heated will explode. 
 Battery: Tiny (2 ep) ; Usage: 1 ep/10 uses.
 Creation: 125 gp ; pass DC 5 Technics check.
 Price: 250 gp.

Cooler
This device keeps items cold.
 Details: This 5-ft-square, 250-pound insulated metal box 
keeps items chilled. It has a door, shelves, battery, and sealed coils 
filled with alchemical fluids that carry away heat to the cooler’s exte-
rior, where the heat radiates away. 
 Battery: Small (15 ep) ; Usage: 1 ep/4 hours of use.
 Creation: 250 gp ; pass DC 8 Technics check.
 Price: 500 gp.   

Cosmetitron
This mask restores the appearance of youth.
 Details: The interior of this 6-pound mask is lined with crys-
tals that resonate when mild electricity courses through them. The 
resulting effect penetrates the superficial layers of the wearer’s skin to 
prompt the growth of fresh, youthful skin, thus reducing the visible 
signs of aging. After 1d4+1 10-minute treatments, the subject’s face 
is restored to the prior age bracket (old becomes middle age, middle 
age becomes adult, adult becomes young adult, etc). The effect lasts 
3d6 months. Other body areas can be restored as well. The bulk of 
the device is a wheelable 100-pound unit to operate the mask.
 Battery: Small (15 ep) ; Usage: 2 ep/treatment
 Creation: 1,000 gp ; pass DC 15 Technics check and DC 10 
Heal check.
 Price: 2,000 gp.

Chrysalis Pod
This snug device allows a person to hibernate.
 Details: When a person is shut into the 250-pound pod and 
the device’s timer set and activated, the person falls unconscious 
after 1d4 rounds and awakens when the timer runs out.
 While unconscious, the person’s metabolism slows to 1/100th 
normal. Disease, poison, and other conditions—even aging and 
dying—are similarly slowed in their progression. The pod relies on 
a rare emerald crystal that, when energized, slows biological pro-
cesses over a 5-ft area. 
 Conceivably, 1 Medium, 2 Small or 8 Tiny animals or plants can fit 
into a single pod, as would a person and his Tiny pet.
 Battery: Medium (120 ep) ; Usage: 1 ep/day.

 Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.

Electric Chair
This chair is used for torture and execution.
 Details: This 250-pound torture device blasts a secured, 
helpless person’s body with electrical currents. It draws from 2 
Small batteries: the first delivers 2d4 vitality damage while the 
second delivers 2d4 wound damage. See page 169 regarding tor-
ture devices.
 Battery: 2 Small (15 ep each) ; Usage: 1 ep/point of 
vitality or wound damage. 
 Creation: 325 gp ; pass DC 12 Technics check.
 Price: 650 gp.

Electric Fence
This metal fence shocks trespassers.

 Details: This rigid 10-ft high x 20-ft wide 
iron and copper curtain is electrically active. It weighs 
20 pounds. A continuous mild charge runs through the 

fence’s mesh, inflicting 1 point of electrical damage to 
any creature that touches it and fails to resist using Reflex. Prolonged 
or forceful contact with the mesh evokes an electrical surge that jolts 
the offender for 3d6 electrical damage and 2d6 pain damage.
 Battery: Medium (120 ep) ; Usage: 1 ep/hour + 5 ep/
forceful contact with fence.
 Creation: 1,750 gp ; pass DC 12 Technics check.
 Price: 3,500 gp.

Ghost Loom
This textile machine works on its own.
 Details: This device looks much like a common loom but relies 
on batteries to function autonomously. A person can mount the loom 
to run it manually and/or work a pedal that recharges the battery. 
When recharging by foot power, each 5 minutes of cranking restores 
1 hit point, and a DC 10 Endurance check is only required every 30 
minutes of pedalling. While running on battery, the loom can pro-
duce the equivalent of 1 outfit worth of material every 1 minute.
 Battery: Small (15 ep) ;  Usage: 1 ep/5 minutes.
        Creation: 1,500 gp ; pass DC 12  Technics check.
 Price: 3,000 gp.

Hand Light
This device sheds light for minutes.
 Details: This works like the chamber lamp (above) except it 
uses a Tiny battery. It’s main attraction is its light weight. 
 Battery: 2 Tiny (2 ep each) ; Usage: 2 ep/hour (weak set-
ting) or 2 ep / 10 minutes (strong setting)
 Creation: 50 gp ; lantern and pass DC 10 Technics check
 Price: 100 gp.

Head Lamp
This metal cap provides light for minutes.
 Details: This metal cap is often worn by miners. A battery and 
crystal are mounted at the front, to shed light from the wearer’s fore-
head. While switched on, the lamp sheds light outward for 15 ft of 
bright illumination and 30 ft of shadowy illumination (in darkness). 
 Battery: 2 Tiny (2 ep each) ; Usage: 2 ep/hour
 Creation: 125 gp ; pass DC 7 Technics check.
 Price: 250 gp.

Heated Jacket
This jacket keeps you warm.
 Details: This masterwork jacket is lined with fur, sewn with 
copper wires, and bejeweled with sparkling quartz. When an elec-
tric current passes though the jacket’s copper elements, the quartz 
vibrates to produce a mild, comfortable heat that keeps the user 
warm enough to avoid harm from cold down to -50º F.



182

Chapter 9: Electrotech

 Battery: 3 Tiny (2 ep each) ; Usage: 1 ep/hour in cold 
weather (32º F to 0º F) or 1 ep/10 minutes in freezing or colder 
weather (between 0º F and -50º F).
 Creation: 125 gp ; pass DC 7  Technics check.
 Price: 250 gp.

Heater
This device warms a room.
 Details: This 18-pound, 5-ft high, 
1-ft-wide insulated metal box radiates 
intense heat from 1 side. The heat is akin 
to a pleasant fire but without flame. A 
battery warms sealed coils filled with 
alchemical fluids that deliver warmth  in a 
15-ft-radius semi-circle around the heater’s face. 
You turn a dial to indicate the heat boost from +10º 
F to +50º F. The unit weighs 15 pounds. Violent 
impact with the device’s hot coils inflicts 1 
wound fire damage per round.
 Battery: Small (15 ep) ; Usage: 1 
ep/5 hours per +10 F.
 Creation: 250 gp ; pass DC 8 Tech-
nics check.
 Price: 500 gp.

Lightning Cage
This is a cage to imprison several creatures.
 Details: This 1-ton, 10-ft cube iron and copper-mesh cage is 
attached to a battery. A continuous light charge runs through the 
cage’s mesh, inflicting 1 hit point electrical damage on any creature 
that touches it and fails to resist using Reflex. Prolonged or forceful 
contact with the mesh evokes an electrical surge that jolts the pris-
oner for 3d6 electrical damage and 2d6 pain damage. Each bar is DR 
10 with 30 hit points and each 6-in-square mesh panel is DR 5 with 
10 hit points.
 Battery: Medium (120 ep) ; Usage: 1 ep/hour + 5 ep/
forceful contact with fence.
 Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp. 

Megaphone
This device amplifies your voice. 
 Details: This hollow 5-pound, 1-ft-tall cone-shaped device 
amplifies sound. The user speaks strongly into the narrow end. Elec-
tricity causes a crystal to vibrate, boosting the user’s voice by a fac-
tor of ten. Creatures within 250 ft and line of sight and hearing can 
hear the user clearly; others within 90 ft hear the user 
clearly. 
 Battery: Tiny (2 ep) ; Usage: 1 ep/10 
rounds of use.
 Creation: 125 gp ; pass DC 5 Technics 
check.
 Price: 250 gp.

Multimeter
This genius device packs many useful gauges 
in a single unit.
 Details: This 5-pound, hand-held 
device, made of brass and wood, includes an 
altimeter, barometer, chronometer, compass, 
and thermostat. A convenient backlight allows 
the user to note readings in the dark. The 
gauges themselves do not rely on the battery 
to work.
 Battery: Tiny (2 ep) ; Usage: 1 ep/5 
hours of use.
 Creation: 250 gp ; pass DC 8 Technics check.
 Price: 500 gp.

Night Goggles
These snug pair of goggles show warm living creatures.
 Details: These 2-pound goggles rely on a rare electrically-
responsive crystalline coating to illuminate heat signatures of nearby 
objects. While wearing these goggles in darkness, the wearer auto-
matically learns the location (5-ft-square) of living creatures, plants, 
and heat sources such as fires within line of sight. The goggles do 
not reveal constructs or undead. The wearer enjoys a +5 bonus on 
Survival checks when tracking a foe outdoors in darkness. Sudden 

exposure to daylight or a magical light source blinds the wearer 
for 1 round (no save).

 Battery: Tiny (2 ep) ; Usage: 1 ep/10 min-
utes of use.
   Creation: 1,000 gp ; pass DC 10 Technics 
check.
    Price: 2,000 gp.

Phonograph
This device plays music.

 Details: Also called an electrola or minstrel, 
this 25-pound device plays music, speech or other sounds 

that have been recorded as etched grooves on a flat 12-inch 
plate. Each plate holds 12 minutes of sound. A hand-crank 

will wind a spring to play a single record, though the battery is 
more convenient. A single record costs 1 gp and weighs ½ pound.
 Battery: Tiny (2 ep) ; Usage: 1 ep/120 minutes of sound.
 Creation: 250 gp ; pass DC 10 Music check and DC 12 Tech-
nics check.
 Price: 500 gp.

Reanimation Lab
The lab restores the dead to life or undeath.
 Details: This 500-pound contraption consists of a large chair, 
control console, battery, and medicinal dispensary. When a corpse 
(dead no more than 2 hours) is laid on the chair, pumped with rare 
alchemical reagents, and the battery’s current applied to the corpse, 
then it may rise again, either to life or undeath. 
 Preparation is key. The chemicals cost 100 gp per level of creature. 
The battery must supply a number of energy points equal to the dead 
creature’s full normal hit points. Also, you must succeed on Heal and 
Technics checks with a DC equal to 10 + 2x the creature’s level. 
If these criteria are met, the creature returns to life with 0 wound 
points. If all but 1 criterion is met, the creature returns as an undead 
monstrosity of equal level. Otherwise, there is a 50% chance the 
corpse is destroyed; and in any event, no benefit is gained. 
 In many societies, it is illegal to own or use this device.
 Battery: Medium (120 ep) ; Usage: Number of energy 
points equal to subject’s full normal hit points.
 Creation: 25,000 gp ; pass DC 25 Technics check and DC 20 
Heal check.
 Price: 50,000 gp.

Rebreather
A rebreather filters out harmful gasses.

 Details: This 3-pound mask system with sealed leather 
lung allows the user to breath without fear of inhaling mun-

dane gaseous poisons or diseases. The battery supplies a 
mild electrical vibration to the crystalline filter on the 

mask. The electrical shock kills all mundane threats 
and is 50% effective against magical threats. Dur-

ing combat, there is a 10% chance per round that 
the rebreather is dislodged; when grappled, the 
chance increases to 25% chance. 
   Battery: 2 Tiny (2 ep each) ; Usage: 1 
ep/hour of use.
   Creation: 1,000 gp ; pass DC 10  Technics 

check.
      Price: 2,000 gp.
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Ruby Ruse
This decoy child’s toy explodes on the user. 
 Details: This looks just like a child’s talking doll (below) but 
activating the doll causes it to explode with dynamite after speaking 
a message up to 5 words long. The 10-ft-radius explosion deals 4d6 
damage or ½ damage if Reflex resists. The explosion ruins the doll.
 Battery: Tiny (2 ep) ; Usage: 2 ep (use destroys the item).
 Creation: 250 gp ; pass DC 12 Technics check and DC 10 
Craft check.
 Price: 500 gp.

Scanning Wand
This devices identifies hidden contents. 
 Details: This 5-pound hand-held wand, when activated and 
waved over a 5-ft area, emits mild electric signals, some of which 
bounce back to vibrate the device’s crystals, which in turn regis-
ter on 1 or more of 5 gauges—noting cloth, flesh, fluid, metal, and 
wood—providing a percent value of each. 
 For example, a human male is 60% fluid, 38% flesh, and 2% cloth; 
while a human female or child is 55% or 65% fluid, respectively. 
 Wood and metal items including weapons easily register on the 
machine, even when concealed. However, the device cannot work 
through iron, more than 1 inch of other metals, or 6 inches of any 
other material. Food stuffs measure as flesh or cloth. Some items and 
materials may not register at all.
 Battery:  2 Tiny (2 ep each) ; Usage: 1 ep/10 uses.
 Creation: 1,000 gp ; pass DC 10  Technics check and DC 10 
Craft check.
 Price: 2,000 gp.

Shock Box
This toy shocks you when you fail at solving it.
 Details: This 3-pound elaborate, small container is protected 
by latches, levers, sliders, and such that must be activated in the right 
order in order to solve the puzzle and open the box. A user who is 
unfamiliar with a particular box must succeed on a series of 6 DC 
15 Mechanics checks. A failed check inflicts 1d6 electrical damage to 
the user.
 Battery: Tiny (2 ep) ; Usage: 1 ep/10 skill checks
 Creation: 150 gp ; pass DC 10 Technics check and 
DC 15 Craft check.
 Price: 300 gp.

Talking Doll
This child’s toy talks to you. 
 Details: This 3-pound 
child’s toy “speaks” up to 5 
5-word messages. Under 
the doll’s cloth covering 
are wide, pressure-sensitive 
crystalline buttons. Applying pres-
sure to the buttons causes a small 
gramophone to play and the doll 
to utter a brief message. Mes-
sages might be cute, quaint, 
funny, or vulgar, as befitting 
the doll’s appearance and 
intended audience. A hatch 
in the back affords access 
to the battery.
 Battery: 2 Tiny (2 
ep each) ; Usage: 1 
ep/10 uses.
 Creation: 1,000 
gp ; pass DC 10  Technics 
check and DC 10 Craft 
check.
 Price: 2,000 gp.

Technicoat
This wearable lab provides numerous benefits.
 Details: This many-pocketed, 8-pound coat is made with 
mithral threads and sports batteries and other electrotech elements.
 The coat provides +2 DR (or +4 DR versus electricity), weighs 
18 pounds, and has 30 hit points. The coat can be worn over and 
stack with Light or Medium armor.
 The coat provides sufficient gear to afford checks using Technics 
skill (assuming the character can normally do so) with a +2 bonus. 
 Finally, the suit has a small battery and 3 power ports. The user can 
power or recharge an electrotech item attached to a port at the rate 
of 3 vitality per round. If desired, the wearer can release 3 energy 
points through a rod sewn along the sleeve of the right hand. One 
target within 15 ft must resist using Reflex or suffer 3d6 electrical 
damage.
 Battery: Small (15 ep) ; Usage: 1-3 ep/round (optional).
 Creation: 1,000 gp ; pass DC 8 Technics check.
 Price: 2,000 gp.

Technocrat
Precisely answers all sorts of questions.
 Details: This glowing 5-ft-cube wonder weighs 500 pounds and 
extroverts 600 buttons that are systematically organized and labeled 
with a librarian’s exactitude. Labels include names of creatures, dei-
ties, devices, historical events, medical procedures, nations, person-
ages, places, realms of existence, recipes, spells, and more. Inside, 
the cube hides a multitude of phonographic recordings. A top-hatch 
admits access to parts for servicing.
 When a button is pushed, the relevant record is loaded and played, 
verbalizing 12 minutes of instruction on the topic. The device grants 
a +5 bonus on all Intelligence-based skill checks, or a +10 bonus if 
the listener passes a DC 20 Literacy check to translate the record’s 
dense technicalities into actionable knowledge. If the unit is loaded 
with a tape spool, the machine also dispenses a 4-in-wide written 
copy from the “mouth” of a false face on the machine’s facade. Each 
recording has a different personality. Some voices are obtuse, overly 
fast or slow, pedantic, rude, sarcastic, smarmy or otherwise annoy-
ing. The technocrat can play up to 150 records per day.  
 Battery: Small (15 ep) ; Usage: 1 ep/120 minutes of sound 
;  Recharge Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 25,000 gp ; pass DC 25 Technics check.

 Price: 50,000 gp.

Theremin
This electrotech musical 

instrument creates other-
worldly sounds.
  Details: Also 
known as an aether-
phone, this instrument 
is played by the musi-

cian without physical 
contact. It consists of a 

18-pound box with 2 metal antennas 
that sense the position of an adjacent player’s 

hands. One hand controls musical frequency 
while the second hand controls volume. The 
electric signals from the theremin’s box are 
amplified and played through a built-in loud-
speaker.
 Battery: Small (15 ep) ; Usage: 1 
ep/10 minutes (audience within 30 ft) or 1 
ep/minute (audience within 150 ft).
 Creation: 250 gp ; cost includes 
Small battery costing 75 gp plus 125 gp 

loudspeaker core ; pass DC 7 
Technics check.
 Price: 500 gp.
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 Mind Machines
The following electrotech devices read and/or influence the mind.

Anubis
This device sorts if a person is alive and/or sentient.
 Details: This stethoscopic device determines whether an adja-
cent body is a living creature and/or sentient (Intelligence 5+). 
Undead creatures show as nonliving. Immortal creatures like angels 
show as alive.
 Battery: Tiny (2 ep) ; Usage: 1 ep/10 uses.
 Creation: 50 gp ; pass DC 5 Technics check and DC 5 Heal 
check.
 Price: 100 gp.

Electro-stimitor
You can boost or harm the wearer’s skill use.
 Details: This 10-pound device features a snug mesh cap that 
passes mild electric shocks into his brain, selectively promoting or 
inhibiting certain skills. On a successful DC 15 Heal check after 2 
minutes of use, the machine grants a +1d6 bonus on a skill of your 
choice for 4 hours. The operator may instead inflict a 1d6 penalty or 
render a subject blind, deaf or mute for 4 hours.
 Battery: 2 Tiny (2 ep each) ; Usage: 1 ep/2 minutes of use.
 Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.

Hypnogogue
A hypnogogue places person in highly suggestible, trance state.
 Details: This 10-pound device features a metallic helmet that 
provides flashing lights and sounds. When the helmet is donned and 
activate, the wearer falls into a trance after 1d4 rounds and remains 
quiet for 5 minutes while the operator suggests a verbal task phrased 
in 10 words of less. After waking, the subject has forgotten the previ-
ous 10 minutes and—if he fails to resist using Will—does his best over 
a 1-hour period to complete the task. He will not deliberately harm 
himself and stays true to his alignment. The device only affects people, 
though elves and others with Sleep Immunity or Reverie are immune. 
Creatures at 0 vitality suffer a -5 penalty on their save to resist.
 Battery: Small (15 ep) ; Usage: 3 ep/use.
 Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.
 

Kirlian Photobooth
The booth helps you read a person’s alignment and health.
 Details: This snug 250-pound person-sized booth hosts a 
user inside and an operator outside. When activated, mild electri-
cal currents pass through the booth’s interior while a photographic 
plate fixed to a daguerreotype captures snapshots of the person. The 
resulting images reveal up to 3 pieces of information: the person’s 
aura, indicating which of 9 alignments best describe him; the pres-
ence or absence of an ailment (disease, poison or taint); and whether 
the person is carrying anything—such as a symbiont or object—
within his body or invisibly. The chance of correctly interpreting 
each piece of information is 70% + the result of a Heal check. 
 Battery: Small (15 ep) ; Usage: 1d2 ep/person
 Creation: 10,000 gp ; pass DC 20 Technics check and 
DC 15 Heal check.
 Price: 20,000 gp.

Mesmatron
A mesmatron affects the minds of people and animals. 
 Details: The 18-pound device comes with a keyboard and 
10-ft-high antenna that affects targets within 100 ft and line of 
hearing. When switched on, it broadcasts inaudible harmonics 
that affect the brains of people and animals for 10 minutes 
after 1 minute of continuous exposure. There are 7 ver-
sions of the device, each based on a different crystal and 

evoking a different effect.
Crystal Effect on Animals and Persons for 10 minutes

Black* Fall unconscious.

Purple Enjoy ecstatic, religious revery, recover 1 faith point, and 
suffer a -2 penalty on Reflex.

Blue Become docile, tend to mimic others’ behavior, and suffer a 
-2 penalty on Will.

Green Act emotionless and exacting, and enjoy a +2 bonus Intel-
ligence- and Dexterity-based skill checks.

Yellow Act affectionate and emotional, and enjoy a +2 bonus Wis-
dom- and Charisma-based skill checks.

Orange Act aggressive and vigorous, and enjoy a +2 bonus 
Strength- and Constitution-based skill checks.

Red Amused and entertained as if drunk, and gain a temporary 
boost of +3 vitality that goes away when the effect ends.

* The version that uses a black crystal drains more energy.

 Using Will to resist against the user’s attack roll blocks the effect 
for 10 minutes. When there are significant competing sounds, tar-
gets enjoy a +5 bonus on their save. Targets wearing lead helmets are 
immune, as are warmech and elves.
 Battery: Small (15 ep) ; Usage: 1 ep/round (or 10 per 
round if black, which requires continually recharging the battery).
 Creation: 2,500 gp ; pass DC 10 Technics check.
 Price: 5,000 gp.
    

Mesmatronic Projector
This addition to a radio tower affords mass mind control. 
 Details: This 10-pound device works like the standard mes-
matron, but lacks an antenna and instead attaches to a radio control 
booth (page 180), allowing you to broadcast the device’s mind-
affecting tones to anyone listening to a radio. The high cost reflects 
the difficulty of producing crisp harmonics over a radio.
 Battery: Small (15 ep) ; Usage: 1 ep/round (or 10 per 
round if black, which requires continually recharging the battery).
 Creation: 10,000 gp ; pass DC 25 Technics check.
 Price: 20,000 gp.

Phoretitron
This device draws toxins from the body.
 Details: This sturdy 10-pound device contains meters, a flex-
ible tube, and a syringe that must puncture the body and taste fluids 
in order to work. The syringe registers the unique electrical signa-
ture of a fluid sample. Then the operator places the tube into a sub-
ject’s body and tunes the device to draw all instance of that fluid from 
the body up through the tube into a glass jar. The device can remove 
all poison, disease or other physical taint on a DC 12 Heal check 
after 1 minute of use. If used carelessly, or maliciously to drain vital 
fluids, it causes 1 wound damage per round instead.
 Battery: Small (15 ep) ; Usage: 2 ep/1 minute (single use).
 Creation: 2,500 gp ; pass DC 15 Technics check and DC 10 

Heal check.
 Price: 5,000 gp.

Phrenologist’s cap
You can determine whether the subject is lying.
 Details: This snug 10-pound device features a mesh cap 
that is mounted with electrodes to measure a cooperative 
or helpless person’s brain activity. A nearby meter indicates 
results. Typically, the operator asks a series of yes/no questions. 
On a successful DC 12 Insight check after 1 minute of use, the 
operator learns whether the person is lying regarding 1 ques-
tion. A failed check indicates lack of certainty either way. 

  Battery: Small (15 ep) ; Usage: 1 ep/question
   Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.
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Pleasure Orb
This addictive electrotech device drains your vitality.
 Details: This seductive palm-sized glassy orb delivers tiny res-
onating shocks that cause the user to experience intense pleasure for 
1 round while also suffering 1 vitality damage. After each use, the 
user must resist using Will against his own attack roll or use it again. 
Even 24 hours after the last use, the user must resist using Will or 
seek out the device in order use it yet again.
 Battery: 2 Tiny (2 ep each) ; Usage: 1 ep/10 uses. 
 Creation: 250 gp ; pass DC 5 Technics check.
 Price: 500 gp.

Psychic Fulcrum
This staff amplifies mind-affecting magic abilities.
 Details: The 6-pound metal and wood staff sports a large crys-
talline gem on its head. While firmly grasped and activated by flip-
ping a switch, the staff crackles and provides a +2 bonus on attack 
rolls when activating a magic ability that assaults Will. Simultane-
ously, it boosts the user’s Will by +2.
 Battery: Tiny (2 ep) ; Usage: 1 ep/minute.
 Creation: 2,000 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.

Psychic Reach
This chair greatly amplifies mind-affecting magic abilities. 
 Details: This 250-pound device features a large chair and a bank 
of crystals. While hooked into the chair with the device turned on, the 
user may extend the range of some abilities. Specifically, 
when the user activates a magic ability that assaults 
Will, he may use the chair as a swift action to extend 
the range of that ability out to 2 miles and beyond 
line of sight. Creatures shielded by at least 1 inch of 
lead or 5 ft of stone are unaffected. When an abil-
ity targets an area, extend the range as desired by the 
user. Or when an ability targets creatures, the user 
must use Clairaudience/Clairvoyance, Detect 
Thoughts, Scry, Sense Link or a similar ability 
in order to mentally locate targets. The device 
improves an ability’s range but not its area of 
effect.
 Battery: Medium (120 ep) ; Usage: 
Varies (5 ep for basic ability, 10 ep for interme-
diate ability, 20 ep for advanced ability, and 50 
ep for paragon ability).
 Creation: 10,000 gp ; pass DC 20 Tech-
nics check.
 Price: 20,000 gp.

Psychodrome
This chamber physically manifests 
your imagination.
 Details: The 30-ft-diame-
ter hemispherical chamber hosts 
a control console, central chair, 
many mirrors along its interior, 
and a small observation booth 
just outside.
 When a user sits in the chair 
and the is console activated, 
the machine manifests within 
the chamber whatever the user 
imagines.  
 When in use, people within 
the chamber must resist using 
Will against the user’s attack 
roll or be deluded to experience 
the manifestation. At the same time, 
the chamber seems to vanish and the 

console and chair take on the appearance of items suited to the imag-
ined scene. To unaffected observers, a deluded person is talking to, 
battling or otherwise interacting with empty space.
 The user can manifest a creature, object or scene with full audi-
tory, visual, tactile, olfactory, and thermal elements. The result can 
be as small as a house fly or as large as a keep or ancient dragon. 
Overall, the manifestation functions as if it were real. If an affected 
person actively attempts to disbelieve, the chair’s user must beat his 
Will or the effect ends for that person only. The delusion otherwise 
lasts while the user concentrates as a standard action each round + 
1d4 rounds. The machine drains the user of 2 vitality per round.
 Danger: The psychodrome reads the conscious and uncon-
scious mind. Users may manifest and believe their own nightmares! 
Each time the user activates the device, he must pass a DC 8 Insight 
check or manifest the most frightening thing he can imagine, and 
only he sees it. If the user beats his own Will, he believes the mani-
festation is real and must resist using Fortitude against his own attack 
roll or fall to -1 wounds. People immune to fear ignore this danger.
 Battery: 2 Medium (120 ep each) ; Usage: 5 ep/minute ; 
Recharge Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 15,000 gp ; pass DC 25 Technics check.
 Price: 30,000 gp.

Psychotropic Projector
This device allows the psychodrome to manifest your imagination a 
distance away.
 Details: This 1-ton device attaches to and enhances a psycho-
drome. When using a psychodrome, you can manifest a stationary 

object, creature or scene up to a 30-ft-cube in size up to 2 miles 
away. Creatures within 120 ft and line of sight of the mani-

festation must resist using Will or be affected, with a 50% 
chance to end the effect for themselves only if they actively 
struggle to disbelieve. The manifestion remains in the area 
it was created. The psychodrome must be reactivated to 

move the manifestation.
Battery: Medium (120 ep) ; Usage: 5 ep/round.

Creation: 10,000 gp ; pass DC 30 Technics check.
Price: 20,000 gp.

Zealotron
Use this device to shift a person’s alignment.
     Details: This questionable device features a table 
with strong leather straps and a metal cap studded with 
electrodes. A small console with dials allows an opera-
tor to set the device to a particular alignment such as 
lawful good or chaotic evil. 
      When a person is strapped in, the cap affixed, and 
device activated, crystals buried in the console vibrate 
with a harmonic energy that draws the subject to a par-
ticular alignment. After a 1-minute treatment, the sub-
ject must resist using Will against the operator’s attack 
roll or move 1 step closer to the designed alignment for 
24 hours. After 3 such successful treatments, the shift 
is permanent and more treatments may commence to 
further move the subject’s alignment another step, if 
desired. Each 1-minute treatment inflicts 3d6 damage 
to the patient. Using this device is always an evil act 
regardless of its result.
     Most versions of the device move a subject to 1 
alignment determined at the time of crafting. How-
ever, a few devices are flexible, affording access to all 9 
alignments, for unclear reasons.
      Battery: Small (15 ep) ; Usage: 3 ep/treat-
ment.
     Creation: 10,000 gp ; pass DC 20 Technics 

check and DC 15 Religion check.
    Price: 20,000 gp (1 alignment) or 50,000 

gp (all 9 alignments). 
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  Transports
Electrotech affords numerous means of travel across space and time 
whether by air, land, sea or through the void of outer space.

Dimensional Gateway
This large device creates an extra-dimensional tunnel.
 Details: This 2-ton, 15-ft-diameter metal ring is lined with 
crystals. When activated using a dialing mechanism on the gateway’s 
side, the crystals vibrate in unison to evoke an extradimensional por-
tal between the gateway and its twin, which may be anywhere on 
the same realm of existence. Both the gateway and its twin must 
be crafted together as a pair. The gateway remains open for 5 min-
utes and offers a conduit that any person or object can pass through. 
Natural phenomena such as wind do not pass through it. Transit takes 
1d4 rounds.
 Battery: 7 Medium (120 ep each) ; Usage: 100 ep/use ; 
Recharge Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 20,000 gp for each gateway ; cost includes master-
work gateways, each with 7 Medium batteries and 7 crystals worth 
1,000 gp each ; pass DC 30 Technics check. 
 Price: 40,000 gp for each gateway.

Electric Carriage
This battery-powered horseless carriage offers various amenities. 
 Details: This vehicle—typically crafted from brass, leather, 
and wood—relies on batteries rather than live mounts or steam. It 
comes in 2 general models (the cart and carriage) and 3 specialty 
models with details summarized in the table below. 
 All models except the tank drive up to 18 miles per hour for 6 
hours, and have DR 6 with 15 hit points per 5-ft-square area. The 
tank drives up to 9 miles per hour for 6 hours and has DR 12 with 30 
hit points per 5-ft-square area. 
 All models include a front-mounted cockpit where the driver con-
trols a steering wheeling and propulsion lever. The cockpit includes 
a clock, compass, and thermometer. The rover cockpit also has 2 
gauges that measure atmospheric pressure inside and outside. 
 Passengers ride in a cabin separate from the cockpit. The rover and 
tank have a rear-facing door, while the other models have a single 
door and fold-out steps for easy access like a horse-drawn carriage. 
Batteries are typically mounted in the rear with luggage space above.

Model
Popular
Name

Driver +
Passengers Weight

Length x
Width 

Market
Price

Cart Ekka Driver + 1 ½ ton 9 ft x 6 ft 5,000 gp

Carriage Vetturi Driver + 4 1 ton 13 ft x 7 ft 10,000 gp

Rover Aria Driver + 3 2 tons 10 ft x 8 ft 20,000 gp

Tank Serbatio Driver + 8 10 tons 20 ft x 9 ft 50,000 gp

Wagon Quadrigo Driver + 10 2 tons 17 ft x 8 ft 20,000 gp

 The wagon, rover, and tank include a chamber lamp to brightly 
illuminate the whole interior. The wagon and rover also have a heater 
to boost the inside temperature from +10º F to +50º F, as desired. 

Model Batteries (total ep)
Travel
Performance

Technics 
DC

Mechanics 
DC

Cart 4 Small (45 ep) 1 ep/2 miles 18 15

Carriage 1 Medium (120 ep) 1 ep/mile 20 16

Rover 2 Medium (240 ep) 4 ep/mile 25 25

Tank 5 Medium (600 ep) 10 ep/mile 35 30

Wagon 2 Medium (240 ep) 2 ep/mile 25 17

 The wagon can be customized. For +5,000 gp to its market price, 
the wagon comes with a) an electrified cage and strong lock to trans-
port prisoners, or b) a zap gun mounted on the roof for light military 
use, or c) a set of healers kits and a phoretitron (page 184) to act as an 
ambulance, or d) a bank of coolers to transport perishable foodstuffs.

 The rover is fully pressurized and suitable for environments with 
poisonous air or vacuum conditions. It has a small airlock as its back-
door. It has sufficient air for 6 hours stored in air tanks. Living crea-
tures inside will begin to suffocate 10 minutes after the air expires.
 The tank has reinforced wheels and nasty weapons. It is equipped 
with a shatter blaster, flesh melter, and 2 zap guns (pages 178-179 for 
details). The crew work the weapons from the inside and can peep 
out via small periscopes and portholes that inflict a -5 penalty on 
Perception checks for those inside. A periscope can be destroyed but 
not used to target those inside. The tank also includes a transceiver 
(page 180) in its cockpit. Finally, the tank can seal off its air vents to 
draw upon air tanks that last for 1 hour. 
 Battery: See above ; Usage: See above.
 Creation: Equals ½ the market price.
 Price: See above.

Flying Saucer
This flying vehicle transports up to 8 people through the air.
 Details: This 2-ton saucer-shaped vehicle is 30 ft in diameter 
and made from metal and glass, with a leather, fabric, and wood inte-
rior that is spartan or plush, as desired when crafted. The cockpit 
seats 2 persons. An adjacent cabin offers fold-out seats for 4 passen-
gers or room for 1,500 pounds of cargo. Persons can enter and exit 
through an emergency top hatch or a bottom hatch that includes a 
drop-down ladder or ramp. The hatches lock from the inside.
 The cockpit control panel includes a stick that affords movement 
in 3 dimensions. When switched on, a battery energizes a set of red 
and blue crystals that sit evenly spaced around the saucer. The blue 
crystals cause surrounding air to rarify in the direction of motion, 
while the red crystals cause surrounding air to compress in the 
opposite direction. The result is thrust. More battery use equals 
more thrust. Moving at a 30 ft speed drains the battery after 2 hours. 
The saucer does not work with less than ½ atmospheric pressure 
(typically 20,000 ft) and if pushed above that limit will stall and fall 
for 1d4 rounds until it returns to sufficient air pressure. The saucer 
can hover in place by expending 3 energy points per minute. Typical 
maneuvers require a DC 5 Pilot check. Complex, combat-oriented 
maneuvers and speeds above 60 ft require a DC 10 or higher check.
 The saucer is armed with a lightning gun that projects 3d6 electri-
cal damage along a line of foes within 120 ft, or ½ damage if Reflex 
resists. Struck targets must also resist using Fortitude or be blown 
back 5 ft and fall prone. Each use of the gun drains 3 energy points.
 The saucer’s 3 landing struts prop it 5 ft off the ground. Extending 
or retracting them takes 1 round and costs 3 energy points. 
 The saucer includes a large interior chamber lamp in the cabin area 
and 3 large exterior lights. The cockpit console’s instruments include 
an altimeter, clock, compass, exterior and interior thermostats, and 
a speedometer. The cockpit has 2 recharge antennas (page 177). It 
also offers 3 power ports that can transfer up to 5 energy points per 
round as a swift action from the saucer’s batteries to recharge any 
attached electrotech devices. Some saucers have fins, streamers or 
other accessories to enhance their aesthetics.  
 Battery: Large (1,000 ep) ; Usage: 1 ep/minute/5 ft 
speed (max 500 ft speed; typically 8 ep/minute at 40 ft speed) ; 
Recharge Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 25,000 gp ; pass DC 30 Technics check.
 Price: 50,000 gp.

Hover Boat
This boat-like vehicle floats 5 ft above relatively smooth surfaces. 
 Details: This hovering, 4-ton, 30-ft-long, 10-ft-wide boat 
affords quick travel over desert, ice and snow fields, plains, roads, 
water, and similar smooth surfaces. The closed cockpit seats 2 persons 
and an adjacent open-air deck admits 8 persons or 2 tons of cargo. 
Ladders from either side and a gang plank afford easy boarding and 
disembarkation. 
 The cockpit features a steering wheel. When switched on, bat-
teries energize a set of red crystals spaced along the bottom of the 
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craft. The crystals compress air, keeping the craft aloft. More battery 
use equals more thrust. Moving at a 30 ft speed drains the battery 
after 6 hours, while moving at speed 90 ft drains the battery after 2 
hours. The craft does not work with less than ½ atmospheric pres-
sure (typically, 20,000 ft) and cannot rise higher than 5 ft off the 
ground or bypass obstacles higher than 5 ft high. The craft can hover 
in place by expending 1 energy point per minute. Typical maneuvers 
require a DC 5 Pilot check. Complex, combat-oriented maneuvers 
and speeds above 60 ft require a DC 10 or higher check. 
 The craft’s 4 mechanical landing struts prop it 1 ft off the ground. 
Extending or retracting the landing gear takes 1 round and costs 1 
energy point.
 The craft includes a chamber lamp in the cockpit area and a single 
large exterior lamp. The cockpit console’s instruments include a clock, 
compass, thermostat, and speedometer. The cockpit has a recharge 
antenna (page 177). It also offers 2 power ports that can transfer up 
to 5 energy points per round as a swift action from the craft’s batter-
ies to recharge any attached electrotech devices. Some craft have fins, 
streamers or other accessories to enhance their aesthetics.
 Battery: 3 Medium (120 ep each) ; Usage: 1 ep/10 min-
utes/5 ft speed (typically 60 ep/hour at a 30 ft speed) ; Recharge 
Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 10,000 gp ; pass DC 20 Technics check.
 Price: 20,000 gp.

Mobile Habitat
This self-contained building withstands harsh elements.
 Details: Also called a mobius, this 2-story, 10-ton cylindrical 
building is 20 ft high and 20 ft in diameter. 
 On the outside, the habitat is built of air-tight metal and rein-
forced rubber and sits snuggly inside a metal latticework that raises 
the habitat 10 ft off the ground. Three giant wheels, equidistant from 
each other, afford a 10 ft speed. Two ladders admit access from the 
ground to the roof. The roof holds 8 tanks of water and an air recycler 
(see below). Each tank holds enough water to sustain 1 person for a 
week. A 5-ft-square airlock with a ramp that descends from the first 
floor grants access into and out of the habitat. Each use of the airlock 
consumes 3 energy points if it needs to adjust pressure; otherwise, 
it simply acts as a foyer and costs 0 energy points. A bolting system 
can anchor the habitat into the ground. Retracting or deploying 
the airlock and/or bolts takes 10 minutes and costs 3 
energy points. Three narrow windows on the upper 
level afford a view. A small 5-ft-diameter domed 
skylight on the roof also offers a view. 
 On the inside, the habitat offers 600 square 
ft of space for 6 people. The upper 
level hosts 3 rooms, each with a 
bunk bed and personal space. 
A central ladder affords access 
up to the skylight or down to 
the first floor and airlock. The 
lower level offers a kitchen, 
laboratory, and storage room. If 
needed, an upper level room can 
be converted into a laboratory 
or storage space.
 The habitat protects against 
radiant energy and tempera-
tures between -50º F 
and +150º F. Tem-
peratures outside 
that range are ame-
liorated by 50º F. The 
habits has 6 recessed 
chamber lamps on the 
inside and 3 
lights on the 
outside. 

 The interior is equipped with a clock, a large transceiver with a 
10-ft antenna, and small receiver to hear messages. An unit built into 
the ceiling recycles used air into fresh air. Keeping the whole habi-
tat going for 6 people costs 3 energy points per hour, or ½ energy 
point per hour per person. The closet-sized cockpit on the upper deck 
offers a recharge antenna (page 177) and 2 power ports that can trans-
fer up to 5 energy points per round as a swift action from the habitat’s 
batteries to recharge any attached electrotech devices. Finally, a bat-
tery provides approximately 1 day’s worth of back-up power.
 Battery: Medium (120 ep) ; Usage: 3 ep/hr (or 6 ep/min-
ute when relocating the habitat) ; Recharge Small nucleonic 
plant (5 ep/8 hours or 15 ep/day).
 Creation: 10,000 gp ; pass DC 15 Craft check, DC 10 
Mechanics check, and 20 Technics check.
 Price: 20,000 gp.

Monorail Engine
This nucleonic rail engine hauls monorail cars.
 Details: This large steel machine hauls monorail cars using 
electricity along a single track. The engine relies on a nucleonic 
power plant to generate electricity to its turn wheels, propelling 
forward the engine and any cars linked behind it. 
 The engine can move fast and haul much. It can move up to 60 
miles per hour, though 30 miles per hour is typical and suggested 
since the monorail usually needs to make frequent stops. The engine 
can haul up to 10 full cars or 20 empty cars. Each car consumes 4 
energy points per hour of use at 30 miles per hour. (Thus, it can only 
reach 60 miles per hour when hauling 5 or fewer full cars.)
 The engine requires a crew of 3, including a driver, engineer, 
and communications officer. The crew keeps to a forward cockpit. 
A thick lead curtain protects the cockpit from the power plant. The 
cockpit includes a weak interior chamber lamp, a heater and a cooler, 
2 batteries, a telegraphic connection to any cars linked behind it, a  
button to sound a loud external horn, a transceiver (page 180) to 
communicate wirelessly with nearby monorail stations, and 3 exte-
rior strong spotlights to illuminate the rail path 90 ft ahead.
 Battery: Medium (120 ep) ; Usage: Interior light drains 2 
ep/hour, the heater or cooler drains 1 ep/5 hours per +/- 10 F, the 
3 exterior lights drain 2 ep/10 minutes, and the transceiver drains  1 

ep/round of use ; Recharge Large nucleonic plant (40 
ep/ hour or 1,000 ep/day).

 Creation: 30,000 gp ; pass DC 15 Craft 
check, DC 20 Mechanics check, and DC 35 Tech-
nics check.
 Price: 60,000 gp. 

Monorail Car
This steel rail car holds cargo or passengers.
 Details: This large steel container 
can be hooked to other monorail cars or 
a monorail engine and propelled along a 
track. Each car holds 50 tons of cargo, 50 
people sitting, 100 people standing, or any 

combination thereof. The interior is spartan 
or luxurious, as suited to its purpose. Cars 

made to move passengers typically have 
windows. Cars with cargo are accessed 
from the side or top and are locked.
  The car’s steel elements are 
DR 10 with 25 hit points per 5-ft 
square. The glass windows, if any, are 
DR 2 with 2 hit points per 5-ft square. 
The car resists fire but suffers 2x dam-
age from electricity. The car has 2 bat-
teries that power 2 weak chamber lights, 

a heater or cooler (pick 1), and a 
telegraphic connection that can be 
linked to the engine car, if any.
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 Battery: 2 Small (15 ep each) ; Usage: Each light drains 2 
ep/hour and the heater or cooler drains 1 ep/5 hours per +/- 10 F.
 Creation: 1,000 gp (steerage car) or 2,500 gp (coach car) or 
5,000 gp (luxury car) ; pass DC 15 Craft check, DC 15 Mechanics 
check, and DC 15 Technics check.
 Price: Varies (2x the creation cost).

Moon Pod
This small flying vehicle transports a single person through the air.
 Details: This pod-shaped vehicle is roughly 7½ ft in diameter 
and made from metal and glass, with a leather and wood interior. Its 
cockpit seats 1 person, who can enter and exit through a glassy top 
hatch. The hatch locks from the inside.
 The cockpit’s control panel includes a stick that affords movement 
in 3 dimensions. When switched on, a battery energizes a set of 6 red 
and blue crystals that are spaced evenly around the pod. The blue crys-
tals cause surrounding air to rarify in the direction of motion, while 
the red crystals cause surrounding air to compress in the opposite 
direction. The result is thrust. More battery use equals more thrust. 
Moving at a 30 ft speed drains the battery after 2 hours. The pod does 
not work with less than ½ atmospheric pressure (typically 20,000 ft) 
and if pushed above that limit will stall and fall for 1d4 rounds until 
it returns to sufficient air pressure. The pod can hover in place by 
expending 1 energy point per minute. Typical maneuvers require a 
DC 5 Pilot check. Complex, combat-oriented maneuvers and speeds 
above 60 ft require a DC 10 or higher check.
 The pod’s 3 landing struts prop it 1 ft off the ground. Extending 
or retracting them takes 1 round and costs 1 energy point.
 The pod includes a chamber light and 3 large exterior lights, oper-
able from the cockpit. The cockpit instruments
include an altimeter, clock, compass, exterior 
thermostat, and speedometer.  The cockpit also 
has a recharge antenna (page 177) and 1 power 
port that can transfer up to 5 energy points per 
round as a swift action from the pod’s batteries 
to recharge any attached electrotech devices. 
Some pods have fins, streamers or other acces-
sories to enhance their aesthetics. 
 Battery: Medium (120 ep) ; Usage: 
1 ep/5 minutes/5 ft speed (max 500 ft speed; 
typically 6 ep/5 minutes at a 30 ft speed) ; 
Recharge Small nucleonic plant (5 ep/8 
hours or 15 ep/day).
 Creation: 10,000 gp ; pass DC 20 Tech-
nics check.

 Price: 20,000 gp. 

Rocket Ship
This large vehicle transports people or cargo with 
great power.
 Details: A rocket ship is 85 ft high and 25 ft in 
diameter and weighs 13 tons when empty or 21 tons 
when crewed, fueled, and packed. It is an ideal transport 
from the surface of a world to orbit or a moon and back 
home. It withstands vacuum conditions and intense cold 
and heat as typically encountered in outer space. The rocket 
has 3 segments: a crew capsule, fuel pods, and a nucleonic 
engine.
—————————————————————
 The cone-shaped crew capsule is 25-ft in diameter at its 
base and seats a pilot and navigator in the forward cockpit with 
room for 6 additional seated persons or 1,500 pounds of cargo 
in the rear lounge. A glass canopy provides a wide view from the 
cockpit, while an airlock off of the lounge lets one enter or exit 
the rocket. On the outside, a ladder leads from the airlock down 
to the base of the rocket. 
 The rocket ship’s battery powers various devices, and the 
cockpit includes an accelerometer, altimeter, clock, pressure 

gauge, speedometer, and thermometer. The crew can read the tem-
perature and pressure both inside and outside the rocket at all times. 
The cockpit and lounge both have a chamber lamp (page 181) that 
sheds strong or weak illumination. The rocket’s exterior includes 
3 more lamps. The crew capsule hosts a cooler, cooker, and heater. 
Finally, the cockpit includes a receiver (page 180) and the rocket’s 
superstructure acts as a 50-ft long radio tower to afford communica-
tion with crew or other persons within ½ mile of the ship.
 The rocket ship carries sufficient air for 8 days travel for 8 per-
sons, for 64 total person-days. Living creatures inside will begin to 
suffocate 10 minutes after the air expires.
————————————————————————
 A 40-ft high, 25-ft-diameter fuel mount holds 7 tanks of rocket 
fuel produced by a refinery (page 177). Each of the 1-ton tanks holds 
an equivalent of 100 fuel pods for 700 fuel pods total. 
 Fuel is expended to reach various destinations as shown in the 
table at right. The table reflects the real-world earth and moon. 
Other destinations are possible. For example, a far-away moon might 
take 10 days or even a month to reach. The fuel needed for longer 
trips does not increase because once a ship gets started, it coasts and 
vacuum does not slow it down. Typically, a rocket will need to refuel 
in orbit or while it stands at its destination in order to return home.  
 A brief burst from the engine is a standard action that drains 1 fuel 
pod. The burst grants +/-5 degrees of rotation or +/- 30 ft of speed. 
 The rocket has a maximum speed of 80,00 ft (15 miles/round).
 Important: In outer space, a rocket must actively slow itself after 
starting to move. Otherwise, it keeps going without need for addi-
tional fuel. Moreover, since the engines point in only 1 direction, 
with 3 tiny thrusters on the sides, the pilot must flip the entire 
rocket 180 degrees before using the engine to slow down. 
————————————————————————
 The rocket ship includes a nucleonic engine. The engine is 20 

ft high and 25 ft in diameter. The engine’s large nucleonic 
power plant sheds intensely hot greenish-white light. 

When thrust is engaged, fuel from the tanks flows 
through the engine, which ignites the 

fuel and propels the rocket. The 
output is scalding hot 

greenish water 
vapor.
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From
Location

To
Location

Fuel Consumed 
(fuel pods)

Travel 
Time

World surface World low orbit 5 tons (500 pods) 2 minutes

World low orbit World high orbit 2 tons (200 pods) 3 hours

World high orbit Lunar orbit 1 ton (100 pods) 3 days

Lunar orbit Lunar surface 1 ton (100 pods) 5 minutes

Lunar surface Lunar orbit 2 tons (200 pods) 1 minute

Lunar orbit World high orbit 1 ton (100 pods) 3 days

World high orbit World low orbit 1 ton (100 pods) 5 hours

World low orbit World surface 1 ton (100 pods) 5 minutes

 The engine includes a lead shield to protect the fuel tanks and 
crew capsule from the nucleonic engine. Also, burning fuel that exits 
the rocket harms nearby creatures and objects, as shown in the table 
below. One should not stand too close!
———————————
 The rocket includes a nucle-
onic ray gun. Aiming and firing 
the gun is a standard action by a 
gunner in the cockpit. The gun 
targets 1 creature or object within 
90 ft and inflicts 2d4 wound dam-
age. Reflex resists. When target-
ing another ship, the pilots of 
both ships make Pilot checks. 
If the target’s pilot has an equal 
or higher result, the gun misses. 
Otherwise, it hits. The ray gun 
drains the batteries of 4 energy 
points per use. 
 The ship’s hull is DR 12 with 30 hit points of damage needed to 
open a 1-ft-square hole. If the crew capsule is breached  in vacuum, 
see page 236 regarding loss of air. If the fuel mount is breached then 
roll 2d4-1. The result indicates which tank of 7 is hit and destroyed, 
likely resulting in a loss of fuel. A tank may be hit more than once. 
Finally, if the engine is breached, then roll 1d4 and apply the result: 
 1) The engine stalls for 2 minutes, then restarts. 
 2) The engine is damaged, preventing thrust, but the nucleonic 
core remains intact and a DC 25 Technics check repairs the damage 
after 1 hour of work. 
 3) The engine is destroyed and must be replaced, leaving the 
rocket unable to thrust, though the nucleonic core remains intact. 
 4) The nucleonic core ruptures and explodes, destroying the 
rocket except for the crew capsule, which separates, though the 
motion inflicts 3d6 damage on crew members.  
————————————————————————
 Rocketry demands a skilled pilot. Starting, stopping, and accel-
erating the rocket requires a DC 10 Pilot check. Slowing or rotat-
ing the rocket is a DC 15 Pilot check. Navigating a debris field is a 
DC 20 Pilot check. Doing a complete turn-around or docking with 
another vehicle is a DC 25 Pilot check.
  Battery: 3 Medium (120 ep each) ; Usage: 1 ep/10 min-
utes when not thrusting, or 1 ep/2 minutes when thrusting ;  
Recharge: Large nucleonic plant (40 ep/ hour or 1,000 ep/day).
 Creation: 100,000 gp ; pass DC 35 Technics check.
 Price: 200,000 gp.

Speeder
This 1-person hovering bicycle zips around with ease.
 Benefit: Also called a hover cycle or air cycle, his beautiful 
metal, leather, and glass vehicle is the size of pony and affords space 
for 1 Medium or Small driver in a canopied cockpit. It weighs 600 
pounds. As a hovercraft, it grants quick travel over desert, ice and 
snow fields, plains, roads, water, and similar smooth surfaces. 
 The cockpit console sports a steering wheel. When switched on, 

batteries energize a set of 3 red crystals spaced along the bottom of 
the speeder. The crystals compress air, keeping it aloft. More battery 
use equals more thrust. Moving at a 90 ft speed drains the battery 
after 2½ hours. The craft does not work with less than ½ atmo-
spheric pressure (typically, 20,000 ft) and cannot rise higher than 
5 ft off the ground or bypass obstacles higher than 5 ft high in any 
case. The craft can hover in place by expending ¼ energy points per 
minute. Typical maneuvers require a DC 5 Pilot check. Complex, 
combat-oriented maneuvers and speeds above 60 ft require a DC 10 
or higher check. 
 The speeder’s 3 landing struts prop it 1 ft off the ground. Extend-
ing or retracting them is done manually as a standard action.
 The cockpit console’s instruments include a compass and speed-
ometer. The cockpit also has a recharge antenna (page 177) and 1 
power port that can transfer up to 5 energy points per round as a 
swift action from the craft’s batteries to recharge any attached elec-
trotech devices. Some speeders have fins, streamers or other acces-
sories to enhance their aesthetics.
 Battery: 3 Small (15 ep each) ; Usage: 1 ep/10 minutes/30 
ft speed (max 250 ft speed; typically 18 ep/hour at a 90 ft speed) ; 
Recharge Small nucleonic plant (5 ep/8 hours or 15 ep/day).
 Creation: 5,000 gp ; pass DC 18 Technics check.
 Price: 10,000 gp.

Temporal Fluxor
This device sends a person on a brief trip through time. 
 Benefit: This person-sized 2-ton glassy sphere is equipped with 
a control console and dials that draw upon a large battery in order to 
vibrate a very rare and pressure-resistant crystal. 
 When the device is activated (from outside the sphere), a person 
inside the sphere is moved backward or forward in time 0-999 years 
and 0-365 days. He returns after 20 minutes elapse in both time 
streams. A dial controls how far in time the person goes. 
 Several issues minimize the device’s utility. First, the fluxor must 
exist and be working at the destination time, which means the trav-
eler cannot return to a point before the device was built or after it 
was damaged or destroyed. If a destination isn’t possible, the device 
fails to work. Second, the traveler rarely remains long enough to gain 
important information or alter his environment. Moreover, leav-
ing the device invites disaster as the traveler may be waylaid from 
returning. Third, the traveler returns with mild amnesia. Finally, the 
device’s resonance is harmful and permanently reduces the traveler’s 
maximum wounds by 1 point per each use.
 In practice, there is no need to role-play time-travel. Instead, after 
using the device, the traveler learns an answer (yes/no/maybe/
unclear) for up to 1 question per 2 levels stated in 5 words or less. The 
chance an answer is accurate equals 70% + 1% per level. When travel 
cannot have possibly informed an answer, the answer is “unclear”.
 Battery: Large (30,000 ep) ; Usage: 30,000 ep.
 Creation: 25,000 gp ; pass DC 25  Technics check.
 Price: 50,000 gp. 
    

Void Suit
This sealed, full-body outfit protects against vacuum conditions.
    Benefit: This bulky 250-pound suit is made from many layers 
of metal threads and silk, with each layer coated in a tough sealant. 
The suit includes rubber gloves, boots, a soft helmet with a glass 
faceplate, thermostat, pressure gauge, and 2 tanks of compressed air 
that keep the suit inflated and allow the wearer to breathe comfort-
ably for up to 2 hours. Donning or doffing the suit takes 10 minutes. 
The wearer is completely protected against vacuum conditions but 
suffers a -5 penalty on all Dexterity-based skill checks while wear-
ing it. Batteries power the suit’s tanks and keep the wearer warm or 
cool, as desired. The suit is DR 2. Damage that surpasses the suit’s 
DR will tear the suit, causing it to deflate in 2d4 rounds.
 Battery: Small (15 ep) ; Usage: 1 ep/10 minutes.
 Creation: 2,500 gp ; pass DC 15 Technics check.
 Price: 5,000 gp.

Distance From 
Rocket Engine

Fire Wound 
Damage

0 ft - 15 ft 10d6

15 ft - 30 ft 8d6

30 ft - 45 ft 6d6

45 ft - 60 ft 4d6

60 ft - 75 ft 2d6

75 ft - 90 ft 1d6

90+ ft N/a
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“Our theosophist friend Mordren trained under 
the late shaman Gunja Bahkharshana, and what 
pays his bills is a mystical vase that Gunja ‘left’ him.”

Chapter 10: Magic Items

Chapter 10 
Magic Items

Magic items are worth more than their weight in gold. An eldritch 
sword of fiery might, a suit of stealthy shadow mail, a mask of one 
thousand faces—these items of legend are reason enough for adven-
turers to risk life and limb. This chapter describes a host of magi-
cal armor and weapons, potions, scrolls, spellships, symbionts, and 
wondrous items. 
 Magic items fit into 4 tiers: basic, intermediate, advanced, and 
paragon. Moreover, some items are reusable while others are dispos-
able. Check each section of this chapter for relevant details about 
crafting items. What follows is general information.
 Reusable Magic Items: Creating magic armor, weapons, 
and wondrous items generally requires the Craft Magic Item ability, 
which is available to artificers. Table 10-1: Reusable Magic Items 
lists the design points, craft cost, and market price of these items by 
tier. The craft time equals 1 day per 1,000 gp cost. See the callout 
box “Behind the Math” on page 39 regarding design points, where 
1 design point equals a basic tier ability. An item’s tier indicates its 
appropriateness. For example, for the sake of balance, a 5th level 
character should not own an advanced magic item, though such an 
item might briefly function as an interesting plot device.

Table 10-1: reusable MagiC iTeMs

Tier
Suitability
for PCs

Design 
Points

Craft 
Cost

Market 
Price

Basic Up to 5th level 1 1,000 gp 2,000 gp

Intermediate 6th - 10th level 2 2,500 gp 5,000 gp

Advanced 11th - 15th level 4 10,000 gp 20,000 gp

Paragon 16th level plus 8 25,000 gp 50,000 gp

 Unlike mundane items and disposable magic items like potions 
and scrolls, reusable magic items never wear out. Thus, there is no 
such thing as a “used” reusable item. These items always sell as new.
 Disposable Magic Items: Potions and scrolls are one-
shot items. A character drinks the potion or reads the scroll, enjoys 
the benefit, and then finds the potion bottle or scroll to be empty. 

Creating a potion requires Brew Potion while creating a scroll 
requires Scribe Scroll. Potions cost 2x as much as scrolls because 
anyone can use a potion.
  Other Magic Items: Spellships follow their own crafting 
and pricing rules due to their complex options and design. Similarly, 
symbionts have pricing for each stage from growth, implantation, 
removal, and transplantation.

option: raDiance
If the GM allows, your use of magic relies on a special magical cata-
lyst. The catalyst might be called arcanium, dust, mana, radiance, or 
so forth. In order to activate a magic ability, a character must have this 
catalyst on his person, within him as a consumable, or around him in 
the natural environment. Using the spell consumes the catalyst. 
Tier Amount of Catalyst Purity Cost

Basic 1 pinch (1/8 teaspoon) Low 1 cp

Intermediate 2 pinches (1/4 teaspoon) Medium 1 sp

Advanced 4 pinches (1/2 teaspoon) High 1 gp

Paragon 8 pinches (1 teaspoon) Perfect 1 pp

Expending the catalyst is a swift action. The magic fails if the catalyst 
is below the listed tier. You note purity on a DC 15 Arcana check. You 
can prep yourself with radiance up to 24 hours in advance of using it.
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 Magic  Weapons
Here are descriptions of magic weapons, including use, creation 
rules, and price with the item’s tier in parentheses.

Arcane Bow
This fine bow provides its own arrows.
 Benefit: As a swift action you cause arrows to magically appear 
ready to fire in the bow. The arrows strike as magical weapons.
 Creation: 1,000 gp ; masterwork bow plus Magic Weapon or 
Magic Arrows. This bow can be improved to become an Inestimable 
Bow (see entry below) by spending 9,000 gp.
 Price: 2,000 gp (basic).

Arcane Shotgun
This shotgun delivers a nasty wallop, provided you hit.
 Benefit: This beautifully designed shotgun is adorned with 
arcane sigils. It grants a +2 bonus on attack rolls and a +5 bonus on 
damage rolls. Whenever it fires, the sigils dance and glow.
 Creation: 2,500 gp ; masterwork shotgun plus Arcane Strike 
and Magic Weapon.
 Price: 5,000 gp (intermediate).

Assassin’s Dagger
This black dagger can deliver killing damage.
 Benefit: This innocuous dagger is adorned with invisible skulls. 
Once daily, you can expend 5 vitality as a swift action to apply +15 
damage on your next attack that round when using it against a sur-
prised, helpless or defenseless adjacent foe. The dagger causes no 
extra damage against other foes. 
 Creation: 10,000 gp ; masterwork dagger and Assassination.
 Price: 20,000 gp (advanced).

Daylight Mace
This holy mace slams evil foes and sheds bright daylight.
 Benefit: While using the mace, apply a +1 bonus on attack 
rolls and +2 holy damage. Moreover, when you speak “daylight” in 
Celestial while the mace is in your hand or within 15 ft of you, it 
sheds a strong light 60 ft outward and weak light an additional 60 ft 
outward. Fiends and undead suffer 1d4 holy damage per round while 
they remain within the illuminated area.
 The item only works for good characters. Fiends and undead that 
touch the mace suffer 1d4 holy damage per round of contact.
 Creation: 2,500 gp ; masterwork mace, Daylight, and Magic 
Weapon.
 Price: 5,000 gp (intermediate).

Dazing Staff
A hit from this knobbed staff may leave a target dazed.
 Benefit: When you successfully strike a creature and expend 2 
vitality as a move action, the target must resist using Will or be dazed 
for 1 round.
 Creation: 2,500 gp ; masterwork quarterstaff and Daze 
Monster.
 Price: 5,000 gp (intermediate).

Deathknell Rapier
This slim blade slays anyone it knocks unconscious and heals the 
wielder.
 Benefit: Using this blade, you can deliver a coup de grace on 
a helpless adjacent foe as a move action. Also, when you successfully 
strike a living foe and reduce it to less than 0 wound points, and you 
expend 1 vitality as a swift action, it must resist using Will or die. 
When it dies, you heal 1d4 wound points and enjoy a +1 bonus on 
your next d20 roll.
 Creation: Masterwork rapier plus Death Knell and Wraith’s 
Kiss.
 Price: 5,000 gp (intermediate).

Deathshead Sickle
This black sickle inflicts vile wound damage and may kill the target.
 Benefit: When you successfully strike a living creature and 
expend 5 vitality as a move action, the target must resist using Will 
or be reduced to -1 wounds and begin dying. One round later, if you 
beat the target’s Fortitude, at your option, it dies. The sickle does not 
affect undead or constructs.
 Creation: 10,000 gp ; masterwork sickle and Slay Living.
 Price: 20,000 gp (advanced).

Disarming Rapier
This fine rapier helps you easily disarm foes.
 Benefit: At any time, you may target 1 of your foe’s held items 
with your weapon. If you beat its Reflex, your foe drops the targeted 
item. The item lands in an adjacent square.
 Creation: 1,000 gp ; masterwork rapier and Disarm.
 Price: 2,000 gp (basic).

Demonslayer Pistol
This highly precise pistol shoots fiends dead and automatically 
reloads itself.
 Benefit: This silver pistol is deadly to fiends. When you expend 
5 vitality as a move action and successfully hit a fiend, it must resist 
using Will or be immediately slain, reduced to ash and dust. Even if 
it saves, it suffers +10 holy damage. The pistol’s shots inflict +2 holy 
damage in any event, and as a swift action you cause the pistol to 
magically reload 1 shot. Finally, you can shoot at a target engaged in 
melee without suffering the usual –5 penalty on your attack roll.
 Special: The pistol’s fiend slaying feature only works in the 
hands of a nonevil person.
 Creation: 25,000 gp ; masterwork pistol plus Magic Arrows, 
Precise Shot, and Slay Living. 
 Price: 50,000 gp (paragon).

Eldritch Gun
This firearm easily strikes incorporeal creatures.
 Benefit: The shooter enjoys a +1 bonus on attacks using this 
beautifully crafted firearm, which might be a musket, pistol, rifle or 
shotgun. Also, when you spend 1 vitality as a swift action, the next 
bullet counts as magical.
 Creation: 1,000 gp ; masterwork firearm and Magic Weapon.
 Price: 2,000 gp (basic).

Etherlight Blade
This blade of pure holy light to harm undead, fiends, and evil-doers.
 Benefit: This weapon first appears as nothing but a golden hilt 
sans any blade. When you grasp the hilt and expend 2 vitality, a blade 
of luminous energy springs forth in the shape of a longsword. The 
blade delivers +1d6 holy damage and grants a +1 bonus on attack 
rolls.
 Special: A fiendish version of this weapon called a Nightvale 
Blade delivers vile damage.
 Creation: 2,500 gp ; masterwork longsword plus Magic 
Weapon.
 Price: 5,000 gp (intermediate).

Farshot Hunting Rifle
This rifle shoots 50% further and magically reloads itself.
 Benefit: This fine hunting rifle is adorned with arcane sigils. Its 
range is 120 ft rather than 80 ft, its shots inflict +2 damage, and as a 
swift action you cause the rifle to magically reload 1 shot. The shots 
strike as magical weapons. 
 Creation: 10,000 gp ; masterwork hunting rifle plus Magic 
Arrows and Far Shot.
 Price: 20,000 gp (advanced).

Flame Blade
This fine longsword sheds scorching flames.
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 Benefit: While using the sword, you can expend 1 vitality as 
you evoke its fiery aura. Thereafter for 1 hour, you apply a +1 bonus 
on attack rolls and deliver +2 fire damage in addition to the sword’s 
normal damage. You are not harmed by the fire.
 Creation: 1,000 gp ; masterwork longsword plus Magic 
Weapon.
 Price: 2,000 gp (basic).

Frostbrand Axe
This fine dwarven waraxe billows with freezing cold.
 Benefit: While using the axe, you can expend 1 vitality as you 
evoke its frosty aura. Thereafter for 1 hour, you apply a +1 bonus on 
attack rolls and deliver +2 cold damage in addition to the sword’s 
normal damage. You are not harmed by the cold.
 Creation: 1,000 gp ; masterwork waraxe plus Magic Weapon.
 Price: 2,000 gp (basic).

Ghostbane
This silvery longsword affects incorporeal creatures like ghosts.
 Benefit: While holding the sword unsheathed, you notice 
incorporeal creatures such as ghosts as naturally as you notice corpo-
real creatures in full daylight. You notice such creatures even in natu-
ral darkness but not magical darkness. Moreover, when you expend 
1 vitality, the weapon strikes incorporeal creatures without a miss 
chance for a period of 2 minutes.
 Creation: 2,500 gp ; masterwork longsword plus Ghost 
Weapon and See Invisibility.
 Price: 5,000 gp (intermediate).

Goblin Baneblade
This fine elven greatsword strikes down goblins with ease.
 Benefit: While wielding this greatsword you enjoy a +1 bonus 
on attack rolls and +2 damage against goblins, hobgoblins, and bug-
bears. Also, when you expend 1 vitality, the blade glows red if it 
detects such creatures within 30 ft.
 Creation: 1,000 gp ; masterwork greatsword plus Favored 
Enemy.
 Price: 2,000 gp (basic).

Golden Blade
This glowing blade strikes with skill and power.
 Benefit:  The word counts as magical. Also, when the wielder 
focuses as a move action, the sword sheds a pale golden glow equiva-
lent to strong candle light and grants a +1 bonus on attack rolls and a 
+2 bonus on damage rolls for up to 1 hour. Each hour costs 1 vitality.
 Creation: 1,000 gp ; masterwork longsword and 7 candles 
worth 50 gp plus Magic Weapon.
 Price: 2,000 gp (basic).

Hobgoblin Spiked Chain
This sharp chain is inscribed with goblin runes.
 Benefit: While wielding the chain, apply a +2 bonus on attack 
rolls and +5 damage. Moreover, You may make 2 attacks with it in 
rapid succession as a standard action. You may direct attacks to the 
same foe or different foes. However, when doing so, apply a -2 pen-
alty on both attack rolls.
 An elf or half-elf who touches this weapon suffers 2d6 damage per 
round.
 Creation: 10,000 gp ; masterwork staff plus Thunderwave 
and Great Thunder.
 Price: 20,000 gp (advanced).

Impaling Spike
This iron spike turns undead to dust.
 Benefit: This fine iron spike is scribed with holy runes of 
power. When used normally, it is a Light weapon that inflicts 1d4 
holy damage and can be thrown 10 ft like a dagger. However, when 
you successfully strike an undead foe and expend 5 vitality, it must 

resist using Will or immediately die and crumble to dust. Even if it 
resists, you deliver +10 holy damage instead.
 Creation: 10,000 gp ; masterwork iron spike and Undeath to 
Death.
 Price: 20,000 gp (advanced).

Inestimable Bow
This enchanting bow provides its own arrows and fires with high 
precision.
 Benefit: As a swift action you cause arrows to magically appear 
ready to fire in the bow, and instead of a single shot, you may make 2 
ranged attacks with the bow as a standard action, each attack with a 
-2 penalty to your attack roll. You may aim at the same target or 2 dif-
ferent targets, and arrows magically appear for each. At your option, 
when you expend 2 vitality, you may apply a +1 bonus on your attack 
roll against targets within 30 ft and the arrows inflict +5 damage.
 Creation: 10,000 gp ; masterwork bow plus Magic Arrows, 
Point Blank Shot, and Rapid Shot.
 Price: 20,000 gp (advanced).

Infinite Gun
This gun never runs out of ammunition.
 Benefit: As a swift action, you expend 1 vitality to instantly 
reload the gun with 1 bullet and shoot with a +2 bonus on your 
attack. The bullets themselves are not magical.
 Creation: 2,500 gp ; masterwork firearm and Magic Arrows.
 Price: 5,000 gp (intermediate).

Lightning Whip
This whip crackles with electrical energy.
 Benefit: While using the whip, you can expend 1 vitality as 
you snap it to activate it. Thereafter for 1 hour, you apply a +1 bonus 
on attack rolls and deliver +2 electrical damage in addition to the 
whip’s normal damage. You are not harmed by the lightning.
 Creation: 1,000 gp ; masterwork whip plus Magic Weapon.
 Price: 2,000 gp (basic).

Mindthruster Shortsword
This wide, sharp dagger harms both the body and the mind.
 Benefit: Apply a +2 bonus on attack rolls and +5 force dam-
age while using the blade. Moreover, when you expend 2 vitality 
as a move action just before attacking, the target suffers +1d6 psy-
chic damage per 2 levels, or ½ damage if Will resists. The damage is 
applied even if the blade misses.
 Creation: 10,000 gp ; masterwork dagger plus Arcane Strike, 
Magic Weapon, and Mind Thrust.
 Price: 20,000 gp (advanced).

Monsterbane Longspear
This longspear does extra damage against a host of monstrous foes.
 Benefit: Apply +1 bonus on attack rolls and +3 damage against 
aberrations, magical beasts, and mutants. Variants of this weapon tar-
get other creatures. For example, the Wealdbane Spear is keyed to 
animals, fey, and plants. 
 Creation: 1,000 gp ; masterwork longspear plus Magic 
Weapon.
 Price: 2,000 gp (basic).

Mace of Righteous Anger
This mace, inscribed with celestial script, is a terror against evil foes.
 Benefit:  While wielding the mace, apply a +1 bonus on attack 
rolls and +2 holy damage. Moreover, when you expend 5 vitality, 
you direct a ray of pure holy energy at a nongood foe within 30 ft. It 
suffers 4d6 damage, or ½ damage if Will resists. Good creatures are 
immune to the ray.
 Creation: 2,500 gp ; masterwork mace plus Holy Weapon  
and Righteous Anger.
 Price: 5,000 gp (intermediate).
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Pain Stick
This club inflicts horrible pain damage.
 Benefit: This short leather-clad 
club delivers +2 pain damage and dazes a 
struck foe that fails to resist using Will. The 
club’s leather may be black, white, red or blue, 
denoting the alignment of the maker.
 Creation: 2,500 gp ; masterwork club 
and Pain Weapon.
 Price: 5,000 gp (intermediate).

Paladin’s Holy Sword
This bastard sword is a lethal weapon in a good charac-
ter’s hands.
 Benefit: You can access the weapon’s abilities only 
if you are good. While wielding the sword, your attacks 
count as magical and you can evoke the following 
abilities.
——————————————————
 Death Ward: For 2 minutes, you or an 
ally that you gently touch with the sword 
enjoys immunity to the effects of all ailments, 
curses, and necrotic energy damage. Costs 2 
vitality for you or 5 vitality for an ally.
 Flame Blade: As a swift action, your melee weapon sheds 
magical blue flames that inflict 1 fire wound damage in addition to 
other damage dealt until the start of your next turn. Costs 2 vitality.
 Holy Circle: You evoke a stationary 10-ft-diameter circle 
inscribed with angelic runes. Fiends and undead cannot pass or break 
the circle’s perimeter for as long as you concentrate as a standard 
action each round + an additional 1d4 rounds. Costs 2 vitality.
————————————————————————
 Creation: 25,000 gp ; masterwork bastard sword plus Death 
Ward, Flame Blade, Holy Circle, and the blood of a slain paladin.
 Price: 50,000 gp (paragon).

Poison Blade
This short sword easily delivers poison to your foes.
 Benefit: You can fill the blade’s secret compartment with up 
to 3 doses of poison and release 1 dose as a move action. You never 
risk accidentally poisoning yourself when using this feature or manu-
ally applying poison to a blade, and you may apply poison as a move 
action (rather than the usual standard action). 
 Creation: 2,500 gp ; masterwork short sword plus Poison 
Use.
 Price: 5,000 gp (intermediate).

Ripper Scythe
This nasty curved blade removes limbs.
 Benefit: This rugged scythe is oddly dull and malformed. 
However, when you expend 2 vitality as you hit, your foe must resist 
using Fortitude or suffer 1d6 wound damage as it loses a limb. The 
limb falls to the ground in an adjacent square.
 Creation: 2,500 gp ; masterwork scythe plus the entire blood 
supply drained from a freshly slain ogre, orc warrior or troll.
 Price: 5,000 gp (intermediate).

Swiftblade
This blade can strike 2x rather than once.
 Benefit: This short sword is emblazed with golden zigzags 
of lightning bolts. You enjoy a +1 bonus on attacks and deliver +2 
electrical damage while using the blade.  Moreover, you can make 2 
attacks with the blade in rapid succession as a standard action. You 
can direct attacks to the same foe or to 2 different foes but you apply 
a -2 penalty on both attack rolls. 
 Creation: 2,500 gp ; masterwork short sword plus Magic 
Weapon and Rapid Attack.
 Price: 5,000 gp (intermediate).

Thunder Hammer
A proud iron hammer stained by centuries of battle.
 Benefit: In lieu of your regular attack with this 

weapon, you may knock prone all Medium or smaller 
creatures in a 30-ft cone (no save). The first 3 uses cost 

no vitality. Each additional use costs 5 vitality. The weapon’s 
possessor becomes unusually rude and uncouth, and suffers 

a -5 penalty on Diplomacy and Nobility checks. The penalties 
vanish 24 hours after discarding the hammer.

 Creation:  10,000 gp ; masterwork hammer plus Mana 
Focus, Thunder Wave, and Curse.
 Price: 20,000 gp (advanced).

Thunder Staff
This staff produces waves of deafening thunder.
 Benefit: When you hold the staff and expend 5 vitality, you 
knock prone all Medium or smaller creatures in a 30-ft cone (no 
save). You may expend 10 vitality to boost the thunder to topple 
Huge creatures.
 Creation: 10,000 gp ; masterwork staff plus Thunderwave, 
Great Thunder.
 Price: 20,000 gp (advanced).

Vicious Blade
This very sharp longsword hurts the user a little to boost damage. 
 Benefit: At any time when you hit with this sword, you may 
elect to suffer 1d6 damage (bypasses DR) in order to inflict +2d6 
damage on your target. 
 Creation: 1,000 gp ; masterwork sword plus Vicious Strike. 
 Price: 2,000 gp (basic).

Vorpal Blade
This plain steel sword removes heads with alarming frequency.
 Benefit: This bastard sword grants a +2 bonus on attacks and +5 
damage. Moreover, you score a critical hit with it when you roll a natural 
19 or 20, and when you expend 5 vitality as a move action, the struck tar-
get must resist using Will or immediately lose its head. Generally, losing a 
head immediately slays a creature. 
 Creation: 25,000 gp ; masterwork bastard sword plus Arcane 
Strike, Improved Critical, and Slay Living.
 Price: 50,000 gp (paragon).

Whirling Blade
You can throw this sword to mow down a line of foes.
 Benefit: This fine longsword grants you a +1 bonus on attack 
rolls and +2 damage. Also, when you expend 5 vitality, you can throw 
it along a 60-ft line and make attacks against each and every foe along 
that line. The sword automatically returns to you at the end of your 
turn. Effects of other abilities conveyed by the sword or your attack 
apply to each foe. 
 Special: Each time the blade is thrown, there is a 5% chance 
that it does not return and instead becomes stuck in the ground, a 
wall or other nearby hard mass. A standard action, DC 30 Athletics 
check or spending 5 vitality while grasping the sword dislodges it.
 Creation: 10,000 gp ; masterwork longsword plus Arcane 
Strike and Whirling Blade.
 Price: 20,000 gp (advanced).

Wind Blade
You can almost fly while wielding this sword.
 Benefit: When you hold this ornate sword and expend 1 vital-
ity as a move action, you gain a fly speed of 30 ft for the duration of 
your turn. You must start and end your turn on solid ground or you 
fall, as normal. Also while wielding the sword, you enjoy a +1 bonus 
on attack rolls using it and inflict +2 damage.
 Creation: 2,500 gp ; masterwork sword plus Flit and Magic 
Weapon.
 Price: 5,000 gp (intermediate).
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 Magic  Armor
Here are descriptions of magic suits of armor and shields, including 
benefits, creation rules, and price with the item’s tier in parentheses.

Angeltears Leather
This leather suit protects the wearer while boosting his diplomacy. 
 Benefit: This masterwork leather armor is cured in angels’ 
tears. Like leather, the armor provides DR 2. The wearer enjoys +2 
DR against lightning and cold damage and a +2 bonus on Diplomacy, 
Heal, and Insight checks. 
 Creation: 1,000 gp ; masterwork leather armor, Resist 
Energy, and Celestial Lore or a piece of angelic feathers or drops of 
angel tears.
 Price: 2,000 gp (basic).

Angelskin Platemail
This suit of shining white platemail is made from angel’s tears.
 Benefit: The shining white breastplate armor must be donned 
naked and once worn it tightly binds to the wearer’s body. While 
wearing the armor, you enjoy the following additional benefits.
————————————————————————  
 Angelic Resistance: Apply +2 DR versus cold and electricity.
 Aura of Courage: You are totally immune to fear and all 
allies within 60 ft enjoy a +5 bonus on saves to resist fear.
 Celestial Skin: You enjoy DR 7, the breastplate weighs only 
15 pounds and counts as natural armor, and it has 50 hit points.  
 Flit: As a standard action, you gain the ability to fly at speed 30 
for the remainder of your turn. You must end flight on a solid surface. 
Costs 1 vitality.
 Heavensight: You see in conditions of blinding illumination as 
easily as seeing in normal daylight. Heavensight is in full color.
 Lay on Hands: Your touch heals an ally’s wound damage. The 
amount of wounds healed equals 1d8 + your level. A creature can 
benefit 3x per day if it shares your alignment and deity, 2x per day if 
it shares either, and once daily if it shares neither.
————————————————————————
 Creation: 25,000 gp ; masterwork platemail and a vial of 
angel tears and 7 angel feathers. If you lack tears or feathers, you must 
know Angelskin, Aura of Courage, Celestial Resistance, Flit, Heaven-
sight, and Lay on Hands.
 Price: 50,000 gp (paragon).

Atlan Scalemail
This scalemail is ideal for underwater action.
 Benefit: This silver, blue, and green scalemail is adorned with 
oceanic motifs. It weighs ½ as much as normal, provides +1 DR, 
and grants you a Swim speed of 30 ft with a +10 bonus on Athletics 
checks when swimming. 
 Creation: 10,000 gp ; masterwork scalemail plus Fast Swim-
mer, Magic Armor, and Swim.
 Price: 20,000 gp (advanced).

Champion’s Dwarfplate
This fine platemail, engraved with dwarvish runes, grants a variety 
of boons.
 Benefit: This platemail provides its wearer with a +2 bonus 
on Fortitude and a +5 bonus on Athletics checks. Also, the wearer 
enjoys a +5 bonus on saves to resist the Bull Rush, Charge, Grapple, 
and Trip abilities when standing on solid ground. The armor other-
wise functions as dwarfplate.
 Creation: 2,500 gp ; masterwork dwarfplate worth 900 gp 
plus the blood or shaved hair of a dwarf and Dwarven Stability.
 Price: 5,000 gp (intermediate).

Champion’s Elven Chain
This fine chainmail, engraved with elvish runes, grants sylvan boons.
 Benefit: This chainmail provides its wearer with low-light 

vision, a +2 bonus on Reflex, and a +5 bonus on Acrobatics and Per-
ception checks. The armor otherwise functions as elven chainmail.
 Creation: 2,500 gp ; masterwork elven chainmail worth 450 
gp plus the blood or shaved hair of an elf and Feral Senses.
 Price: 5,000 gp (intermediate).

Daredevil’s Mail
This black chainmail mitigates the ravages of hellish environments.
 Benefit: You enjoy +2 DR to resist all energy types. 
 Creation: 1,000 gp ; masterwork chainmail and Resist 
Energy.
 Price: 2,000 gp (basic).

Demonhide
This suit of hideous hide armor is far tougher than it looks.
 Benefit: The inky green hide armor must be donned naked and 
once worn it tightly binds to the wearer’s body. While wearing the 
hide, you enjoy the following additional benefits.
————————————————————————
 Dark Sight: You gain darkvision, allowing you to see in natural 
darkness as easily as in light except in black and white. Alternatively, 
if you already have darkvision, you gain nethersight, which allows 
you to see in magical darkness as well as normal darkness.
 Demon Hide: You enjoy DR 6, the hide weights only 10 pounds 
and counts as natural armor material, and it has 40 hit points.  
 Demonic Resistances: Apply +5 DR versus electrical and poi-
son damage.
 Profane Regeneration: When you deliver a killing blow 
against a foe, you instantly heal 1d8 hit points + 1 point per level of 
the foe.
 Stolen Visage: You acquire the appearance of 1 touched 
corpse, granting you a +15 bonus to Disguise checks to look like 
that creature for 1 hour. Costs 1 vitality
————————————————————————
 Creation: 25,000 gp ; plus the hide of worked demon hide. If 
you lack a demon’s hide, you must know Darkvision, Demonic Skin, 
Fiendish Skin, Nethersight, Profane Regeneration, Resist Energy, and 
Stolen Visage.
 Price: 50,000 gp (paragon).

Demonskin Leather
This leather suit protects against fiendish elements and makes the 
wearer more intimidating. 
 Benefit: This masterwork armor is cured in demon blood. Like 
leather, the armor provides DR 2. The wearer also enjoys +2 DR 
against acid and fire damage and a +2 bonus on Athletics, Intimidate, 
and Perception checks.
 Creation: 1,000 gp ; masterwork leather armor, Resist 
Energy, and Profane Lore or a piece of demon or devil hide.
 Price: 2,000 gp (basic).

Drow Noble’s Darkmail
This fine dark chainmail, engraved with drow runes, grants dark boons.
 Benefit: This mail provides its wearer with darkvision (or 
boosts darkvision to nethersight), a +5 bonus on Will to resist magi-
cal attacks, and a +5 bonus on Acrobatics and Stealth checks. Also, 
when you expend 2 vitality, you fade into the background for 5 min-
utes. Doing so, boost Stealth checks by an additional +10, and foes 
that target you must resist using Will or ignore you in favor of attack-
ing another target. The armor otherwise functions as elven mail.
 Creation: 10,000 gp ; masterwork elven mail plus the blood 
or shaved hair of a drow and the following abilities: Darkvision, Fade, 
Infiltrator, Iron Will, and Sly Acrobat.
 Price: 20,000 gp (advanced).

Feyweave Leather
This leather suit blends seamlessly with the environment.
 Benefit: This gray leather suit can shift its color to match the 
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locale environment and also muffles the sounds of your footsteps. 
When you are in an outdoor environment and remain motionless 
while concealed, you enjoy a +10 bonus on Stealth checks. More-
over, even when you move through an outdoor area, you enjoy a +5 
bonus. The environment must afford places to hide, as normal, and 
you do not benefit when a creature already notices you.
 Creation: 2,500 gp ; masterwork leather and Camouflage.
 Price: 5,000 gp (intermediate).

Flamebrother Scalemail
This armor sheds a scorching fiery aura and grants you fire immunity.
 Benefit: You enjoy +2 DR against fire damage while wearing this 
scalemail. Moreover, when you expend 1 vitality, you enjoy 1 of the 
following benefits. You can have more than 1 benefit at a time.
————————————————————————
 Energy Fist: For 5 minutes, your unarmed attacks inflict 1d4 
damage + 1d6 energy fire damage on an adjacent foe when you beat 
its Reflex.
 Fiery Wake: When you move, you briefly produce fire in each 
space you pass through. Creatures caught in the area suffer 1d4 fire 
damage + 1 point per level. Costs 1 vitality per round.
 Fire Bolt: One target within 60 ft suffers 1d6 damage per 2 lev-
els (max 5d6) plus ½ that amount on its next turn unless it expends 
a standard action to extinguish the flames. Reflex negates. Costs 1 
vitality.
 Resist Fire: Apply a +10 DR against fire for 5 minutes. 
————————————————————————
 Creation: 10,000 gp ; masterwork scalemail plus Energy Fist, 
Fiery Wake, Fire Bolt, and Resist Energy.
 Price: 20,000 gp (advanced).

Healleaf Armor
This fine green leather heals the wearer.
 Benefit: Tiny green leaves and dainty melliferous flowers grow 
from the crevices of this beautiful leather armor. The leather heals 
the wearer up to 8 wound points per day at a rate of 1 point per 
round, starting on the wearer’s turn after suffering damage.
 Creation: 1,000 gp ; masterwork leather armor and Good-
berry.
 Price: 2,000 gp (basic).

Holy Deflection Shield
This large shield deflects magical attacks with ease.
 Benefit: Holy sigils and angelic motifs adorn this large shield. 
While holding the shield you enjoy 2 benefits. First, when you 
expend 2 vitality as an immediate action, you completely repel a 
single magical attack that includes you, such that it dissipates harm-
lessly. Second, you can use the shield to shove a fiend, undead, black-
guard, necromancer or warlock. If you beat its Fortitude, the target 
is pushed back 1d4 x 5 ft and you recover 3 vitality points. If there is 
no space to move back then it falls prone instead. The target suffers a 
-5 penalty on its save to resist.
 Special: The shield only works in the hands a good-aligned 
character who is proficient with shields.
 Creation: 10,000 gp ; masterwork large shield plus Holy 
Shield, Repulse Evil, and Improved Repulse Evil.
 Price: 20,000 gp (advanced).

Hydra Plate
This bizarre armor bites at foes for you.
 Benefit: Whenever you spend 2 vitality, the armor sprouts a 
mass of long necks with serpentine heads for 2 minutes. The heads 
hiss and sniff the air for foes. On your turn, all adjacent foes must 
resist using Reflex or suffer 1d4+1 damage—or if you wish, 1 
wound damage—in addition to harm from your usual attacks, if any. 
 Creation: 2,500 gp ; masterwork breastplate plus either 
Extra Arms, Giant Vermin, Summon Swarm or Wilding.
 Price: 5,000 gp (intermediate).

Magic Shield
This light shield offers extra protection.
 Benefit: As a swift action you expend 1 vitality and improve 
the shield’s usual +1 DR to +3 for 2 minutes. The augmented shield 
also provides total immunity to the Magic Missile ability. A variant 
shield is large and similarly improves the shield’s DR to +4.
 Creation: 1,000 gp ; masterwork small shield and Shield.
 Price: 2,000 gp (basic).

Nightstalker Suit
This leather armor quiets the wearer’s steps and blends into shadows.
 Benefit: The wearer enjoys a +5 bonus on Acrobatics checks 
and a +5 bonus on Stealth checks.
 Creation: 1,000 gp ; masterwork leather and Artful Style.
 Price: 2,000 gp (basic).

Noble’s Breastplate
This breastplate empowers the wearer in various subtle ways.
 Benefit: The noble wearer of this fine breastplate enjoys a +5 
bonus on Acrobatics, Athletics, Endurance, Handle Animal, Intimi-
date, Literacy, Nobility, and Stealth checks. The breastplate also pro-
vides +1 DR, +3 wound points, a +2 bonus on Comeliness, and a 
+5 bonus on saves to resist fear effects.
 Special: Only wearers with a noble title benefit from this item.
 Creation: 10,000 gp ; masterwork breastplate armor plus 
Courage, Etiquette, Feats of Prowess, Noble Bearing, Lesser Title, 
and Toughness.
 Price: 20,000 gp (advanced).

Starscale
This scalemail briefly becomes incredibly tough to penetrate.
 Benefit: This scalemail is adorned with a motif of shining 
stars. When you expend 1 vitality, the mail illuminates and the stars 
twinkle with life-like realism. The effect lasts 5 minutes and grants a 
+2 bonus to DR.
 Creation: 1,000 gp ; masterwork scalemail and Magic Armor. 
 Price: 2,000 gp (basic).

Tomb Raider Scalemail
This armor protects against the dark, draining energies of the undead.
 Benefit: When you expend 2 vitality as an immediate action, 
you enjoy total immunity to the next effect that causes an ailment, 
curse, and/or necrotic energy damage, such as caused by the undead. 
Moreover, you automatically stabilize (for example, you never bleed 
when you are unconscious).
 Creation: 2,500 gp ; masterwork scalemail plus Stabilize and 
Death Ward.
 Price: 5,000 gp (intermediate).

Unraveling Shield
This shield repels magical attacks.
 Benefit: As an immediate action, you use the shield to repel a 
person’s single magical attack that includes you, such that the magic 
dissipates harmlessly with respect to you if you beat your attacker’s 
Will. The shield does not block magic evoked by nonperson creatures. 
Costs 2  vitality + the repelled magic ability’s vitality cost, if any.
 Creation: 10,000 gp ; masterwork shield plus Shield Training and 
either Holy Shield with Respect or Counter Spell with Arcane Training.
 Price: 20,000 gp (advanced).

Witchweave
This formfitting suit of silkweave armor allows you to turn invisible.
 Benefit: This armor is often adorned with magic sigils, though 
not always. Whenever you spend 1 vitality, you are invisible for the 
remainder of your turn (usually, 1 move action). You enjoy a +10 
bonus on Stealth checks and avoid line of sight while invisible.
 Creation: 1,000 gp ; masterwork silkweave plus Invisible Step.
 Price: 2,000 gp (basic).
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 Potions
Potions are single-use magic items that anyone can use. 
 Creating a potion requires Brew Potion. Using this ability, you 
place an ability that you or an adjacent ally knows into a potion, 
salve, oil, or similar mix that delivers a single-use effect to a creature 
or object. The cost and time for 1 dose equals 50 gp and 1 hour for 
a basic ability or 300 gp and 2 hours for an intermediate ability. You 
must pay the vitality cost when brewing the potion. You can place up 
to 5 doses of the same potion into a bottle. 
 Consuming a single dose is a standard action assuming the bottle is 
already in hand. Determining an effect prior to ingestion is a DC 15 
Arcana check.
 When an ability would normally convey a permanent benefit, the 
reader instead gains the benefit for 1 hour, after which time the ben-
efit ends. When an ability is usable only once daily, a character can-
not use a potion to exceed this limit. When an ability relies on the 
caster’s level, use the imbiber’s level to resolve the effect.
 Here are typical potions. The colors and tastes are merely typical.

Climbing
You can climb with ease.
 Color & Taste: Brown with an earthy taste.
 Effect: You gain a climb speed of 30 ft. While climbing, you are 
not defenseless and you enjoy a +10 bonus to Athletics and Acrobat-
ics checks. The effect lasts 5 minutes.
 Creation: 50 gp ; Spider Climb.
 Price: 100 gp.

Curing
You recover from an ailment.
 Color & Taste: White with a honey taste.
 Effect:  You recover from 1 ailment. Ailments include blind-
ness, confusion, deafness, disease, exhaustion, fatigue, insanity, nau-
sea, poison, and taint. This potion does not remove curses such as 
mummy rot or lycanthropy.
 Creation: 300 gp ; Cure Ailment.
 Price: 600 gp.

Darkvision
You can see in darkness.
 Color & Taste: Black with a slimy taste.
 Effect: You see in darkness as easily as you see in daylight. Acti-
vating or ending the ability is a swift action. The effect lasts 24 hours.
 Creation: 50 gp ; Darkvision.
 Price: 100 gp.

Death
You suffer massive damage.
 Color & Taste: Purple with an almond taste.
 Effect:  You suffer 1d6 necrotic damage per level (max 10d6), 
or ½ damage if  Will resists.
 Creation: 300 gp ;  Death Ray.
 Price: 600 gp.

Demon Blood
You briefly gain demonic power.
 Color & Taste: Green ichor with a bloody taste.
 Effect: Select 1 basic magic ability from the blackguard or war-
lock class. You know and can use the ability for 1 hour, after which 
time you wretch for 2 minutes and lose 1 wound point.
 Creation: 300 gp ; Fiendish Ritual.
 Price: 600 gp.

Disguise
You can cloak your appearance.
 Color & Taste: Yellow with a  rubbery taste.
 Effect: Your surface traits—hair color, garment style, gender, 

voice pitch, etc—transmute to grant you a +10 bonus on Disguise 
checks for 1 hour. You can grow or shrink 1 ft and modify your Come-
liness by +/- 5 points. 
 Creation: 50 gp ; Disguise Self.
 Price: 100 gp.

Endurance
You resist fatigue and exhaustion.
 Color & Taste: Brown with a sour taste.
 Effect: Apply a +5 bonus Endurance checks. Also, you enjoy a 
+5 bonus to resist abilities that cause fatigue or exhaustion, and you 
can sleep in armor without experiencing fatigue the next day. The 
effect lasts 12 hours.
 Creation: 50 gp ; Endurance.
 Price: 100 gp.

Enlarging
You grow in size.
 Color & Taste: Orange with a meaty taste.
 Effect: You grow 1 size category for 5 minutes. A larger size 
doubles height, applies a -2 penalty to Reflex, a +2 bonus to dam-
age rolls, a +5 bonus to Athletics checks, +3 wound points, +10 ft 
speed, a +5 bonus to resist Bull Rush, Grapple, and Trip attacks, a -5 
penalty to Stealth checks, and a 8x weight increase.
 Creation: 50 gp ; Enlarge.
 Price: 100 gp.

Fertility
You are excited and easily produce offspring.
 Color & Taste: Either white with a salty taste or pink with a 
marine taste.
 Effect: You are visibly flushed, you enjoy a +5 bonus on Diplo-
macy checks for romance, and romantic liaisons always result in off-
spring. The white potion is for men and the pink potion for women. 
Drinking the wrong potion causes permanent impotence. Cure Ail-
ment ends impotence. The effect lasts 1d4 hours and ends suddenly. 
 Creation: 50 gp ; Herbalism or Virility.
    Price: 100 gp.

Gaseous Form
You become an insubstantial gas.
 Color & Taste: Gray with a smoky taste.
 Effect: You become a dark gas and fly slowly for 5 minutes. In 
this form, you have a 10 ft fly speed, can only take move actions, 
perceive as normal, have DR 10, and enjoy a +5 bonus on Stealth 
checks and immunity to all ailments. You can pass through cracks but 
cannot enter liquids. The Gust of  Wind ability affects you normally.
 Creation: 300 gp ; Gaseous Form.
 Price: 600 gp.

Healing
You heal wound damage.
 Color & Taste: Blue with a distinct berry taste.
 Effect: You recover 2d4 wound points.
 Creation: 50 gp ; Goodberry and 8 freshly picked berries.
 Price: 100 gp.

Heroism
Your attacks and skill checks briefly improve.
 Color & Taste: Red with a spinach taste.
 Effect: You enjoy a +2 bonus on all d20 rolls for 5 minutes.
 Creation: 300 gp ; Heroism.
 Price: 600 gp.

Idiocy
You become mentally weak.
 Color & Taste: White with a cottony taste.
 Effect: You babble incoherently and suffer a -2 penalty on attack 
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rolls and a -5 penalty on skill checks based on Intelligence, Wisdom, 
and Charisma for 2 minutes. 
 Creation: 300 gp ;  Touch of Idiocy.
 Price: 600 gp.

Invisibility
You cannot be seen.
 Color & Taste: Translucent with an acrid taste.
 Effect: You turn invisible for 5 minutes or until you 
make an attack, whichever comes first. This grants a +10 
bonus on Stealth checks and refuses line of sight to you.
 Creation: 300 gp ; Invisibility.
 Price: 600 gp.

Levitation
You can levitate.
 Color & Taste: Orange with a marshmallowy taste.
 Effect: When you concentrate as a standard action, you men-
tally move 1 target weighing up to 250 pounds a distance of 30 ft up 
or down. You can move yourself, a willing creature, or an unattended 
object out to a distance of 60 ft. The effect lasts 5 minutes.
 Creation: 300 gp ; Levitation.
 Price: 600 gp.

Love
You fall in love with the first person you see.
 Color & Taste: Pink with mild strawberry taste.
 Effect: You fall madly in love with the next person who comes 
within 30 ft of you, regardless of appropriateness, and pursue passion. 
The effect lasts until the love is consummated or the desired person is 
slain. This is a curse.
 Creation: 300 gp ; Love Spell.
 Price: 600 gp.

Mana
You gain a brief vitality boost.
 Color & Taste: White with a bitter taste.
 Effect: You gain 4d6 vitality that you must use for magic abili-
ties before the end of your next turn or lose them. This potion is 
usable once daily. 
 Creation: 300 gp ; Mana Focus.
 Price: 600 gp.

Merriment
 You can sing and dance with ease.
 Color & Taste: Rainbow of colors with rum taste.
 Effect: You enjoy a +5 bonus on Acrobatics and Music checks 
for 4 hours or until midnight, whichever comes first.
 Creation: 50 gp ; Performer.
 Price: 100 gp.

Noble Airs
You can present yourself as nobility.
 Color & Taste: Purple with an earthy taste.
 Effect: You enjoy a +5 bonus on Bluff and Nobility checks for 1 
hour. Moreover, your clothes also become clean as if freshly washed.
 Creation: 50 gp ; Courtly Ruse.
 Price: 100 gp.

Rage
You fly into a terrible rage.
 Color & Taste: Red with a bloody taste.
 Effect: You fly into a rage for 2 minutes. In a rage, you tem-
porarily gain a +1 bonus on attack rolls and Will saves, deliver +5 
damage, and enjoy +5 vitality points. The bonus vitality points go 
away when the rage ends. 
 While raging, you cannot use any Charisma-, Dexterity- or Intelli-
gence-based skills (except Acrobatics and Intimidate), or any abilities 

that require patience or concentration. Nor can you use magical abili-
ties or craft abilities or activate magic items that require a command 
word or a trigger to function. 
 You may prematurely end the rage. At the end of the rage, you lose 
the rage modifiers and restrictions and are fatigued for 5 minutes. 
 Creation: 50 gp ; Rage.
 Price: 100 gp.

Resistance
Your defenses improve.
 Color & Taste: Grey with a metallic taste.
 Effect: You enjoy a +2 bonus on saves and DR for 5 minutes. 
You can benefit from only 1 of these potions at a time.
 Creation: 50 gp ; Resistance.
 Price: 100 gp.

Reducing
You shrink in size.
 Color & Taste: Yellow with a raspberry taste.
 Effect: You or a touched ally shrinks 1 size category for 5 min-
utes. A smaller size halves height, grants a +2 bonus to Reflex, a -1 
penalty to damage rolls, a -5 penalty to Athletics checks, a -3 penalty 
to maximum normal wound points, a +5 bonus to Stealth checks, 
-10 ft speed, and a 7/8ths weight reduction. 
 Creation: 50 gp ; Reduce.
 Price: 100 gp.

Shadowmancy
You gain fiend or aberrant power.
 Color & Taste: Black with a bitter, inky taste.
 Effect: Select 1 basic magic ability from the shadowcaster class. 
You know and can use the ability for 1 hour, after which time you 
wretch for 2 minutes and lose 1 wound point.
 Creation: 300 gp ; Your Shadows Magic.
 Price: 600 gp.

Sleeping
You fall asleep.
 Color & Taste: White with an apple taste.
 Effect: You fall asleep for 5 minutes. Your allies can use a stan-
dard action to wake you. 
 Creation: 50 gp ; Sleep.
 Price: 100 gp.

Speed
You can move very quickly.
 Color & Taste: Green with a spicy taste.
 Effect: Apply a +30 bonus to your land speed for 5 minutes. 
 Creation: 50 gp ; Expeditious Stride.
 Price: 100 gp.

Water Breathing
You can breathe water.
 Color & Taste: Turquoise with a distinct earthy taste.
 Effect: You can breathe in water as easily as in air for up to 1 
hour, usable nonconsecutively over the next 4 hours. The potion can-
not be divided among several people. 
 Creation: 50 gp ; Water Breathing.
 Price: 100 gp.

Weakness
You become physically weak.
 Color & Taste: Yellow with a straw taste.
 Effect: You move at ½ speed and suffer a -2 penalty on attack 
rolls and a -5 penalty on skill checks based on Strength, Constitu-
tion, and Dexterity for 2 minutes. 
 Creation: 300 gp ;  Touch of Weakness.
 Price: 600 gp.
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 Scrolls
Scrolls are single-use magic items for characters with Arcane Train-
ing or similar training. 
 Creating a scroll requires Scribe Scroll. Using this ability, you place 
any magic ability that you know into a scroll or other written media. 
You must pay the vitality cost associated with the ability, if any, as you 
write the scroll. The craft costs and times are shown below.
Ability
Tier

Craft 
Time

Craft 
Cost

Market 
Price

Arcana 
DC check

Basic 1 hour 25 gp 50 gp 10

Intermediate 2 hours 150 gp 300 gp 15

Advanced 4 hours 325 gp 750 gp 25

Paragon 8 hours 750 gp 1,500 gp 40

 Anyone with Arcane Training, Artificer Training, Religious Study 
or Religious Training can use a scroll. When the scroll’s tier is higher 
than the highest tier a reader can currently access, or the ability is 
not on the reader’s list of class, deity or race abilities, then the reader 
must succeed on an Arcana check with a DC shown in the table.
  Here are additional rules. Determining a scroll’s effect prior to 
recitation is a DC 15 Arcana check. Reading a scroll is a standard 
action assuming it is already in hand. A scroll turns to dust after it is 
read. When an ability would normally convey a permanent benefit, 
the reader instead gains the benefit for 1 hour, after which time the 
benefit ends. When an ability is usable only once daily, a character 
cannot use a scroll to exceed this limit.
 Spellcasters typically create scrolls of abilities useful in rare or 
emergency situations. Here are abilities listed by tier that are often 
made into scrolls.
 

Basic Tier
Here are scrolls based on basic abilities.
 Comprehend LanguagesM: You can comprehend any 1 
mundane language for 4 hours + 1 hour per level. Costs 1 vitality.
 Instant PotionM: You conjure a potion of any basic ability 
you know at no gp cost after 1 minute of work. Costs 5 vitality.
 Mage ArmorM: A shimmering field provides a +4 bonus to 
DR for 1 hour. Mage Armor does not stack with real worn armor or 
Bone Armor. Costs 1 vitality.
 Magic WeaponM: As a move action, your touch grants a 
weapon a +1 bonus on attack rolls and a +1d6 bonus on damage rolls. 
The bonus damage is an energy type of your choice such as acid or fire 
and does not harm the wielder. For a ranged weapon, you augment its 
ammunition. The benefits last 5 minutes and aid anyone who uses the 
weapon. Costs 1 vitality.

Intermediate Tier
Here are scrolls based on intermediate abilities.
 AuguryM: You ask your deity for insight about an immediate 
choice you face such as whether to open a chest or enter a room. 
You receive an answer of weal (good fortune), woe (bad fortune), 
or unclear (mixed fortune). The chance that you receive an answer 
equals 70% + 1% per level. The answer is based on the likely out-
come within the next 10 minutes. Costs 2 vitality.
 Cure AilmentM: You remove an ailment from yourself or a 
touched ally. Ailments include blindness, confusion, deafness, disease, 
exhaustion, fatigue, infertility, insanity, nausea, poison, and taint. This 
ability does not remove curses such as lycanthropy. Costs 2 vitality.
 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally. 
 Fantastic MachineM: You summon a level 1 ergo (page 
245) within 30 ft to complete tasks for up to an hour, or a level 2 
ergo for 10 minutes, or a level 5 ergo for 2 minutes. Costs 5 vitality.
 Holy CircleM: You evoke a stationary 10-ft-diameter circle 
inscribed with angelic runes. Non-good creatures cannot pass or 

break the circle’s perimeter for as long as you use a standard action to 
concentrate each round + an additional 1d4 rounds. Costs 2 vitality.
 IntercessionM: Once daily you pray as a move action and 
select any 1 class magic ability of a tier you can access except paragon 
tier. You can and must immediately use the ability or you lose it.
 Minor CreationM: After 1 minute of work, you create 1 
cubic ft per level of nonmagical, nonliving, unattended plant matter 
(typically, furniture or clothing). The item or items last 4 hours + 1 
hour per level or until dismissed. Requires an equal mass of any raw 
material. Costs 2 vitality.
 Remove CurseM: You negate 1 curse affiliating the touched 
creature. A creature can benefit only once daily. Costs 2 vitality.
 Secret ChamberM: You create an invisible 5-ft-wide, 10-ft-
high magic portal directly in front of you. All who enter the por-
tal move into a 15-ft-cube extradimensional chamber (the chamber 
exists in the Astral Realm). Only invited creatures (not unattended 
objects or natural phenomena such as wind) pass through the portal. 
The chamber holds comfortably up to 8 Medium creatures and lasts 
4 hours + 1 hour per level. Creatures caught in the chamber when 
the magic ends are dumped at its entrance. You can only maintain 1 
secret chamber at a time. Costs 5 vitality.
 Speak With DeadM: After a 10-minute rite, you can ask 
1 question per 2 levels over the course of 5 minutes from a corpse 
or undead creature that you touch. The target only knows what the 
creature did in life, including languages that it spoke. If the creature 
was good, it can resist using Will. The target must be mostly intact 
and have a mouth. You can use this ability up to once per week on the 
same target. Costs 2 vitality.
 TonguesM: You can understand and use any language for 10 
minutes. Costs 2 vitality.

Advanced Tier
Here are scrolls based on advanced abilities.
 Dispel MagicM: You target 1 magical effect within 30 ft. You 
can end an area effect or magic on an item or creature, as you like. 
If the magic is permanent, you suppress it for 5 minutes. If it has a 
duration, the magic ends. Requires Arcane Sage. Costs 5 vitality.
 DreamsightM: You fall asleep for 6 hours and view for 10 
minutes a location up to 10 miles away per level that you have previ-
ously visited. Costs 2 vitality.
 RegenerateM: You restore 1 lost limb or organ such as an eye 
or arm of an adjacent ally after 1 minute of work. Costs 5 vitality.  
 RevivifyM: You return to life a creature that has died within the 
past 3 rounds. The creature returns with 1 wound point. Ailments at 
its time of death remain. Costs 5 vitality. 
 SendingM: You send a message of 25 words or less to a willing 
creature that you have met before and know by name on the same 
world or realm of existence as you. Costs 2 vitality.
 SutureM: Once daily your touch heals all wound damage and 
4d6 vitality. You can suture yourself or an adjacent ally. 

Paragon Tier
Here are scrolls based on paragon abilities.
 Realm ShiftM: This works like Teleport (see below) except 
you and allies move to another world or realm of existence.
 Raise DeadM: After a 1-hour ritual, you restore a dead crea-
ture to life, full wounds, and 0 vitality. It must have died within the 
past 1 day per level. The ritual requires 5000 gp in materials. You can-
not raise a creature that wishes to not return to life. Costs 10 vitality.
 TeleportM: You and up to 5 allies or 1000 pounds of gear move 
to a location up to 100 miles away per level. The trip is 1 way. You 
must have a specific destination in mind, and you must succeed on 
an Arcana check to arrive there. The DC for the location equals 5 if 
familiar, 10 if visited, 20 if described, or 30 if known in name only. A 
failed check means you arrive 1d6 miles away from your desired des-
tination, possibly in a dangerous locale. You are always shunted from 
solid material to the nearest open space. Costs 10 vitality + 2 vitality 
for each ally or 200 pounds of gear (max 20 vitality).



199

 Spellships
Spellships afford safe and quick travel. An artificer can craft a spell-
ship using the Air Craft and Thrust spells plus additional magical 
abilities specific to each ship. 
 A spellship requires a pilot to activate and function. The pilot places 
himself in the ship’s helm and enters a trance. He must pass a Pilot 
check to activate the ship. Otherwise the ship fails to move. Once 
the check succeeds, the pilot sees what is around the ship as if he 
were floating in its place. The ship flies by his thoughts. An hour of 
travel costs 1 vitality. A typical ship has a maximum speed of 240 ft, 
which is about 1 mile per minute or 60 miles per hour. Additional 
piloting actions consume vitality and special maneuvers require Pilot 
checks. A spellship can safely ascend up to 10 miles in elevation. A 
spellship can hover. Changing pilots requires 3 rounds. A dead, heavily 
distracted, incapacitated or missing pilot causes the ship to cruise for 
1d4+2 rounds before coming to a halt, hovering, and gently descend-
ing to the ground at a rate of 10 ft per minute. 
 The listed creation costs refer to crafting a ship. The market 
price is 2x the cost. A typical passenger ticket costs 1 gp per 
mile, and  renting an unmanned spellship for 1 week 
equals 5% of its build cost. Sailors work for 2 gp 
daily, while sky captains work for 5 gp daily. Mul-
tiply crew costs by 5 for journeys to dangerous 
locations and by 10 if combat occurs. Here are 
example spellships.

Astral Mercane
A large cargo galleon that travels planes 
of existence. 
 Design: 50 ft x 75 ft with a single pas-
senger deck, cargo bay, 5-ft hatch, and a 10-ft-
square hatch that leads into the cargo bay.
 Construction: DR 8. 45 hp dam-
age opens a 5-ft breech. Has 6,000 hp 
total (1,200 hp disables it).
 Capacity: Pilot seat, 10 5-ft x 
10-ft cabins for crew and passengers, 
one 10-ft x 20-ft common area, and 
440 tons of cargo.
 Travel: Activates after 3 min-
utes on a DC 10 Pilot check. 
Has a 240 ft fly speed. Twice 
daily, the ship can travel 1 
mile per pilot level in 1 round.
 Creation: 65,000 gp, 65 days, Air Craft, Planar 
Adaptation, Realm Shift, Thrust. 
 Price: 130,000 gp.
———————————————————————
 Planar AdaptationM: The ship and its occupants ignore 
the effects of a world’s or realm’s ambient conditions that hamper 
movement or the senses or cause hit point damage. This does not 
protect against creatures or special events, only continuous effects 
such as persistent heat. Costs 2 vitality to activate for 1 hour, or 5 
vitality for 24 hours. Each new world or realm requires activation.
 Realm ShiftM: The spellship moves to another world or 
realm of existence on a one-way trip. The pilot must have a specific 
destination in mind and must pass an Arcana check to arrive there. 
Otherwise, the ship arrives 1d6 miles away. The DC equals 5 for a 
familiar location, 10 for a visited location, 20 for a described loca-
tion, and 30 for a location known in name only. Costs 20 vitality.

Crystal Clarity 
This small transparent sphere hosts 1 person for simple jaunts. 
 Design: 5-ft-radius sphere with a single deck and a 5-ft hatch.
 Construction: DR 5. 15 hp damage opens a 5-ft breech. 
Has 50 hp total (10 hp disables it).
 Capacity: Pilot plus 3 tons cargo or 3 standing passengers.

 Travel: Activates after 3 rounds on a DC 5 Pilot check. Has a 
240 ft fly speed. Once daily, the ship can travel 1 mile per pilot level 
in 1 round.
 Creation: 23,250 gp, 24 days, Air Craft, Glassy Window, Thrust.  
 Price: 46,500 gp.
————————————————————————
 Glassy WindowM: At the pilot’s discretion, the ship’s 
canopy becomes transparent to afford a panoramic view for 1 hour. 
Costs 2 vitality.

Dreaming Star
This comfortable pleasure barge is ideal for lavish parties. 
 Design: 75 ft wide x 75 ft long with 5 decks and 5 small 5-ft 
hatches. 
 Construction: DR 8. 45 hp damage opens a 5-ft breech. Has 

50,000 hp total (10,000 hp disables it).
       Capacity: Pilot, 7 crew seats, 40 10-ft-

cube cabins, a single 20-ft x 40-ft common 
area, plus 25 tons cargo. Can hold 40 people 

comfortably for extended periods, or 120 
for a day.
    Travel: Activates after 3 minutes 
on a DC 5 Pilot check. Has a 240 ft fly 
speed. Once daily, the ship can travel 1 
mile per pilot level in 1 round.
   Creation: 47,500 gp, 48 days, 
Air Craft and Ambiance. Price: 

95,000 gp.
—————————————

    AmbianceM: The ship enjoys a per-
manent ambiance of colorful lights, sooth-
ing or energetic music, and so forth as 
desired by the pilot. Costs 1 vitality to set 
an effect for 4 hours + 1 hour per pilot 
level. 

Cloud Jammer
This roomy pale-white ship can 
hide in clouds and call down light-

ning.
      Design: 35 ft x 25 ft 

with 2 decks and a single 
5-ft-square hatch.
  Construction: 

DR 8. 45 hp damage 
opens a 5-ft breech. Has 3,000 hp total (600 hp disables it).
   Capacity: Pilot seat, 7 10-ft x 10-ft cabins for crew and 
passengers, 20-ft-square commons, and 20 tons of cargo.
   Travel: Activates after 3 minutes on a DC 10 Pilot check. 
Has a 240 ft fly speed. Twice daily, the ship can travel 1 mile 
per pilot level in 1 round.
   Creation: 38,500 gp, 39 days, Air Craft, Call Light-
ning, Feather Fall, Fog, Gaseous Form, Thrust.

 Price: 77,000 gp.
————————————————————————
 Call LightningM: The pilot calls lightning upon 1 target 
within 120 ft to inflict 1d8 electrical damage per 2 levels (max 10d8). 
Fortitude resists for ½ damage except no save outdoors. Costs 2 vitality.
 Feather FallM: As an immediate action, 1 creature outside 
the ship within 120 ft descends gently to the ground rather than falls. 
This ability can help crew “sky-dive” to the ground. Costs 1 vitality. 
 Fog: A misty vapor rises around the ship out to a distance of 15 
ft, making it look like a small cloud. A DC 20 Nature check or DC 
20 Perception check discovers the ruse. The vapor obscures all sight 
including darkvision beyond 5 ft. Creatures more than 5 ft from each 
other have concealment (50% miss chance). The fog is unnatural and 
resists normal wind, though Gust of Wind disperses it immediately. 
This ability does not work underwater. Costs 2 vitality.
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 Gaseous FormM: The ship (and everyone within it) becomes 
an insubstantial dark gas and can fly slowly for 5 minutes. In this form, 
the ship’s fly speed is 10 ft, it and its pilot can only take move actions 
while everyone else on board cannot take actions, the pilot can per-
ceive as normal, and the pilot and ship have DR 10 and enjoy a +5 
bonus on Stealth checks and immunity to all ailments. In gaseous 
form, the ship can pass through cracks but it cannot enter liquids. The 
Gust of Wind ability affects the ship normally. Costs 2 vitality.

Imperial Viper
This single-pilot vehicle is a fast, destructive assault fighter. 
 Design: 5-ft wide x 10-ft long bird-like fuselage with 25-ft 
wing-span and a small 5-ft-square hatch.
 Construction: DR 40. 120 hp damage opens a 5-ft breech. 
Has 600 hp total (120 hp disables it).
 Capacity: Pilot seat and 250 pounds of personal cargo or sec-
ond Medium creature for a short duration.
 Travel: Activates after 1 round on a DC 20 Pilot check. Has a 
500 ft fly speed. The ship has no rapid travel ability. 
 Creation: 28,000 gp, 28 days, Air Craft, Arcane Dodge, Invis-
ibility, Magic Missile, Thrust.
 Price: 56,000 gp. 
————————————————————————
   Arcane Dodge: As an immediate action, the pilot ignores 
1 magical attack on himself or the ship before he knows whether the 
attack succeeds. Requires Dexterity 15+ to use. Costs 5 vitality.
 InvisibilityM: The ship and its contents turn invisible for 5 
minutes or until the pilot makes an attack, whichever occurs first. 
Invisibility grants a +10 bonus on Stealth checks and refuses line of 
sight on the ship. Costs 2 vitality.
 Magic MissileM: The pilot projects 1 bolt per 2 levels (max 
5 bolts). Each bolt unerringly hits a target within 90 ft for 1d4+1 
force damage. 

Mythic Fire
This fiery iron ship is beloved of fiends, blackguards, and inquisitors.
 Design: 25 ft x 45 ft with 2 decks and 2 large 10-ft hatches.
 Construction: DR 10. 90 hp damage opens a 5-ft breech. 
Has 8,000 hp total (1,600 hp disables it).
 Capacity: Pilot seat, 5 passenger seats, 6 10-ft-cube cabins, 10 
5-ft-square prison cells, 5 tons cargo or 2 Large creatures.
 Travel: Activates after 3 minutes on a DC 10 Pilot check. Has a 
240 ft fly speed. Twice daily, the ship can travel 1 mile per pilot level 
in 1 round.
 Creation: 37,250 gp, 38 days, Air Craft, Fire Storm, Resist 
Fire, Thrust.
 Price: 74,500 gp.
————————————————————————
 Fire StormM: Up to once per round, the pilot can target a 
point within 120 ft. Until the start of the pilot’s next turn, a sudden 
hail of fiery brimstone inflicts 3d6 fire damage + 2d6 force damage 
to all creatures and structures within 15 ft of the target point up to 
an elevation of 30 ft. Creatures in the area are also blinded and deaf-
ened for 5 minutes, or 1 round if Fortitude resists. When the storm 
ends, no brimstone remains. Costs 5 vitality.
 Resist FireM: The ship enjoys +10 DR versus fire. 

Piercing Beauty
This fast and frightening-looking corsair is favored by slavers. 
 Design: 25 ft wide x 75 ft long with 2 decks and 2 small 5-ft 
hatches.
 Construction: DR 10. 90 hp damage opens a 5-ft breech. 
Has 13,000 hp total (2,600 hp disables it).
 Capacity: One pilot seat, 11 crew seats, 7 10-ft-cube cabins, 
one 15-ft x 20-ft common area, 10 5-ft-cube prison cells, 8 tons 
cargo, 2 5-ft-cube secret compartments.
 Travel: Activates after 1 minute on a DC 20 Pilot check. Has a 
500 ft fly speed. Twice daily the ship can travel 1 mile per pilot level 

in 1 round.
 Creation: 42,000 gp, 42 days, Air Craft, Abduct, Spotlight, 
Thrust, Vanishing Space. 
 Price: 84,000 gp.
————————————————————————
 AbductM: Up to once per round, the ship can target one 10-ft-
square area within 120 ft. Creatures within the area must resist using 
Reflex or be immediately drawn into the ship’s prison hold.
 Vanishing ShipM: The ship can turn invisible at the pilot’s 
discretion though it becomes visible when it attacks. Invisibility lasts 
up to 4 hours + 1 hour per level and grants the ship a +10 bonus 
on Stealth checks while line of sight to the ship. Costs 5 vitality to 
activate the invisibility effect.
 SpotlightM: You brightly illuminate a 5-ft-square space up to 
90 ft away.

Trevolis Void
This skiff is suitable for a half-dozen explorers.
 Design: 15-ft wide x 20-ft long with 1 deck and a 5-ft hatch.
 Construction: DR 15. 90 hp damage opens a 5-ft breech. 
Has 1,000 hp total (200 hp disables it).
 Capacity: One pilot seat, 3 crew seats, and 12 free 5-ft-square 
spaces (typically, short-term space for 4 tons of equipment and 8 
standing passengers). Also, there is a secret compartment (search 
DC 22) for 2 tons cargo or 1 Medium creature.
 Travel: Activates after 3 rounds on a DC 15 Pilot check. Has a 
240 ft fly speed. Once daily the ship can travel 1 mile per pilot level 
in 1 round.
 Creation: 25,500 gp, 26 days, Air Craft, Safety Bubble, 
Thrust. Price: 51,000 gp.
———————————————————————— 
 Safety BubbleM: The ship is enclosed in a bubble of fresh 
air for 1 hour that allows passengers to ignore the effects of high 
altitude, vacuum conditions, and underwater action. Creatures and 
worn or held items can pass through the bubble but unattended 
objects and free gases and liquids cannot. The bubble automatically 
moves with you. Costs 1 vitality.

Ulorix Maestro
This psionically-aware squid-like vessel transports aberrant beings. 
 Design: 25 ft x 50 ft with 2 decks and a 10-ft-square hatch.
 Construction: DR 8. 45 hp damage opens a 5-ft breech. 
Has 5,000 hp total (1,000 hp disables it).
 Capacity: One pilot seat, 5 5-ft x 10-ft cabins for crew and 
passengers, 20 5-ft-cube prisoner cells, a single 10-ft-square bay, and 
50 tons of cargo.
 Travel: Activates after 3 rounds on a DC 20 Pilot check and 
attack against Will 20 to mentally harness the ship. Has a 240 ft fly 
speed. Twice daily, the ship can travel 1 mile per pilot level in 1 round.
 Creation: 77,500 gp, 78 days, Air Craft, Detect Thoughts, 
Dimension Door, Dimension Travel, Id Insinuation, Levitate, Psionic 
Blast, Telepathy, Thrust.
 Price: 155,000 gp.
 Special: When no pilot controls the helm, the ship acts on its 
own using any ability below as a level 14 lawful evil aberrant creature 
with attack +20. It has statistics of Int 16, Wis 14, and Cha 12. 
————————————————————————
 Detect ThoughtsM: The pilot notes the presence of sen-
tient creatures within a 60-ft cone. After concentrating for a second 
round, the pilot learns the number of thinking minds and the Intelli-
gence of each. After concentrating for a third round, the pilot learns 
the current surface thoughts of 1 creature of his choice within range 
for 2 minutes if he beats its Will. Costs 2 vitality.
 Dimension DoorM: The pilot causes the ship to vanish and 
reappear up to 500 ft away in any direction. If the destination space is 
occupied, the pilot suffers 1d6 damage and the ability fails. After the 
ship arrives, the pilot is dazed and the ship is inactive (can’t move or 
attack) for the remainder of the pilot’s turn. Costs 5 vitality.
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DeSiGninG SpellSHipS
Follow the steps below to design and price your own spellship.
 1. Base Cost: 20,000 gp. This cost covers the magic used to 
animate and fly the ship. The relevant abilities are Propel Craft, Air 
Craft, and Thrust. 
 2. Hull Type: Select the ship’s hull size. A hull provides a vol-
ume for cargo, crew, and/or passengers. Volume is measured in cubes 
that are 5 ft on a side. A single cube holds 1 pilot, 1 ton of cargo, 1 
Medium person standing or sitting, or ½ a person in comfy condi-
tions. Every ship requires 1 pilot. Add the hull cost to the base cost.

Hull
Size

Similar 
Vehicle

Hull
Cost

Hull
Volume*

Typical
Dimensions Decks

Tiny Row boat 1,000 gp 5 cubes 5 ft x 20 ft 1

Small Keel boat 2,000 gp 20 cubes 15 ft x 20 ft 1

Medium Long ship 5,000 gp 100 cubes 25 ft x 50 ft 2

Large Warship 10,000 gp 500 cubes 50 ft x 75 ft 3

Huge Galley 25,000 gp 2,000 cubes 75 ft x 150 ft 4
* 1 cube = 5 ft x 5 ft x 5 ft.

 The dimensions are merely typical and the ship is likely larger 
when counting sails, bows, and so forth.
 3. Hull Materials: Ships are built from wood, metal, or a 
combination thereof with a thickness of at least 3 inches. A ship’s hull 
has DR just like armor. When an attack strikes a ship, subtract the DR 
from the damage. Every 5-ft surface area has a hit point value. When 
the cumulative effect of attacks delivers more than the indicated hit 
points, a 5-ft-square breach opens. 

Hull 
DR

Hull 
Material

Hit Points / 
5-ft Area

Hull Cost 
Multiplier

5 Wood 15 hp x ¾

8 Stone or ironwood 45 hp x 1

10 Iron or steel 90 hp x 1¼

15 Mithral 90 hp x 1½ 
40 Adamantine 120 hp x 2

 You can reinforce a hull. A hull that is 2x its usual thickness has 2x 
its usual cost and 2x its usual hit points per 5-ft area. The hull’s DR 
remains the same.
 4. Magic Abilities: A pilot can activate a ship’s magic abili-
ties using the ship’s helm. These abilities affect the entire ship, or all 
ship-board creatures, or an outside target, as appropriate. The ship’s 
pilot (and no one else) knows and 
can use the abilities while at the 
helm, and he expends any vital-
ity cost and uses the abilities at 
his level. The cost to implement 
abilities are listed at right. A ship 
is typically limited to 3 abilities in 
addition to Air Craft and Thrust. 
It may have more with a surcharge 
cost of +5,000 gp per ability 
beyond the third. 
 5. Travel: Typically, a pilot activates a spellship after 3 minutes 
of concentration on a DC 10 Pilot check, and expends 1 vitality per 
hour to give the ship a 240-ft fly speed (55 miles per hour). More-
over, 2x daily, the ship can sprint 1 mile per pilot level in 1 round. 
You can adjust these values by making trade-offs following these 
equivalencies:

 » Pilot DC +5 = 1 daily sprint = 1/3 start time = 2x fly speed
 » Pilot DC -5 = -1 daily sprint = 3x start time = ½ fly speed

Example: You might boost Pilot DC by +5 while doubling fly speed. 
 6. Market Price: A ship’s price tag on the open market 
typically equals 2x its cost. Special deals for creative characters are 
certainly possible.

Ability Tier Cost

Basic 1,000 gp

Intermediate 2,500 gp

Advanced 10,000 gp

Paragon 25,000 gp
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 Id InsinuationM: A sentient foe inside the ship or outside 
within 30 ft is stunned for 1d4 rounds. Will resists. Costs 2 vitality. 
 LevitateM: When the pilot concentrates as a standard action, 
he mentally moves 1 target within 60 ft outside the ship weighing up 
to 250 pounds a distance of 30 ft up or down. Costs 2 vitality.
 Psionic BlastM: Sentient creatures within a 30-ft cone out-
side or inside the ship are stunned 1d4 rounds. Will resists. The effect 
can emanate from anywhere within or on the ship. Costs 5 vitality.
 TelepathyM: The pilot and ship can wordlessly hear and speak 
with each other and any sentient beings within 120 ft. Communica-
tion is as natural and quick as normal speech but requires no shared 
language. Affected creatures cannot so communicate with each 
other. Costs 1 vitality per round.

Umbral Heart
This modest gray vessel can ply through solid stone. 
 Design: 35 ft x 35 ft with 2 decks and a 10-ft-square hatch.
 Construction: DR 15. 90 hp damage opens a 5-ft breech. 
Has 9,000 hp total (1,800 hp disables it).
 Capacity: One pilot seat, 5 5-ft x 10-ft cabins for crew and 
passengers, 20 5-ft-cube prisoner cells, a single 10-ft-square bay for 
creatures, and 50 tons of cargo.
 Travel: Activates after 3 minutes on a DC 10 Pilot check. Has 
a 240 ft fly speed. Twice daily, the ship can travel 1 mile per pilot 
level in 1 round.
 Creation: 54,750 gp, 55 days, Air Craft, Earth Glide, Expe-
ditious Stride, Stone Shape, Thrust.
 Price: 109,500 gp. 
————————————————————————
 Earth GlideM: The ship glides through stone, dirt, or almost 
any other sort of earth except metal as easily as a fish swims through 
water. This grants an effective burrow speed of 30 ft. The ship’s bur-
rowing leaves behind no tunnel or hole, nor does it create any ripple 
or other signs of its presence. Costs 1 vitality per move action.
   Expeditious StrideM: The ship enjoys a +30 ft bonus to 
its burrow or fly speed for 5 minutes. Costs 1 vitality.
 Stone ShapeM: The pilot can mold stone that is adjacent to 
the ship into new shapes. The pilot can affect up to 10 cubic ft + 1 
cubic ft per level to form rocks into a stone bridge, warp a pillar to 
make it fall, form a hole in a wall, or so forth. Costs 2 vitality.

Vision of War
This adamantine juggernaut is well-suited for war. 
 Design: 50 ft wide x 150 ft long with 3 decks and 5 small 5-ft 
hatches.
 Construction: DR 40. 120 hp damage opens a 5 ft breech. 
Has 100,000 hp total (20,000 hp disables it).
 Capacity: Two pilot seats, 8 crew seats, 40 5-ft x 10-ft cabins 
(each cabin holds 2 Medium creatures), a single 10-ft x 25-ft com-
mon area, plus 100 tons cargo or 200 standing passengers (soldiers).
 Travel: Activates after 3 minutes on a DC 25 Pilot check. Has 
a 500 ft fly speed.  Up to 3x daily, the ship can travel 3 miles per pilot 
level in 1 round.
 Creation: 121,000 gp, 121 days, Air Craft, Disintegrate, 
Globe of Invulnerability, Shield, Thrust.
 Price: 242,000 gp.
———————————————————————— 
 DisintegrateM: The pilot target a single 10-ft-square area 
or 1 creature within 120 ft. Unattended mundane material and any 
Wall of Force effects in the area vanish. If the pilot targets a foe and 
beats its Fortitude, the foe suffers 4d6 wound damage and vanishes 
if it dies. Miracle or Wish restores disintegrated items and creatures. 
Costs 10 vitality.
 Globe of InvulnerabilityM: For 5 minutes the ship 
and its occupants ignore the effects of all basic and intermediate magic 
abilities that target the ship and/or its passengers. Costs 10 vitality.
 ShieldM: A shimmering force surrounds the ship and provides 
+2 DR for 2 minutes. Costs 1 vitality.
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 Symbionts
Symbionts are living organisms that survive within a host and grant 
the host a useful ability. Implanting and sustaining symbionts requires 
magic. All symbionts have a market price of 2,500 gp.
 A medicant or other character with Grow Symbiont can grow a sym-
biont from a freshly harvested organ or limb. Organs come from 
animals, people or other creatures, even undead. The growth pro-
cess takes 1 day and costs 1,000 gp, with a market price of 2,000 
gp. Growing a symbiont requires fresh water, a surgical bay, and the 
body part specified in the symbiont’s description. The medicant must 
devote at least 8 hours to coax and nurture the symbiont. 
 Once a symbiont is grown, the medicant grafts it into a living 
host. The implanting process requires Graft Symbiont and requires 
10 minutes and 250 gp in materials for a market price of 500 gp. 
 A symbiont can survive in a freshwater tank for 1 week, after 
which it withers and dies.
 A symbiont provides a basic ability that is nonmagical and can-
not be easily lost or stolen since it resides within its host’s body. A 
symbiont takes up a “slot” on a person’s body. Slot options include: 
arms/hands, back/chest, eyes, face/head, feet/legs, mouth/neck, 
or groin/waist. A host is limited to 1 symbiont per slot. 
  One in 20 times, a host’s body rejects a newly grafted symbiont, 
inflicting 1d4 wound damage per day on the host until the symbiont is 
removed.  The chance of rejection increases by +1 for each symbiont 
already present in the host. Thus, a host with 2 symbionts has a 3 in 
20 chance of rejecting a third one. Characters are wise to limit them-
selves to a few symbionts at most.
 Here are brief descriptions of popular symbionts.

Ape Gloves
You gain strong hands.
 Slot: Arms/Hands. Strong gorilla paws merge over your hands. 
 Benefit:  You enjoy a +5 bonus on Athletics checks or a +10 
bonus for actions primarily relying on your hands.

Bear Vest
You endure cold.
 Slot: Back/Chest. Bear fur merges into your chest and back. 
 Benefit:  You enjoy +5 DR against cold and can endure tem-
peratures down to -40º F without having to resist using Fortitude.

Camel Clump
You endure heat.
 Slot: Back/Chest. Hollow camel clumps merge on to your back.
 Benefit:  You enjoy +5 DR against fire and can endure tem-
peratures up to 140º F without having to resist using Fortitude.

Chameleon Mask
You can shift your appearance.
 Slot:  Face/Head. Patches of lizard skin merge into your face. 
 Benefit:  You can alter the appearance of your body (but not 
your clothing or gear) to enjoy a +10 bonus on Disguise checks for 
up to 4 hours + 1 hour per level. You can grow or shrink 6 in and 
modify your Comeliness by +/- 5 points. Costs 1 vitality.

Drake Tongue
You can breathe fire.
 Slot: Mouth/Neck. A swatch of drake scales merges into your 
neck. 
 Benefit:  You can breathe a scorching 5-ft blast of flames against 
an adjacent target, delivering 2d6 fire damage. Costs 1 vitality.

Eagle Eyes
You can see far.
 Slot: Eyes. Your eyes are replaced with keen eagle eyes.
 Benefit:  You can see 4x as far as normal, granting a +5 bonus 
on Perception checks or +10 to spot or discern objects at a distance.

Fly Thistles 
You sense fine vibrations.
 Slot: Arms/Hands. A myriad of tiny black fly hairs merge with 
your arms. The hairs are incredibly sensitive to vibrations.
 Benefit: You enjoy a +5 bonus on Perception or +10 when 
blinded or otherwise unable to see (such as in darkness if you lack 
darkvision).

Living Breastplate 
Your skin resists attacks.
 Slot: Back/Chest. Armadillo scales merge with your skin.
 Benefit: You gain +1 DR. This stacks with other sources of DR.

Ox Gullet
You can resist poison and similar assaults.
 Slot: Back/Chest. This gland settles around your stomach.
 Benefit: Boost Fortitude by +2, or by +5 to resist poison.

Panther Legs
You are stealthy.
 Slot: Feet/Legs. Stealthy panther paws merge with your hands.
 Benefit:  You enjoy a +5 bonus on Stealth checks, or +10 in 
areas of shadow or darkness.

Shark Gills
 Slot: Mouth/Neck. Fish gills merge with your neck and mouth.
 Benefit: You can breathe water for 5 minutes. This does not 
impede your ability to breathe air. Costs 1 vitality.

Snake Fangs
You spit caustic acid.
 Slot: Mouth/Neck. Your mouth is fitted with serpentine fangs.
 Benefit:  You can spit a 15-ft line of blistering acid against tar-
gets, delivering 1d6 acid damage, or ½ when a target’s Reflex resists. 
Costs 1 vitality.

Spider Bite
You can deliver a poisonous bite.
 Slot: Mouth/Neck. You acquire nasty poisonous spider fangs.
 Benefit:  An adjacent foe must resist using Reflex or suffer 1 
wound damage plus an additional 1 wound damage 5 minutes later. 
Abilities that block or halt poison negate the effect.

Toad Tongue
You gain a 10-ft long, flexible tongue. 
 Slot: Mouth/Neck. You gain a long sticky tongue.
 Benefit: Attacks that normally require you be adjacent to a foe 
now target foes up to 10 ft away. Using the tongue this way requires 
a move action before your attack and costs 1 vitality.

Troll Gland
You heal quickly.
 Slot: Back/Chest. A troll’s thymus is implanted into your chest.
 Benefit: Whenever you benefit from natural or magical heal-
ing, including nightly sleep and naps, boost the benefit by +25%.

Vampire Eyes
You can see in total darkness.
 Slot: Eyes. Your eyes are replaced with eerily glowing eyes.
 Benefit:  You gain darkvision, which allows you to see in dark-
ness as easily as in daylight. If you already have darkvision, you gain 
nethersight instead.

Wolf Eyes
You can see in twilight.
 Slot: Eyes. Your eyes are replaced with glowing wolf eyes.
 Benefit:  You gain low-light vision and a +5 bonus on Percep-
tion checks.
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 Basic Wonders
The following wondrous items are equivalent to basic abilities and 
are suitable for character levels 1 through 5. All these items have a 
market price of 2,000 gp.

Arcane Dowsing Rod
The rod helps you detect magic.
 Benefit: You grasp the rod and learn whether magic is present 
or absent within a 15-ft cone. Each time that you scan the same area, 
you learn the exact location (within 5 ft) and name of 1 magic ability 
present. This ability cannot locate invisible creatures or detect illu-
sions. Costs 1 vitality.
 Creation: 1,000 gp ; masterwork dowsing rod plus Detect 
Magic.
 Price: 2,000 gp.

Ballroom Orb
This largish glowing orb entertains with lights and sounds.
 Benefit: This orb is constructed from a myriad of tiny mirrors. 
With the proper command word, the orb hovers, spins slowly, and 
provides visual and auditory ambiance in a 120-ft-radius area. The 
orb cannot evoke quality music but it does produce dancing shapes 
and fun rhythms to entertain the senses. Creatures in the area suf-
fer a -2 penalty on Perception checks.
 Creation: 1,000 gp ; masterwork mirrored 
orb plus Illusionist.
 Price: 2,000 gp.

Bardic Mandolin
Any who play and sing with this instrument are 
fine musicians.
 Benefit: While using this beautiful instru-
ment, you enjoy a +5 bonus on Literacy and 
Music checks.
 Creation: 1,000 gp ; masterwork string 
instrument plus Performer.
 Price: 2,000 gp.

Blessed Solider’s Tags
Any good person who wears these tags is protected from death.
 Benefit: While wearing the tags, if you are good-aligned, then 
you automatically stabilize after taking wound damage. Neutral 
creatures gain no benefit. Evil creatures that are foolish enough to 
wear them bleed 2 hit points per round rather than 1 point.
 Creation: 1,000 gp ; masterwork leather and engraved silver 
tags plus Stabilize.
 Price: 2,000 gp. 

Boots of the Hare
These fine white boots increase your speed.
 Benefit:  For 5 minutes, you enjoy a +30 bonus to your land 
speed. Costs 1 vitality.
 Creation: 1,000 gp ; masterwork boots made from rabbit fur 
plus Expeditious Stride.
 Price: 2,000 gp.

Bully Jacket
This stylish leather jacket improves one’s confidence.
 Benefit: The wearer enjoys +1 Comeliness. Also, he gains a 
+5 bonus on Athletics and Intimidate checks, and a +5 bonus on 
Diplomacy checks but only in Romantic situations; otherwise, he 
suffers a -5 penalty on Diplomacy checks. The jacket can be worn 
over Light armor but not other armors. It does not work when worn 
underneath armor or clothing. The jacket’s color is fixed and varies 
from hot pink to lime green, royal indigo, or simple black.
 Creation: 1,000 gp ; masterwork jacket plus Bully.
 Price: 2,000 gp.

Camel Pack of Healing
This drinking pack allows you to heal during combat.
 Benefit: The device is a small backpack with a flexible rubber 
tube that runs to the mouth. Expending 1 vitality and sucking on the 
tube as a move action is enough to draw forth the pack’s sweet fluid, 
which has a berry taste. The fluid heals 2d4 wound points. The pack 
can be used up to 3x daily, regardless of the number of users. Weighs 
2 pounds.
 Creation: 1,000 gp ; masterwork camel pack plus Goodberry 
and plus 24 berries picked under a new moon.
 Price: 2,000 gp.

Circe’s Kiss
This amulet grants you a mental link with someone else.
 Benefit: When you wear the amulet, kiss a person on the lips, 
and expend 1 vitality, you form a telepathic bond with that person 
for 1 hour. Once the bond is formed, it works over any distance, 
allowing both of you to exchange words mentally.  This grants no 
mind-reading ability. You can maintain only 1 bond at a time and you 
cannot end the bond prematurely. A person who does not wish to be 
kissed may resist using Reflex. 
 Creation: 1,000 gp ; a masterwork amulet and Mindlink
 Price: 2,000 gp. 

Cloak of the Raven Queen
You can transform into a raven.

 Benefit: While wearing the cloak, you recite 
“Ode to the Raven Queen” in elven as a standard 

action and transform into a Tiny bird with a fly 
speed of 60 ft for the remainder of your turn. 
You land and return to your normal form at 

the end of your turn. You cannot make attacks in 
this form. Costs 2 vitality.
 Creation: 1,000 gp ; masterwork 
cloak plus Raven Form.
 Price: 2,000 gp.

Darkvision Goggles
This single glove allows you to move objects from 
afar.
 Benefit: While wearing the goggles, 

you see in darkness as easily as you see in daylight.
 Creation: 1,000 gp ; masterwork goggles plus Darkvision.
 Price: 2,000 gp.

Divine Prayer Book
This book grants access to a deity’s basic abilities.
 Benefit: The small book is plainly dedicated to a specific deity. 
Within, the book describe’s the deity’s alignment, myths, and basic 
boons. If the reader worships the deity or is within 1 step of the 
deity’s alignment then he can use the book. Each morning, the user 
may pray and study for 1 hour, after which he knows for 24 hours 1 
basic boon of his choice listed under the deity.  
 Creation: 1,000 gp ; masterwork book plus Basic Domain 
Ability. Also, you must worship the selected deity or be within 1 step 
of the deity’s alignment.
 Price: 2,000 gp.

Dragon Mask
This draconic mask grants you bite and claw attacks.
 Benefit: When you wear the mask and expend 1 vitality, you 
grow a dragon-like toothy snout and rapacious claws for 5 minutes. 
As a standard action against an adjacent foe, you can deliver a bite 
for 1d8 damage or use 2 claws for 1d6 damage if you beat the foe’s 
Reflex. 
 Creation: 1,000 gp ; masterwork mask, a piece of a dragon, 
and Teeth and Claws.
 Price: 2,000 gp.
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Dragon Rod
This diving rod helps you locate treasure.
 Benefit: When you hold the rod and concentrate as a standard 
action, you note the presence or absence of gold coins, precious 
gems, magic items, quality artwork and similar treasure out to a dis-
tance of 5 ft per level. When you concentrate for a second round in 
the same area, you learn the distance and direction to the most valu-
able of treasure.
 Creation: 1,000 gp ; masterwork rod plus Detect Treasure.
 Price: 2,000 gp.

Dragon Sash
You can ride dragons with ease.
 Benefit: While wearing this fine belt or sash, you can speak 
Draconic and you enjoy a +2 bonus on Handle Animal Checks, or 
+10 to ride dragons.
 Creation: 1,000 gp ; masterwork belt plus Draconic Heri-
tage.
 Price: 2,000 gp.

Empathic Glove
You can transfer some of your vitality to an ally.
 Benefit: This single fine glove is a blessing to one’s allies. With 
a subtle touch by your gloved hand, you forfeit up to 5 of your own 
vitality so that an adjacent ally may gain the same amount of vitality. 
You can transfer only once daily to a particular ally.
 Creation: 1,000 gp ; masterwork glove plus Empathic Touch.
 Price: 2,000 gp.

Energy Crystal
You can store vitality in this crystal for later use.
 Benefit: When you grasp the crystal, concentrate for 1 minute, 
and expend up to 3 vitality, the crystal stores within itself an equal 
amount of vitality. Later, you can extract some or all the vitality as 
a standard action. The stored vitality dissipates at the rate of 1 point 
per day. Thus, after 3 days an unused crystal is always empty.
 Creation: 1,000 gp ; masterwork rod plus Vigor.
 Price: 2,000 gp.

False Eye
This glass eye restores lost sight.
 Benefit: When you place this tiny glass orb into your own or 
another’s empty eye socket (or otherwise ruined eye), the orb magi-
cally merges in place, allowing the wearer to see as normal from that 
eye. The wearer can release the orb by using his fingers to mimic a 
twisting a motion over his eye.
 Creation: 1,000 gp ; tiny masterwork glass orb plus Corner 
Sight or Shamanic Sight.
 Price: 2,000 gp.

False Word
This crafty letter says whatever it needs to say.
 Benefit: Whenever you expend 1 vitality, speak the command 
word, and utter a 10-word explanation of what you need, the page 
rewrites itself to convey the intended message in detail as if written 
by you or a person named by you. In practice, the document reads as 
if you had used the Literacy skill with a +10 bonus on your check.
 Creation: 1,000 gp ; masterwork page or scroll plus Forgery.
 Price: 2,000 gp.

Faux Scarf
This scarf grants a glib tongue and aristocratic demeanor.
 Benefit: While wearing this ostentatious scarf, boost your Bluff 
and Nobility checks by +5. The scarf may appear as a long winter 
scarf, small coat pocket kerchief, or anything in between, as suiting 
the season and your sex.
 Creation: 1,000 gp ; a masterwork scarf plus Courtly Ruse.
 Price: 2,000 gp.

Feyweald Lute
This fine wooden lute is adorned with tiny images of frolicking dry-
ads and satyrs.
 Benefit: When you play the lute as a standard action and 
expend 1 vitality, 1 natural animal within 15 ft becomes friendly to 
you for 5 minutes if you beat its Will. While charmed, it will not act 
in a way that brings harm to you, itself or its allies. Otherwise, it 
will follow you and respond aggressively to creatures that threaten 
you. It will take you to safety if you are incapacitated. You can dis-
miss the charm as a swift action. If you treat the animal well, it may 
remain friendly after the charm wears off. This ability does not grant 
a shared language or alter the animal’s alignment. 
 Creation: A masterwork lute plus Charm Animal. 
 Price: 2,000 gp.

Flit Mantle
This cape allows you to briefly fly.
 Benefit: While wearing this cape or pair of costume wings, you 
may expend 1 vitality to fly at speed 30 ft for the rest of your turn. 
You must end flight on a solid surface. Activating the cape is a standard 
action.
 Creation: 1,000 gp ; masterwork cape plus Flit. 
 Price: 2,000 gp.

Forcemail Vest
This light-weight vest acts like invisible armor.
 Benefit: This  fine vest is inscribed with arcane runes. When 
you expend 1 vitality, the vest glows to provide a +4 bonus to DR 
for 1 hour. The bonus does not stack with real armor or with Mage 
Armor.
 Creation: 1,000 gp ; masterwork vest plus Mage Armor.
 Price: 2,000 gp.

Ghost Bracer
This bracer allows your melee weapon to affect incorporeal targets.
 Benefit: When you spend a move action and 1 vitality while 
wearing the bracer, your next attack using a melee weapon that 
round will strike incorporeal targets without a miss chance.
 Creation: 1,000 gp ; masterwork cape plus Ghost Weapon. 
 Price: 2,000 gp.

Ghost Glove
This glove allows your magic to affect incorporeal targets.
 Benefit: When you spend a move action and 1 vitality while 
wearing the glove, you ensure that the next magic ability you use that 
round will strike incorporeal targets without a miss chance.
 Creation: 1,000 gp ; masterwork cape plus Ghost Magic. 
 Price: 2,000 gp.

Glove of Strangling
This glove allows you to strangle someone at a distance.
 Benefit: When you done this fine black silk glove and expend 
1 vitality, you extend your shadow to strangle a Large or smaller foe 
within 15 ft. Each round that you concentrate as a standard action, 
your foe must resist using Fortitude or suffer 1d6 cold damage + 
1 point per level. If it fails 3 saves in a row, it falls unconscious for 
2 minutes. While you attack, it cannot speak. The hand is immune 
to all attacks except it vanishes when exposed to full illumination. 
Whenever you stop concentrating, the effect ends.
 Creation: 1,000 gp ; masterwork glove plus Strangling Grasp. 
 Price: 2,000 gp.

Gloves of the Magi
This single glove allows you to move objects from afar.
 Benefit: While wearing the gloves, you can telekinesis a single 
unattended object weighing up to 5 pounds out to a distance of 30 ft.
 Creation: 1,000 gp ; masterwork glove plus Mage Hand.
 Price: 2,000 gp.
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Guardian Badge
You are skilled when dealing with a particular race.
 Benefit: Each badge is keyed to a different 
race such as dwarf or elf. With persons of that 
race, apply a -5 penalty on Diplomacy checks 
and a +5 bonus on Insight, Intimidate, and Per-
ception checks.
 Creation: 1,000 gp ; masterwork badge plus 
Racial Rivalry. 

 Price: 2,000 gp. 

Hat of Disguise
This hat allows you to appear like someone else.
 Benefit: While wearing the hat, you can alter your surface 
traits—hair color, garment style, gender, voice pitch, etc. The trans-
mutation to grants you a +10 bonus on Disguise checks for 1 hour. You 
can grow or shrink up to 1 ft and modify Comeliness by +/- 5 points. 
Costs 1 vitality per hour. Changing to a different appearance during 
the same hour also costs 1 vitality.
 Creation: 1,000 gp ; masterwork hat plus Disguise Self.
 Price: 2,000 gp.

Healing Wand
This ornately carved wooden wand heals wounds.
 Benefit: The wand is carved with images of vines and berries. 
When you expend 1 vitality and use the wand to target yourself or 
an adjacent ally, the target heals 2d4 wound points.
 Creation: 1,000 gp ; masterwork wand plus Goodberry and 
8 berries picked under a new moon.
 Price: 2,000 gp.

Holy Water Sprinkler
This silver dispensary delivers a fine spray of protective water.
 Benefit: When you expend 1 vitality and wave the dispensary 
over an adjacent nonevil ally, the ally gains +1 bonus on saves and 
DR for 10 minutes. Effects of multiple sprinkles do not stack. 
 Creation: 1,000 gp ; masterwork dispensary plus Well-Spring.
 Price: 2,000 gp.

Ice Box
This chest keeps food and other items at a cold temperature.
 Benefit: This 40-pound, 3-ft-cube chest is made from wood 
with iron rivets and a glass window that allows anyone to peer 
inside. The chest’s interior is frosty cold and holds up to 10 cubic ft 
of material, usually food and drink items. While the items are in the 
box, they remain unspoiled for 1d6+6 days.
 Creation: 1,000 gp ; masterwork chest and the Ice ability.
 Price: 2,000 gp.

Infinite Flare
This rod produces flares.
 Benefit: By pressing a button on the rod, you conjure a signal 
flare that you can shoot either upward 240 ft or at a foe in combat 
within 60 ft. An aerial flare remains visible out to 10 miles for 1 min-
ute. A combat flare causes 1d8 fire damage + 1 point per level and 
blindness for 1 round if you beat the target’s Reflex. Costs 1 vitality.
 Creation: 1,000 gp ; masterwork phylactery plus Flare. 
 Price: 2,000 gp.

Inscriptus Arcanum
This ink pen allows you to scribe scrolls.
 Benefit: When you use the pen and expend 5 vitality, you can 
place a magic ability that you know into a scroll or similar single-use 
media that you or a character with Arcane Training, Artificer Train-
ing or Scribe Scroll can use once at a later time. The cost and time 
equal 25 gp and 1 hour for a basic ability, or 150 gp and 2 hours, 
325 gp and 4 hours, or 750 gp and 8 hours for an intermediate, 
advanced, or paragon ability, respectively.

 Creation: 1,000 gp ; a piece of chalk and Scribe Scroll.
 Price: 2,000 gp. 

Light Staff
This staff sheds bright light upon command.
 Benefit: The staff produces strong illumination in a 15-ft 
radius burst and weak illumination outward an additional 30 ft. 

You can evoke or dismiss the light at will.
 Creation: 1,000 gp ; masterwork staff plus Light.

 Price: 2,000 gp.

Lightning Brace
This snug bracer empowers you to electrocute foes.
 Benefit: One adjacent foe suffers 1d6 electrical damage per level 
(max 5d6) and is dazed for 1 round unless Fortitude resists. Apply a 
+5 bonus on your attack against metal-clad foes. Costs 1 vitality.
 Creation: 1,000 gp ; masterwork bracer plus Shocking Grasp.
 Price: 2,000 gp.

Magician’s Cloak
This cloak allows you to perform stage tricks.
 Benefit: While wearing the cloak, apply a +5 bonus on Trick 
checks, or +10 while performing mundane stage tricks. 
 Creation: 1,000 gp ; masterwork hat plus Stage Magic.
 Price: 2,000 gp.

Monk’s Belt
This modest belt improves your unarmed attacks.
 Benefit: While wearing the belt, apply a +1 bonus on attacks 
and +1d6 damage when using Unarmed Strike or other ability that 
grants a person melee attacks without weapons. The benefits stack 
with any abilities and items that improve Unarmed Strike.
 Creation: 1,000 gp ; masterwork belt plus Unarmed Strike 
and Sublime Fist.
 Price: 2,000 gp.

Monster Digest
This fat tome details various monsters.
 Benefit: Up to 3x daily, after naming a specific creature and 
studying the book for 1 minute, you enjoy a +5 bonus on your next 
lore check to learn facts about that creature. The chance the digest 
contains any relevant information equals 70% + 1% per level. 
 Creation: 1,000 gp ; masterwork book plus Sage Lore.
 Price: 2,000 gp.

Ovate’s Religious Symbol
This simple symbol grants a basic boon.
 Benefit: There is 1 symbol for each deity, made from strong, 
magically-treated wood. Each day, if you usually worship that deity 
and are in good standing, wear the symbol, pray for 10 minutes to 
the deity, and anoint the symbol with 1 wound point of your own 
blood, then you may select to know for 24 hours 1 of the deity’s basic 
boons, as decided by you or the GM (as the GM decides) during the 
prayer. Each day you can select a different basic boon. A character of 
opposite alignment as the deity suffers 1 wound damage each time or 
round he holds the symbol or if touched by an adjacent foe with the 
symbol who beats his Reflex. A character is limited to wearing up to 
2 symbols at a time.
 Creation: 1,000 gp ; a masterwork wooden holy symbol and 
Basic Divine Ability. 
 Price: 2,000 gp. 

Parasol of Airy Passage
This beautiful umbrella allows you glide and tread above the ground.
 Benefit:  When you open and use the parasol, you can tread 
just above a permeable surface (including water, snow, ice, and sand 
dunes) as if it were solid dry land. If you activate this ability underwa-
ter, you move to the surface at 4x your normal land speed. Moreover, 
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you can jump down any distance to land safely without harm so long 
as the parasol is already in use. Some parasols adapt themselves to 
the user’s sex and mood, and thus might be black for 1 person and a 
rainbow for another. Using the parasol costs 1 vitality per minute.
 Creation: 1,000 gp ; masterwork parasol plus Air Walk.
 Price: 2,000 gp.

Player Harpsichord
This piano plays music on its own as to accompany your singing.
 Benefit: This 400-pound wooden musical instrument is 2 ft 
deep x 6 ft wide x 4 ft high. When activated with a command word in 
elvish or gnomish, the harpsichord plays itself in harmony with your 
own playing or singing, granting you a +5 bonus on Music checks. 
You enjoy a similar bonus when you play the harpsichord yourself. 
On its own, it plays with a +5 bonus on Music checks. This device is 
a small upright piano and weights 300 pounds.
 Creation: 1,000 gp ; masterwork harpsichord plus Summon 
Instrument.
 Price: 2,000 gp.

Prestidigitator’s Wand
This wand, covered in arcane symbol, boosts your magical abilities.
 Benefit: Whenever you use the wand as part of activating 
a magical ability, you can expend a move action to focus and apply 
either a +1 bonus to your attack roll or +½ vitality damage per level 
to 1 target of the ability, if the ability delivers damage. Your class must 
have Intelligence as its prime attribute to benefit from the wand.
 Creation: 1,000 gp ; masterwork wand plus Implement Mas-
tery.
 Price: 2,000 gp.

Preservation Jar
This set of small glass jars preserves blood and organs.
 Benefit: This is a small metal chest with 24 glass jars of various 
sizes. You may place a scrap of hide, an organ, limb or vial of blood 
in a jar. The contents are preserved as fresh for up to 1 day per level 
when you expend 1 vitality.
  Creation: A small masterwork chest, 24 glass jars, and Pre-
serve.
 Price: 2,000 gp.

Protective Bracelet
This jewelry protects you from harm.
 Benefit: When you wear the bracelet and expend 1 vitality, 
you are snugly surrounded by a shimmering field that provides a 
+4 bonus to DR for 1 hour. The bracelet does not work with Bone 
Armor, Mage Armor or with real armor.
 Creation: 1,000 gp ; masterwork bracelet plus Mage Armor.
 Price: 2,000 gp.

Ring of Sustenance
This plain platinum ring guards the wearer against hunger and thirst.
 Benefit: While wearing the ring, you need not eat or drink 
(unless you wish), and you enjoy a +5 bonus to resist ingested poi-
sons and sleep magic. When you doff the ring, you experience depri-
vation as if starting from a fully alert, fed, and rested state.
 Creation: 1,000 gp ; masterwork ring plus Sustenance. 
 Price: 2,000 gp.

Sacred Coffin
This coffin blocks the progression of undeath.
 Benefit: This expensive 1500-pound iron and lead coffin is 
inscribed with holy wards against the undead. Any living or dead 
person placed in the coffin cannot transform into an undead creature 
while inside the coffin to a maximum of 100 years, or forever if the 
create expends an addition 1,500 gp on the coffin during creation.
 Creation: 1,000 gp ; masterwork coffin and Secure Burial.
 Price: 2,000 gp.

Skeleton Key
This simple bone key helps you unlock doors.
 Benefit: This plain iron key changes its shape to fit most door 
locks. When you use the key on a door with a lock and key hole, 
apply a +10 bonus on Mechanics checks to lock or unlock the door. 
The key also works on locked chests and such.
 Creation: 1,000 gp ; masterwork skeleton key plus Lock-
smith.
 Price: 2,000 gp.

Solari’s Holy Symbol
This radiant symbol harms fiends and undead.
 Benefit: You hold up the holy symbol and project a 30-ft cone 
of luminous holy energy. The energy harms aberrations, undead, 
and fiends. The damage equals 1d6 per 2 levels (max 5d6). Costs 1 
vitality.  The item only works for good characters.
 Creation: 1,000 gp ; masterwork holy symbol plus Holy 
Blast.
 Price: 2,000 gp.

Spell-pilot’s Phylactery
This keepsake improves piloting ability.
 Benefit: While wearing this tiny box on your upper arm, you 
enjoy a +5 bonus on Pilot checks, or +10 when piloting a spellship.
 Creation: 1,000 gp ; masterwork phylactery plus Adept Pilot. 
 Price: 2,000 gp. 

Sun Circlet
Sunlight revitalizes you over several hours.
 Benefit: While wearing the circlet, each hour of exposure to 
natural sunlight on a clear or party-cloudy day heals you of 1 vitality 
to a maximum of 5 vitality in a 24-hour period. You must be a living 
nonevil person.
 Creation: 1,000 gp ; masterwork circlet plus Sun-Rest.
 Price: 2,000 gp.

Sunder Bracer
This bracer allows you to sunder foe’s weapons.
 Benefit: While wearing the bracer, you may target a foe’s 
weapon within reach of your melee weapon. If you beat the foe’s 
Reflex, and your damage exceeds the targeted weapon’s weight in 
pounds, it breaks. Your foe suffers no harm. Metal parts are DR 10. 
Wooden parts are DR 5. You can’t sunder magic weapons. Requires 
you know Power Attack. If you don’t, apply -5 on your attack roll to 
sunder. Costs 2 vitality.
 Creation: 1,000 gp ; masterwork clockwork owl plus Sunder.
 Price: 2,000 gp.

Taint Ward
This locket blocks taint from vile creatures.
 Benefit: While wearing the locket, you are immune to the 
Train ability. You must be nonevil in order to benefit from this item.
 Creation: 1,000 gp ; masterwork locket plus Trait Immunity. 
 Price: 2,000 gp.

Theosophic Guide
This occult tome explains how to tap into your spirit guide.
 Benefit: When first acquiring this book, you learn your totem 
spirit guide. Thereafter, you may study its pages at any time for 1 
minute to gain insight by spending 1 vitality. The chance you receive 
a benefit equals 30% + 2% per level. Success grants you a +5 bonus 
on your next skill check. Failure grants a +2 bonus. 
 Creation: 1,000 gp ; masterwork book plus Spirit Guide.
 Price: 2,000 gp.

Traveling Coat
This coat maintains a pleasant temperature for the wearer and his 
belongings.
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 Benefit: While wearing the coat you ignore the effects of 
extreme temperature. You are comfortable in conditions between 
-40º and 140º F without having to resist using Fortitude. Your equip-
ment is also protected. This ability is continuously in effect even when 
you are unconscious.
 Creation: 1,000 gp ; masterwork coat plus Endure Elements.
 Price: 2,000 gp.

Truefriend Cantina
This simple, small container refills itself with water.
 Benefit: Each day the cantina fills with up to 3 gallons of water, 
a quart at a time. This is enough to sustain 3 people or 1 horse for a 
day. 
 Creation: 1,000 gp ; masterwork cantina plus Create Water. 
 Price: 2,000 gp.

Vanishing Dust
You can sprinkle this dust on yourself to turn invisible.
  Benefit: You expend 1 vitality as you open the thimble and 
sprinkle dust on yourself. The thimble automatically replenishes 
itself when opened. Once sprinkled, you are invisible for the remain-
der of your turn. This grants you a +10 bonus on Stealth checks and 
no line of sight to you. Any attack by you negates the effect.
 Creation: Dust from a mummy’s tomb plus Invisible Step.
 Price: 2,000 gp.

Vomica Wand
This wand can deliver annoying curses.
 Benefit: When you wield the wand and spend 1 vitality, a foe 
within 15 ft suffers a -2 penalty on d20 rolls, damage rolls, and saves. 
Or it suffers blindness, deafness, impotence, muteness or an illusory 
change of appearance (age, race or sex). The duration is 2 minutes. 
There is no save to resist. However, you can only affect a particular 
creature once in a 24 hour period. You cannot curse yourself or an 
ally. Remove Curse ends the effect.
 Creation: 1,000 gp ; masterwork wand plus Curse.
 Price: 2,000 gp.

Vatic Crystal
This tiny eldritch crystal allows you to store a spell.
 Benefit: This palm-sized crystal glows when full and is dull 
when empty. While holding the crystal when it is empty, you can 
direct into it any 1 basic magic ability you know. Doing so costs the 
usual vitality for the spell. Any time later, you can extract the spell 
as a move action for use within the next 1 round without expending 
vitality. If you wait more than 1 round, the extracted vitality is lost. 
You can only benefit from 1 crystal at a time. 
 Creation: Palm-sized gem worth 100 gp and any 1 basic magic 
ability.
 Price: 2,000 gp.

Watchful Night Owl
This clockwork owl acts as a guard.
 Benefit: You wind up the owl for 1 minute and place it on a 
stable surface. While it ticks, the owl monitors a perimeter of up to 
10 ft per level. Any Small or larger creature not specified by you that 
crosses the perimeter evokes either a loud audible hoot or a silent 
alarm, as you desire. The owl winds down after 8 hours. 
 Creation: 1,000 gp ; masterwork clockwork owl plus Alarm.
 Price: 2,000 gp.

Wizard’s Savior
You gain a small, brief boost of magical power.
 Benefit: Once daily as a move action while wearing the amu-
let, you regain 1d6 vitality that you must use to power a magic ability 
before the end of your next turn or you lose the boost.
 Creation: 1,000 gp ; masterwork amulet plus Mana Surge.
 Price: 2,000 gp.

 Intermediate  
 Wonders
The following magic items are equivalent to intermediate abilities 
and are suitable for character levels 6 through 10.

Amulet of Magic Resistance
This amulet is inscribed with draconic runes and helps deflect magic.
 Benefit: While wearing the amulet, you enjoy a +2 bonus on 
saves to resist magic abilities.
 Creation: 2,500 gp ; masterwork amulet plus Resist Magic.

 Price: 5,000 gp.

Arcane Security Orb
This modest orb detects and zaps intruders.
 Benefit: This glass orb is inscribed with ancient runes. When you 
hold the orb and speak its command word, you become its new owner. 
Once daily, you can expend 1 vitality to set the orb’s alarm. Any crea-
ture not specified by you that comes within 10 ft per level of the orb 
evokes either an audible or silent alarm, as you desire. Moreover, when 
the orb detects intruders within 90 ft, it can zap 1 or more of them. It 
can project 1 bolt per 2 levels (max 5 bolts), and each bolt unerringly 
hits a target within 90 ft for 1d4+1 force damage.
 Creation: 2,500 gp ; masterwork orb plus Alarm and Magic 
Missile.
 Price: 5,000 gp.

Arcane Watch
This tiny timepiece informs the wearer of the current local date and 
time.
 Benefit: This fine timepiece is worn on the wrist or secured to a 
metal chain.  You always know the time to the correct year, month, day, 
hour, and second. Moreover, once daily you can expend 5 vitality to 
vanish and move to a time period up to 1 round per level in the future, 
as decided just before you hop. You arrive in the nearest open space as if 
no time has passed for you
 Creation: 2,500 gp ; masterwork watch plus Time Hop and 
Time Sense.

 Price: 5,000 gp.

Astral Codex
This ancient book teaches a long-forbidden means of realms travel.
 Benefit: After reading the book for 1 week, you may add the 
ability below to your class list of paragon abilities provided you 
already know 1 of the following: Gate, Realm Shift or Teleport.
————————————————————————
 Astral SpellM: When you expend 15 vitality, you and up to 5 
adjacent allies fall asleep for 6 hours. While asleep, your souls (but 
not your bodies) travel to a realm of existence of your choice. In that 
realm, you have 6 days, 1 day for each hour of real time. 
 You must have a specific destination in mind, and you must succeed 
on an Arcana check to arrive there. The DC equals 5 for a familiar 
location, 10 for a visited location, 20 for a described location, and 30 
for a location known in name only. A failed check means you arrive 
1d6 miles away from your desired destination, possibly in a dangerous 
locale.
 You appear in the new realm with functional duplicates of your 
bodies and gear, though you ignore the ambient conditions of the 
realm as if you were native to it. If you die in the new realm or your 
real body suffers wound damage, your soul immediately returns and 
you awaken in 1 round. Gear expended or gained while traveling this 
way does not alter your real gear. However, you gain XP normally and 
actions you take in the visited realm affect its inhabitants.
————————————————————————
 Creation: 2,500 gp ; masterwork book, Gate, Realm Shift or 
Teleport.
 Price: 5,000 gp.
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Bag of Holding
This small leather bag allows you store far 
more than you might think.
 Benefit: The bag stores up to 500 
pounds of nonliving gear, though the gear takes 
up no space, adds only 5 pounds to your weight, 
and fits regardless of the bag’s actual size. You 
can add or remove an item as a move action. 
Placing a bag of holding inside another bag of 
holding destroys both, inflicts 5d6 damage to 
all creatures within 15 ft, and destroys all 
contents. Effects that temporarily negate 
the bag’s magic cause its contents to fall 
to the floor in front of you.
 Creation: 2,500 gp ; masterwork 
leather bag plus Deep Pockets.
 Price: 5,000 gp.

Blackwart’s Coat
This fine leather vestment spews a cone of daggers.
 Benefit: This leather vestment may be worn as snug as a vest or 
as voluminous as a trench coat. At any time, the wearer can open the 
coat to reveal a line of sharp daggers that spray forth. All creatures 
within a 15-ft cone suffer 1d4 damage per level (max 5d4), or ½ 
damage when Reflex resists. The coat automatically replenishes itself 
each time is it opened to a maximum of once per round. Using the 
coat’s magic is free for the first 3 uses each day and then costs 1 vital-
ity for each additional use. 
 Creation: 2,500 gp ; masterwork leather coat, Cloud of Dag-
gers and either Vitality Boost or Zest For Living.
 Price: 5,000 gp.

Boots of Striding and Springing
These boots allow you to jump and tumble with ease.
 Benefit: You jump outward or upward up to 30 ft as a standard 
action without a running start. Also apply a +5 bonus on Acrobatics and 
Athletics checks. 
 Creation: 2,500 gp ; masterwork boots plus Jump and Feats 
and Prowess.
 Price: 5,000 gp.

Chime of Opening
Playing the chime opens locked doors.
 Benefit: Playing the chime and expending 2 vitality as a standard 
action unlocks 1 mundane lock or negates 1 Arcane Lock effect.
 Creation: 2,500 gp ; masterwork chime plus Knock.
 Price: 5,000 gp.

Clear-Sight Goggles
These goggles allow you to see through natural obscurities like fog. 
 Benefit: These goggles are decorated with fiendish runes and 
images of a pale wolf-like devil. When you wear the goggles and 
expend a standard action, you  ignore the effects of concealment 
granted by darkness, dust, fog, fire, and other nonsolid phenomena 
as if the obscurement simply didn’t exist. The benefit lasts 1 round.
 Creation: 2,500 gp ; masterwork goggles and Clear Sight.
 Price: 5,000 gp.

Deacon’s Catechism
This book grants access to a deity’s intermediate abilities.
 Benefit: The small book is plainly dedicated to a specific deity. 
Within, the book describe’s the deity’s alignment, myths, and interme-
diate abilities. It is a follow-up testament to a more basic divine prayer 
book. If you worship the deity or are within 1 step of the deity’s align-
ment and succeed on a DC 10 Religion check then you can use the 
book. Each morning, you may pray and study for 1 hour, after which 
you know for 24 hours 1 intermediate ability listed under the deity.
 Creation: 2,500 gp ; masterwork book plus Basic Domain 

Ability. You must worship the selected deity or be 
within 1 step of the deity’s alignment.

 Price: 5,000 gp.

Deacon’s Holy Symbol
This fine holy symbol grants an intermediate 
boon.
 Benefit: This works like the Ovate’s 
Holy Symbol except the symbol is made 
of electrum, grants an intermediate abil-

ity listed under your deity, and costs 2 
vitality.
 Creation: 2,500 gp ; a 

masterwork holy symbol and Intermedi-
ate Domain Ability.
 Price: 5,000 gp.  

Defenestrating Sphere
This tiny floating sphere can knock down foes.

 Benefit: By mental command, you cause the tiny glass sphere 
to rise and move at 30 ft per round in any direction out to 30 ft from 
you. Also, you can expend 5 vitality to knock prone all Medium or 
smaller creatures in a 30-ft-cone that is projected in any direction 
from the sphere. An opponent can gain control of the sphere on an 
opposed Arcana check.
 Creation: A tiny masterwork glass sphere plus Mage Hand 
and Thunder Wave.
 Price: 5,000 gp.

Dimensional Cloak
This dark cloak allows the wearer to teleport to a close locale.
 Benefit: When you expend 2 vitality and pull the hood over 
your head, you vanish and appear in any open space within 30 ft and 
line of sight. You are dazed for the remainder of your turn.
 Creation: 2,500 gp ; masterwork cloak plus Dimension Step.
 Price: 5,000 gp.

Dryad’s Gift
This pendant allows you to transform into a tree. 
 Benefit: When you expend 2 vitality while gently rubbing the 
pendant and as a standard action, you transform into a normal tree. 
In tree form, you can see and hear as normal though you can take no 
other actions. You enjoy a +20 bonus on Disguise checks to be rec-
ognized as anything other than a normal tree. You radiate faint magic. 
You can return to your normal form as a move action. The effect lasts 
4 hours + 1 hour per level.
 Creation: 2,500 gp ; masterwork pendant, a lock of dryad’s 
hair, and Tree Form.
 Price: 5,000 gp.

Eagle’s Eye Lens
You can see a far distance. 
 Benefit: When you look through the lens and expend 2 vitality, 
you observe details such as Tiny creatures out to a distance of 1 mile.
 Creation: 2,500 gp ; masterwork lens, eagle’s blood, and Far-
sight.
 Price: 5,000 gp.

Ephebus victual
This terrible item grants eternal youth for a price.
 Benefit: This object begins as a stunning, smallish art piece 
such as a statuette or painting with a humanoid likeness that matches 
your likeness when you hold it, though the likeness is always a 
young adult version of you with +4 Comeliness. You activate the 
object’s true power by stating, “I wish for immortality.” Thereafter, 
you become a young adult (remove any prior aging effects) and do 
not advance in age categories. Instead, the object ages in your place, 
effectively deteriorating on a year-for-year basic if you are good, or 
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at an accelerated pace of 1 year for every 1 month if you are neutral, 
or every 1 week if you are evil. The object will turn to dust when its 
effective age equals the age at which you would normally die. When 
it’s destroyed, you too suddenly age and die within 1d4 rounds. For-
tunately, you can renew the object by sacrificing a child or young 
adult person at its base and anointing yourself and the object with the 
sacrifice’s blood. The ritual takes 1 minute and restores 5 years per 
level of person sacrificed to the art object. You automatically know 
the day the object will self-destruct. If you die, the object returns to 
its normal generic form to wait for a new victim.
 Creation: 2,500 gp ; a masterwork art object and Curse of 
Eternal Youth. 
 Price: 5,000 gp.

Everfull Picnic Basket
This wondrous picnic basket produces tasty food and fresh water.
 Benefit: When you open the basket and expend 2 vitality, you 
conjure simple nutritious food and water to satisfy 3 persons or 1 
mount. You can close and reopen the basket and expend more vitality 
to acquire more food.
 Creation: 2,500 gp ; masterwork basket plus Create Food 
and Water.
 Price: 5,000 gp.

Exploration Suit
This fully enclosing suit protects against hostile and deadly elements.
 Benefit: This modified leather armor (DR 2, 15 pounds) is 
airtight and consists of thick, warm padding and a snug helmet that 
includes a glass faceplate in front. Activating the suit costs 2 vitality. 
For 1 hour, the suit lets you move around safely in any hostile environ-
ment. The suit is bulky and modifies your speed by -10 ft. It provides 
clean air, proper pressure, and adequate warmth or cooling. You never 
hunger or thirst in it, and you ignore the harmful effects of any world’s 
or realm’s ambient conditions. Moreover, you can select 1 ally at a time 
out to 90 ft to verbally communicate with it. You need line of sight or 
line of effect to communicate, but not both.
 Creation: 2,500 gp ; masterwork leather plus Planar Adapta-
tion and Message.
 Price: 5,000 gp.

Fey Novella
Reading this romantic tome summons a fey lover.
 Benefit: This romance novel offers a different, though predict-
able scenario each time it is read. Typically, the novella describes a 
mysterious and beautiful man or woman who enters the protago-
nist’s life to provide solace and love. If the book is sewn from satyr’s 
hair, the lover is a man. If it is sewn from dryad’s hair, the lover is a 
woman. Otherwise it is sewn from nymph’s hair and portrays a male 
or female lover, as you truly desire. Reading takes 4 hours. 
 Up to once weekly, the book summons the spirit of the fey that 
was sewn into the book. See raDiance Masters guiDe for details. The 
fey is level 4, remains for 1 hour, and seeks to please you, though it 
will never act in a way that clearly harms animals, itself, fey or the 
natural environment. It avoids combat and if it suffers wound dam-
age, it immediately retreats back into the book. The fey is otherwise 
happy to provide magic or insight on your behalf. 
 Danger: Each time the book is read, there is a 5% chance that 
the fey within has grown bored. The novella vanishes and reappears 
in a random location to be discovered by someone else.
 Creation: 2,500 gp ; masterwork book sewn with fey hair plus 
Summon Fey Lover.  
 Price: 5,000 gp.

Fiend Folio  
This handy guide to demons and devils allows you to briefly gain 
vile power.
 Benefit: Once daily you may use the book while conducting 
a 1-minute ritual to tap fiendish powers. You select a single warlock 

magic ability of a tier you can access except paragon tier. You know 
the ability for 24 hours or until using the book again. You must be 
nongood and succeed on a DC 8 Arcana check and a DC 8 Religion 
check each time you use the book or it closes shut for 24 hours.
 Creation: 2,500 gp ; masterwork book plus Fiendish Ritual.
 Price: 5,000 gp.

Fireball Wand
This wand produces fiery explosions.
 Benefit: When you brandish the wand and expend 2 vitality, 
the wand projects a red ray out to 90 ft that blossoms into a 15-ft-
radius ball of fire. Creatures in the area suffer 1d6 fire damage per 
level, or ½ damage when Reflex resists.
 Creation: 2,500 gp ; masterwork wand with small ruby plus 
Fireball.
 Price: 5,000 gp.

Figurine of Power
This tiny figurine transforms into a helpful animal.
 Benefit: This figurine is carved in a shape of a specific animal 
such as a bear, snake, warhorse, wolf, or so forth. When you expend 
2 vitality and toss the figurine onto the ground within 15 ft of you, 
it transforms into an equivalent life-size living animal that faithfully 
follows your verbal commands for up to 5 minutes before vanish-
ing. It only transforms if you have 2x or more levels than the animal 
does. If the animal is slain then it immediately explodes in a puff of 
smoke and is gone forever. If it suffers damage or a condition, you 
cannot evoke the animal again for 1 week or 1 month, respectively, at 
which time the damage or condition is gone. The Make Whole ability 
repairs any damaged figurine, making it ready again for immediate 
use. You can only summon natural animals.
 Creation: 2,500 gp ; masterwork figurine plus Summon Ani-
mals.
 Price: 5,000 gp.

Fog Machine
This device generates thick fog.
 Benefit: This 1-ft-square, 8-lb contraption of valves and cranks 
accepts 2 hit points of warm blood into an input value. Thereafter, 
when a crank is turned, the device generates misty vapor in a 15-ft-
radius around it. The vapor obscures all sight including darkvision 
and nethersight beyond 5 ft. Within the fog, creatures more than 5 
ft from each other have concealment (50% miss chance). The fog is 
unnatural, lasts for 1 hour, and resists normal wind, though Gust 
of Wind, a Fireball spell, or more powerful wind or fire magic dis-
perses the fog immediately. The device does not work underwater.
 Creation: 2,500 gp ; masterwork mechanical device plus Fog. 
 Price: 5,000 gp.

Folding Rowboat
This tiny figurine transforms into a sturdy boat.
 Benefit: When you expend 2 vitality, this tiny 8-in-long figu-
rine of a boat transforms into a normal 10-ft-long rowboat that holds 
3 Medium passengers and moves ½ miles per hour for each person 
rowing to a maximum of 1½ miles per hour. If the boat is dam-
aged, it remains damaged in figurine form until fixed using the Make 
Whole ability. The boat has DR 5, and inflicting 10 points of damage 
opens a hole in the boat to admit water, causing the boat to sink after 
1 minute. Restoring the boat to a figurine is a standard action that 
costs 2 vitality.
 Creation: 2,500 gp ; masterwork rowboat and Shrink Item.
 Price: 5,000 gp.

Force Punch Glove
This bejeweled glove delivers punches at a distance.
 Benefit: While wearing the glove, you can expend 5 vitality as 
you target 1 foe within 60 ft. It suffers 1d6 force damage per 2 levels 
and is knocked back 10 ft. Or if it resists using Fortitude, it suffers ½ 



210

Chapter 10: Magic Items

damage and falls back only 5 ft.
 Creation: 2,500 gp ; masterwork glove plus Force Punch.
 Price: 5,000 gp.

Freezing Ray Wand
This blue-white wand, adorned with wintery sigils, projects freez-
ing cold.
 BEnefit: When you expend 2 vitality, the wand projects 1 icy 
blue-white ray per 4 levels (round down). Each ray can target the 
same foe or different foes and inflicts 4d6 cold damage or ½ that if 
Fortitude resists. Costs 2 vitality.
 Creation: 2,500 gp ; masterwork wand and Freezing Rays.
 Price: 5,000 gp.

Ghostsight Goggles
These goggles allow you to see invisible and incorporeal creatures.
 Benefit: While wearing the goggles, you see invisible and 
incorporeal creatures such as ghosts as easily as corporeal creatures 
in full daylight. You see such creatures even in natural darkness but 
not magical darkness.  The goggles do not negate the usual chance 
to miss incorporeal creatures, since such creatures reside in another 
realm of existence. 
 Creation: 2,500 gp ; masterwork goggles plus Ghostsight or 
See Invisibility.
 Price: 5,000 gp.

Grappler’s Gauntlets
This fine leather gauntlets make you an expert grappler.
 Benefit: While wearing the gauntlets, you can grapple an adja-
cent foe up to 1 size larger than you when you beat the foe’s For-
titude. Apply a +5 bonus to initiate or resist grappling. A grappled 
creature cannot move and can only use a Light melee weapon that 
is already in hand. Each round, you must expend a move action to 
maintain the grapple, and the foe can try to beat your Fortitude as a 
standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Creation: 2,500 gp ; masterwork pair of gauntlets and a vial 
of a warrior’s blood plus Grapple, Improved Grapple or Offensive 
Maneuver Bonus.
 Price: 5,000 gp.

Handy Haversack
This gaudy sack offers an endless source of small useful items.
 Benefit: When you open the sack and expend 2 vitality, you 
conjure any nonmagical worked item weighing up to 5 pounds and 
costing 25 gp or less. You cannot conjure anything that contains pre-
cious metals.  The item lasts 5 minutes and then vanishes.
 Creation: 2,500 gp ; masterwork longsword plus Handy Hav-
ersack.
 Price: 5,000 gp.

Headband of Infinite Tongues 
You can speak and understand any language.
 Benefit: You can understand and use any language for 10 min-
utes. Costs 2 vitality.
 Creation: 2,500 gp ; masterwork mask plus Tongues.
 Price: 5,000 gp.

Headband of Steely Will
You resist mental attacks better than normal.
 Benefit: Apply a +5 bonus to your Will.
 Creation: 2,500 gp ; masterwork band plus Mental Barrier.
 Price: 5,000 gp.

Healing Shroud
This silk blanket cures ailments.
 Benefit: When you wrap the shroud around a Medium or 
smaller creature, 1 ailment is removed for every 2 vitality you 

expend to a maximum of 1 ailment per level, though the shroud will 
not cure evil creatures. Ailments include confusion, disease, exhaus-
tion, fatigue, insanity, nausea, poison, and taint. This ability does not 
remove curses such as mummy rot or lycanthropy.
 Creation: 2,500 gp ; masterwork blanket plus Cure Ailment.
 Price: 5,000 gp.

Invisibility Ring
You can vanish from sight.
 Benefit: When you don the ring and spend 2 vitality, you imme-
diately become invisible for 5 minutes or earlier if you make an attack 
or remove the ring, at which time the invisibility ends. While invisible, 
you enjoy a +10 bonus on Stealth checks and attackers lack line of 
sight to target you.
 Creation: 2,500 gp ; masterwork ring plus Invisibility.
 Price: 5,000 gp.

Journeyman’s Baldric
You can carry more than usual with this item.
 Benefit: You can carry 250 pounds, or 1 Medium or 2 Small 
creatures, in addition to any other weight normally allowed, and not be 
overloaded, and can drag up to 1,250 pounds or support +8 encum-
brance slots. This is equivalent to a donkey. You must have Pack Mule 
or be size Large or larger, either naturally or under the effect of magic, 
in order to benefit from this ability.
 Creation: 2,500 gp ; masterwork baldric plus Improved 
Carry Capacity.
 Price: 5,000 gp.

Lupine Monograph
This novel-sized leather-clad book teaches you how to transform 
into a worg.
 Benefit: During daytime hours, the book appears as a common 
romance novel about a werewolf. At night, the book’s writing changes 
to take on dark, bloody tones as it reveals its secret. The book contains 
the essence of Justinian, an ancient and virile werewolf king. 
 Once per week at midnight, you can transform into a worg (a 
supernatural wolf). See raDiance Masters guiDe for details. This 
only works if you are 4th-level or higher. Otherwise, the magic fails. 
You forfeit 4 class levels and the abilities that go with those levels in 
exchange for the worg’s levels and abilities (a worg is a level 4 crea-
ture). The transformation lasts until dawn, after which you return 
to normal, sleep until noon, and awaken ravenously hungry and 
fatigued. You cannot end the transformation early. If you are slain in 
worg form, then you die and return to your normal form.
 Special: Each time you use the book, there is a 5% chance you 
permanently transform into a worg. Remove Curse ends the effect.
 Creation: 2,500 gp ; masterwork book and Monstrous Transfor-
mation.
 Price: 5,000 gp.

Masochist’s Dagger
This narrow blade forces confessions from its victims.
 Benefit: The dagger inflicts 1d4 damage as normal. Moreover, up 
to once daily, after 1 hour with a helpless creature, the dagger inflicts 
6d6 pain damage and forces the creature to truthfully answer 1d4+1 
questions, each phrased in 10 words or less. The creature speaks falsely 
if it doesn’t know an answer.
 Creation: 2,500 gp ; masterwork dagger plus Torture.
 Price: 5,000 gp.

Mask of Silence
This deceptive helmet fuses to your face and silences you eternally.
 Benefit: When you place the helmet on an adjacent helpless 
foe’s face and expend 2 vitality, the helmet magically seals and fuses 
with the wearer’s skin. Simultaneously, the helmet reveals its true 
nature as a heavy iron, grotesque prison with only slits for breathing 
and a hole for a mouth to feed. The wearer is effectively blind and 
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deaf and inaudible 50% of the time. Remove Curse causes the hel-
met to fall off. 
 Creation: 2,500 gp ; masterwork helmet, Curse, and Sealing 
Curse.
 Price: 5,000 gp.

Mindreader’s Circlet
This headband allows you to detect thoughts.
 Benefit: While wearing the headband, you may expend 2 vital-
ity to note the presence or absence of thoughts (from conscious, sen-
tient creatures) within a 60-ft cone. After concentrating for a second 
round, you learn the number of thinking minds and the Intelligence 
of each one. After concentrating for a third round, you learn the cur-
rent surface thoughts of 1 creature of your choice that is within range 
if you beat its Will. You enjoy a +1 bonus to attack its Will.
 Special: There is a 1 in 20 chance per use that instead of the 
usual benefit, you broadcast your thoughts to all creatures within 15 
ft for 2 minutes. The item does not alert you to this defect.
 Creation: 2,500 gp ; masterwork headband plus Detect 
Thoughts.
 Price: 5,000 gp.

Mortis Cloak
This accursed cloak severely wounds the wearer.
 Benefit: This is a gift to your enemies. Wearing the cloak 
immediately harms the wearer, who suffers either 2 vitality and 1d8 
necrotic wound damage if  Will resists, or 5 vitality and 1d8 necrotic 
wound damage per round for 1d4 rounds if you beat the wearer’s 
Will. You cannot remove the cloak while the 
wearer is alive except using Dispel 
Magic or Remove Curse. 
 Creation: 2,500 gp ; master-
work cloak plus Vampiric Kiss.
 Price: 5,000 gp.

N’alyia’s Tome
This leather-clad book teaches 
secrets to become a vampire.
 Benefit: During daytime 
hours, the book appears as a com-
mon romance novel involving 
a vampire. At night, however, 
the book’s writing changes to 
take on dark, bloody tones as it 
reveals its secret. The book contains 
the essence of N’alyia, an ancient and 
potent vampire queen. 
 Up to once per week at midnight, you can 
transform into a spawn (a lesser vampire). See raDi-
ance Masters guiDe for details. This only works if you 
are 4th level or higher. Otherwise the magic fails. You forfeit 4 class 
levels and the abilities that go with those levels in exchange for the 
spawn’s levels and abilities instead (a spawn is a level 4 creature). The 
transformation lasts until dawn, after which you return to normal, 
sleep until dusk, and awakened fatigued. You cannot end the trans-
formation early. If you are slain while you are a spawn, then you are 
dead.
 Danger: Each time you use the book, there is a 5% chance you 
permanently transform into a vampire spawn. Remove Curse ends 
the effect.
 Creation: 2,500 gp ; masterwork book plus Monstrous Transfor-
mation.
 Price: 5,000 gp.

Occulus Momento
This reflective shard shows you a distant locale.
 Benefit: This fist-sized mirror shows 1 specific location: the 
locale where they mirror was broken as part of being crafted. Any 

time thereafter, anyone can stare into the mirror for 1 minute and 
expend 2 vitality in order to see or hear (but not both) events for 5 
minutes in a 10-ft radius around the locale the mirror is keyed too.
 Creation: 2,500 gp ; a piece of chalk and either Clairaudi-
ence/Clairvoyance or Scry.
 Price: 5,000 gp.

Ophelia’s Ring
You become very comely.
 Benefit:  Boost your Comeliness by +4 while wearing the ring. 
If you wear the ring for more than 7 days, then the effect lasts for an 
additional 24 hours beyond when the ring is removed. The ring itself 
might be plain or elaborate, and might even be a pendent instead.
 Creation: 2,500 gp ; masterwork silver ring plus Beauty.
 Price: 5,000 gp.

Orc Nails
These filthy blood-red and black nails can pluck out a foe’s eye.
 Benefit: The nails come as a set, sewn into a pair of gloves. 
They marge into your hard when you first apply them. Thereafter, 
you can show or hide the nails as a swift action. While you show the 
nails, you can target an adjacent foe. If you expend 2 vitality and beat 
the target’s Reflex, it permanently loses an eye, suffers 1d4 wound dam-
age, and endures a permanent -2 penalty on Perception checks if you.
 Creation: 2,500 gp ; masterwork longsword plus Eye Gouge.
 Price: 5,000 gp.

Physician’s Mask
This mask with long bird beak protects the wearer against disease.
 Benefit: While wearing the mask, you enjoy a +10 bonus on 
Heal checks and are immune to natural and magical diseases.
 Creation: 2,500 gp ; masterwork mask plus Disease Immu-
nity and First Aid.
 Price: 5,000 gp.

Reflection Trap
This dangerous mirror traps the unwary.

 Benefit: This fine, 5-square-ft mirror is ½ inch thick and 
weighs 150 pounds. Touching the mirror, being knocked into 

the mirror, or looking at it for more than 1 round while 
within 15 ft of it, causes a creature to lose 2 vitality, vanish, 
and become trapped in within it for 2 minutes. 
 The world within the mirror looks and functions 

exactly like the world outside the mirror when the victim 
entered it except it comes uninhabited, magic abilities do not 

function, and trapped creatures cannot move more than 30 ft 
from the mirror—the mirror world is only 30 ft in diameter from 

the mirror.
 Each round on its turn, a trapped creature may attempt a DC 19 
Arcana check to escape and return to its original position. 
 Creation: 2,500 gp ; masterwork 5-square-ft mirror and Reflec-
tion Trap.
 Price: 5,000 gp.

Repair Gloves
These odd gloves have long spidery fingers that allow you to deftly 
repair constructs in hard to reach places.
 Benefit: After 1 minute of work, you repair 1d4 points per 
level to an adjacent construct ally. Costs 2 vitality.
 Creation: 2,500 gp ; masterwork gloves plus Repair Con-
struct. 
 Price: 5,000 gp.

Ring of Counter Spells
This ring blocks a spell from manifesting.
 Benefit:As an immediate action, you target 1 person within 30 
ft who is activating a magic ability. If you beat his Will, you negate the 
magic. If you lack Arcane Training or Dark Lore, adjust your attack 
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roll by -10.The ring cannot block magic evoked by nonperson crea-
tures. Costs 1 vitality + the countered ability’s vitality cost, if any.
 Creation: 2,500 gp ; masterwork iron ring plus Counter Spell.
 Price: 5,000 gp.

Ring of Energy Resistance
This ring, inscribed with genie symbols, protects against harmful 
energy.
 Benefit: The ring provides the wearer +2 DR versus all energy 
types.
 Creation: 2,500 gp ; masterwork ring plus Resist Energy.
 Price: 5,000 gp.

Sacred Circlet
This woman’s headdress or man’s headband keeps evil creatures at bay.
 Benefit: When you expend 2 vitality, you evoke around you 
a stationary 10-ft-diameter circle that dances with golden angelic 
runes. Fiends and undead cannot pass or break the circle’s perimeter 
while you concentrate as a standard action each round + an addi-
tional 1d4 rounds. 
 Special:  The circlet’s appearance adjusts to match your gender. 
 Creation: 2,500 gp ; masterwork circlet plus Holy Circle.
 Price: 5,000 gp.

Silent Totem
This tiny statuette on a necklace radiates a blanket of silence
 Benefit: Creatures within 120-ft-radius of the 1-ton statue suf-
fer a -10 penalty on Perception checks and cannot hear each other 
unless they are adjacent to each other. Costs 1 vitality per round. 
 Creation: 2,500 gp ; a masterwork statuette and Silence.
 Price: 5,000 gp. 

Slavebot Wand
You summon a helpful, hardworking ergo.
 Benefit: With a wave of the wand, you summon a level 1 ergo 
(page 245) within 30 ft to complete tasks for up to an hour, or a level 
2 ergo for 10 minutes, or a level 5 ergo for 2 minutes. Costs 5 vitality.
 Creation: 2,500 gp ; masterwork wand plus Fantastic 
Machine.
 Price: 5,000 gp.

Slippers and Gloves of Spider Climbing
These black silky slippers and gloves allow you to climb walls and 
ceilings like a spider.
 Benefit: When donned and actviated, you gain a climb speed of 
30 ft for 5 minutes. While climbing, you are not defenseless and you 
enjoy a +10 bonus to Athletics and Acrobatics checks. Costs 2 vitality.
 Creation: 2,500 gp ; masterwork slippers and gloves plus Spi-
der Climb.
 Price: 5,000 gp.

Snirvneblin Earth Mantle
This dull cloak with hood allows the wearer to meld into 
stone.
 Benefit: You vanish into an adjacent 5-ft-cube 
stone volume for up to 5 minutes. You can hear 
but not see and can take no actions except 
to end the effect as a standard action. You 
are undetectable from outside the stone. 
Costs 2 vitality.
 Creation: 2,500 gp ; masterwork 
mantle plus Meld Into Stone.
 Price: 5,000 gp.

Stylus Suffragium
This chalk allows you to summon an angel 
or fiend.
 Benefit: This 6-in-long piece of chalk 

comes as either black or white. Once daily, you can draw a magic 
circle for 1 minute using the chalk, to conjure an angel (if it’s white, 
you are good and speak Celestial) or a fiend (if its black, you are evil 
and speak Infernal). Nothing is summoned otherwise. When you are 
done drawing, speak “I summon thee”, and expend 2 vitality, the crea-
ture arrives and remains for 5 minutes to do your bidding, using any 
abilities it knows by your verbal command. It cannot leave the circle, 
and angels and devils are generally barred from attacking mortal crea-
tures in any case. After 5 minutes, the creature vanishes. It can take up 
to 250 pounds of nonliving matter with it. You are limited to summon 
a level 7 angel or level 9 devil, and your level must be no less than 2 
levels lower than the creature (that is, you must be level 5 to summon 
an angel and level 7 to summon a devil). The chalk never runs out.
 Creation: 2,500 gp ; a piece of chalk and either Summon 
Celestials (for white chalk) or Summon Fiends (for black chalk).
 Price: 5,000 gp.

Tarot Card Deck
Using this card deck helps you foresee the future.
 Benefit: You start by asking for insight regarding a choice you 
or an adjacent ally faces such as whether to open a chest or enter a 
room. Then you use the deck for 5 minutes to lay out cards in a ritu-
alized manner. You study the cards to receive an answer of weal (good 
fortune), woe (bad fortune), or unclear (mixed fortune). The chance 
that you receive an answer equals 70% + 1% per level. The answer 
is based on the likely outcome within the next 10 hours. Costs 2 
vitality if the answer is weal, 5 vitality if the answer is mixed, and 10 
vitality if the answer is woe.
 Creation: 2,500 gp ; masterwork card deck plus Augury.
 Price: 5,000 gp.

Telepathy Tap
This cap allows you to listen in on telepathic conversations.
 Benefit: While wearing this simple leather cap you may listen 
in on silent conversations taking place between creatures within 120 
ft who are using Mindlink or Telepathy. If you wish, you may focus 
on 1 particular conversation. When you do so, the targets detect they 
are being overheard on a DC 20 Insight check, though they don’t 
know the listener is you.
 Creation: 2,500 gp ; masterwork leather cap plus Detect 
Thoughts.
 Price: 5,000 gp.

Trick Rope
Climbing this magic rope transports you into an extradimensional 
chamber.
 Benefit: When you utter the command word and expend 5 
vitality, the rope uncoils and straightens itself vertically to rise 
between 5 and 30 ft in the air. The rope ends at an invisible 5-ft-wide, 
10-ft-high magic portal directly above it. All who climb the rope 

and enter the portal move into a 15-ft-cube extradi-
mensional chamber (the chamber exists 
in the Astral Realm). Only creatures (not 
unattended objects or natural phenomena 

such as wind) pass through the portal. 
The chamber holds comfortably up to 8 
Medium creatures and lasts for 4 hours 
+ 1 hour per level. Creatures caught in 
the chamber when the magic ends are 
dumped at its entrance. The rope main-
tains only 1 secret chamber at a time.
 Creation: 2,500 gp ; mas-
terwork rope plus Secret Chamber.
 Price: 5,000 gp.

Trophy Case
This 3-ft-square, 40-pound chest holds 

up to 12 heads.
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 Benefit: When you place into the chest the head of a sentient 
living creature slain by you in the past 1 day, the head shrivels into 
a small fetish. Thereafter, you enjoy a link to the fetish. The link 
extends out to any distance. At any time as a move action, you may 
cause the head to turn to dust as you recover 2 vitality. The chest 
holds a maximum of 12 heads at once.
 Creation: 2,500 gp ; masterwork chest plus Empathic Heal-
ing, Head Shrinking, and Sense Link.
   Price: 5,000 gp.

Thunder Orb
This large glassy orb projects terrible lightning and thunder at far-
away foes.
    Benefit: This hollow, 2½-ft diameter, 200-pound steel orb is 
usually decorated with maritime or battlefield motifs. When you 
expend 2 vitality and select a person, object, vehicle, building or 
other target within 120 ft, the orb blasts the target with a loud boom 
and electrical energy that inflicts 1d6 per level, or ½ damage when 
Fortitude resists. Targets that don’t resist are also dazed for 1 round. 
 Creation: 2,500 gp ; large masterwork glass orb plus Light-
ning Bolts.
 Price: 5,000 gp.

Vest of Stalwart Fortitude
You resist physical attacks better than normal.
 Benefit: Apply a +5 bonus to your Fortitude.
 Creation: 2,500 gp ; masterwork vest plus Great Fortitude.
 Price: 5,000 gp.

Warmage’s Vest
This fine vest acts like a magic armor and shield.
 Benefit: When you wear the vest and benefit from no other item 
or magic ability that grants or boosts DR, you may benefit from the 
vest. It provides DR 4 for 1 hour when you spend 1 vitality. Moreover, 
when you expend an additional 1 vitality, you enjoy DR 6 for 2 minutes.
 Creation: 2,500 gp ; masterwork vest plus Mage Armor and 
Shield.
 Price: 5,000 gp.

Wand of Slumber
Targets fall into a brief but deep sleep.
 Benefit: By expending 2 vitality, up to 1 creature per level 
within 60 ft falls asleep for 5 minutes, or is dazed for 1 round if Will 
resists. A sleeping creature’s allies can use a standard action to wake 
him. 
 Danger: There is a 5% chance per use that the wand’s wielder 
also falls asleep, or is dazed for 1 round if Will resists.
 Creation: 2,500 gp ; masterwork wand worth 25 gp plus 
Sleep and Slumber.
 Price: 5,000 gp.

Warmage’s Farhelm  
This helmet allows you to broadcast messages. 
 Benefit: While wearing the helmet, you may expend 2 vitality 
and whisper a 25-word message that is clearly audible to 1 ally per level 
within 2 miles. You do not need line of sight or line of effect.
 Creation: 2,500 gp ; masterwork helmet of any kind plus 
Broadcast.
 Price: 5,000 gp.

Water Breathing Mask
This mask allows you to breathe water.
 Benefit: When you wear the mask and expend 2 vitality, you can 
breathe in water as easily as in air for up to 4 hours + 1 hour per level 
per day. 
 Creation: 2,500 gp ; masterwork waterproof mask plus Water 
Breathing.
 Price: 5,000 gp.

Wave Rider
This skiff can go unnaturally fast.
 Benefit: This 15-ft-long, 180-pound boat safely holds 6 
Medium creatures. A cockpit near the boat’s front allows a person 
to magically start, accelerate, slow or stop the boat on a DC 5 Pilot 
check. Steering the boat is a DC 10 check, or DC 20 in rough waters. 
The boat has a maximum speed of 30 ft and can accelerate to full 
speed or slow to a halt in a single round. The boat works so long as 
the pilot concentrates as a standard action. Costs 2 vitality per hour.
 Creation: 2,500 gp ; masterwork skiff plus Propel Craft.
 Price: 5,000 gp.

Whacking Cane 
This sturdy cane delivers a magical wallop.
 Benefit: One target up to size Large within 30 ft is pushed back 
10 ft, or 5 ft if Fortitude resists. Using the cane’s magic is free for the 
first 3 uses each day and then costs 1 vitality for each additional use. 
   Creation: Masterwork cane plus Force Push and either Vitality 
Boost or Zest For Living.
 Price: 5,000 gp.

Witch’s Bane
This useful pendant protects against curse spells. 
 Benefit: Once daily, the pendant automatically negates 1 curse 
that begins to afflict you, completely dispelling the magic. 
 Creation: 2,500 gp ; masterwork pendant plus Remove 
Curse.
 Price: 5,000 gp.

Witch’s Keepsake
This locket helps heal you and a friend.
 Benefit: Once daily while wearing the locket, after 1 minute 
spent kissing an adjacent allied person, you both recover 2d6 vitality. 
Afterward, the portraits in the locket change to show the faces of you 
and the person you kissed.
 Creation: 2,500 gp ; masterwork vest plus Kiss.
 Price: 5,000 gp.

Advanced Wonders
The following magic items are equivalent to advanced abilities and 
are suitable for character levels 11 through 15.

Anathema Codex
The reader briefly gains fiendish creature.
 Benefit: Up to once per week at the stroke of midnight, you 
can incant from the book for 10 minutes and gain the following ben-
efits: +5 DR, fast healing 5, nethersight, immunity to fire and poi-
son, and black wings that provide a fly speed of 30 ft. Either you 
must expend 25 vitality at the start or you must form a circle of up 
to 5 assistants who expend 5 vitality each while holding hands dur-
ing your incantation. The transformation lasts 1 hour and then ends, 
leaving you exhausted for 24 hours.
 Creation: 10,000 gp ; masterwork book plus Prodigy and 
Vile Descent. 
 Price: 20,000 gp.

Arctic Staff
This gnarled blue-white staff grants dominion over water and ice.
 Benefit: While holding the staff, you enjoy +5 DC to resist 
cold and fire damage. Moreover, by expending 2 vitality, you can 
vanish into an adjacent 5-ft-cube volume of ice, snow or water for up 
to 5 minutes. While melded, you can hear but cannot see or take any 
actions except to end the effect as a standard action. 
 Finally, you can expend 2 vitality to project a blue ray out to 
90 ft that blossoms into a 15-ft-radius ball of freezing cold. Crea-
tures in the area suffer 1d8 cold damage + 1 point per level, and 
are encased in ice if you beat their Reflex. Encased creatures are 
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dazed for 2 minutes or until released on a DC 20 Athletics check. 
Unattended objects in the area cannot be picked up or moved for 
2 minutes or until similarly freed. Magical fire applied to a space 
immediately ends the effect, with the encased creature or object 
taking no damage. 
 Danger: Whenever you expend vitality to activate the staff, 
there is a 5% chance that you suffer 1d6 wound damage from the 
numbing cold that is channeled through the staff.
 Creation: 10,000 gp ; masterwork staff plus Flash Freeze, 
Meld Into Water, and Resist Energy.
 Price: 20,000 gp.

Asmodian Pactmaker
This goblet lets you bargain your soul for magic.
 Benefit: When you fill the goblet with 3 hit points of your own 
blood, you may place a lien on your soul in order to gain for 24 
hours 2 basic magic abilities and 1 intermediate magic ability of your 
choice from any class. If you die during this time, your soul proceeds 
to Gehenna (page 232) and you cannot be restored to life by any 
means except by Fiendish Return, Love’s Sacrifice, Miracle or Wish. 
Otherwise, the contract ends and you are free.
 Creation: 10,000 gp ; masterwork goblet and Sold for Magic.
 Price: 20,000 gp.

Blessed Reliquary
You detect the presence of evil creatures.
 Benefit: While wearing the reliquary, you enjoy three benefits.
————————————————————————
 Detect EvilM: You learn whether fiends and/or undead are 
present within a 30-ft cone.
 Holy CircleM: As a standard action, you evoke around you a 
stationary 10-ft-diameter circle inscribed with angelic runes. Evil 
creatures cannot pass or break the circle’s perimeter as 
long as you concentrate as a standard action each 
round + an additional 1d4 rounds. Exiting the 
circle ends the effect. Costs 2 vitality.
 Priestly Office: Boost Diplomacy and 
Insight checks by +5.
————————————————
 Creation: 10,000 gp ; Bone chip or 
clothing piece from a cleric, celestial or pala-
din plus holy water and Detect Evil, Holy 
Circle, and Priestly Office.
 Price: 20,000 gp.

Broom of Flying
This plain broom allow you to fly.
 Benefit: The broom is inscribed 
with primal images of the sun, moon, and 
stars. While mounted on the broom you can 
fly at speed 30. You drop gently to the ground if the magic 
ends while you are airborne. Performing maneuvers requires 
Acrobatics and Athletics checks. Flying costs 1 vitality per minute of 
use.
 Creation: 10,000 gp ; masterwork broom plus Fly.
 Price: 20,000 gp.

Censure of Ice and Fire
This tiny censure allows you to summon a storm of ice or fire.
 Benefit: When you hold this 20-pound censure and expend 5 
vitality, you produce a storm within 120 ft that is composed of either 
ice or fire, as you desire. The storm affects all creatures within 15 ft 
of the point up to an elevation of 30 ft. If you select ice, creatures 
in the area suffer 3d6 cold damage and 2d6 force damage Alterna-
tively, if you select fire, targets suffer 3d6 fire damage and 2d6 force 
damage. Either way, creatures are also blinded and deafened  for 5 
minutes, or 1 round if Fortitude resists. 
 Creation: 10,000 gp ; masterwork censure plus either Primal 

Storm or both Fire Storm and Ice Storm. 
 Price: 20,000 gp.

Cthulhu Grimoire
This horrid book allows you to summon aberrations
 Benefit: This unnaturally moist, gray book boasts greatness, 
Each of the 3 benefits listed below only becomes available when an 
earlier benefit is used. You need only open the book and begin scanning 
it to gain the first benefit.
 First, the book describes various aberrations and their lore, such 
that reading the book for 10 minutes grants a +3 bonus on your next 
Arcana, History or Insight check. You must reference the book each 
time you want the bonus. 
 Second, the book explains how to master psion abilities including 
Mindlink, Mind Thrust, Mage Hand, and Sense Link. Once daily, you 
know and can use 1 of these abilities for 24 hours after drawing sigils 
on your body for 10 minutes. This process does not harm the book.
 Finally, when you spend 1 minute drawing geometric sigils, and 
expend 10 vitality, you summon 1 or more aberrations (consider the 
aboleth, brain-eater, illithrix, and mantis). Their total levels cannot 
exceed your level. They emerge out of the sigils and will seek to per-
vert your instructions however possible. They serve you for 1 hour 
and then vanish. 
 Danger: This book is dangerous. First, summoning an aberra-
tion inflicts 1 taint point. When the amount of taint exceeds your 
Wisdom score, you become permanently insane. Also, each time you 
benefit from using the book, you must successfully resist using Will 
against attack +10 or be subject to a Forced Senselink for 24 hours by 
the geographically closest aberration. You detect the link’s formation, 
and the aberration’s distance and direction, on a successful DC 30 
Insight check. Finally, if you should be unconscious or dead while 
any of your summoned aberrations are present, they will take your 
body with them when the summons expires. Retrieving your body 

requires Miracle or Wish.
 Creation: 10,000 gp ; masterwork book made 

from an aberration’s hide plus Aberrant Lore, Forced Sense 
Link, Mage Hand, Mindlink, Mind Thrust, Sense Link, 

Summon Aberration, and Taint. Despite the book’s many 
abilities, it is relatively cheap due to its dreadful side-
effects.

     Price: 20,000 gp.

Corrupting Chalice
Those who drink from the chalice become evil.
 Benefit: Up to once per week, you 
can fill the chalice with wine, add 20 hit points 
worth of blood (from yourself or another per-

son) and utter a brief incantation such that the 
next person who drinks from it slowly becomes evil. 

Each day after drinking, he feels an evil urge and must 
resist using his Will or commit an evil act. After the drinker 

commits more evil acts than he has levels, his alignment per-
manently changes to evil. Only Miracle or Wish negates the effect.
 Creation: 10,000 gp ; masterwork chalice plus Corrupting 
Urge and the corpse of a child slain at midnight. 
 Price: 20,000 gp.

Crystal Ball
This crystalline sphere allows you to see people and events from a 
distance.
 Benefit: You remotely view a locale using by staring into the 
crystal ball. Select a specific destination and attempt an Arcana check. 
The DC equals 5 for a familiar location, 10 for a visited location, 20 for 
a described location, and 30 for a location known in name only. If you 
succeed, you can see and hear the location for 5 minutes as if you were 
actually there. Costs 5 vitality.
 Creation: 10,000 gp ; masterwork crystal ball plus Scry.
 Price: 20,000 gp.
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Docile’s Collar
This iron collar debilitates those who wear it.
 Benefit: The collar is inscribed with dreadful images of tortured 
prisoners. The collar activates when you place it on a helpless adjacent 
Large, Medium or Small creature and expend 2 vitality. The collared 
creature moves at ½ speed and suffers a -5 penalty on attack rolls 
and skill checks until you choose to remove it. Moreover, for each 5 
minutes that pass, the creature must expend 2 vitality or suffer great 
pain until you or it expend vitality. 
 Creation: 10,000 gp ; masterwork steel collar plus Ray of 
Enfeeblement and Touch of Idiocy.
 Price: 20,000 gp.

Elemental Censure
This censure allows you to summon genies, mephits, and similar 
creatures.
 Benefit: You light the censure and expend 10 vitality as you 
perform a 1 minute ritual to summon 1 or more elemental type crea-
tures within 30 ft to serve you for 1 hour, after which they vanish. 
They obey your verbal commands. Their total levels cannot exceed 
your level.
 Creation: 10,00 gp ; masterwork censure plus Summon Ele-
mentals.
 Price: 20,000 gp.

Exorcist’s Vade Mecum
This tiny quick reference allows you to perform exorcisms.
 Benefit: You read the book as you target 1 fiend, undead or pos-
sessed creature within 60 ft. If you beat the target’s Will, it is destroyed 
(if undead), banished to its home realm (if a fiend) or freed from pos-
session. Costs 5 vitality.
 Creation: A tiny masterwork booklet plus 
Exorcism.
 Price: 20,000 gp.

Exsanguination Mask
This iron mask closes around a person’s head and drains his blood.
 Benefit: After you close the mask around a helpless of willing 
Medium-size person’s head, small spikes within lightly puncture the 
skull and begin draining blood. You and 1 ally may drink from the 2 
tubes that catch and carry the blood. Each round that you do so, the 
victim suffers 1 wound damage and 1d6 vitality damage, and you and 
your ally each regain 1d3 vitality points.  
 Creation: Requires an iron mask plus Harvest Blood & 
Organs, Inflict Wounds, and Heighten Blood.
 Price: 20,000 gp.

Fiendish Puzzle Box 
This puzzle box summons fiendish servants.
   Benefit: After solving the box for 1 minute, 1 or more fiends 
appear. Their total levels cannot exceed your level. When they arrive 
you must attempt a special check equal to d20 + your level + your 
Wisdom bonus. If the check is 25 or greater, the fiends loyally serve 
you for 1 hour though they will seek to pervert your instructions 
when possible. Activating the box costs 10 vitality. 
 Danger: If the check falls below 25, the 
fiends attack you and prefer to take you 
alive with them to their home, which 
they may do so immediately. 
 Creation: 10,000 gp ; master-
work puzzlebox plus Summon Fiends.
 Price: 20,000 gp.

Folding Carriage
This tiny figurine transforms into a sturdy 
horse-drawn carriage.
 Benefit: When you expend 2 vital-
ity, this tiny 8-inch-long figurine of a carriage 

transforms into a normal 10-ft-long carriage. The carriage that holds 
4 Medium passengers and moves at a speed of 30 ft for as long as you 
sit in the carriage and concentrate as a standard action + an additional 
1d4 rounds. If the carriage is damaged, it remains damaged in figurine 
form until fixed using the Make Whole ability. This item is not always a 
figurine. It might appear as a piece of foldable cloth adored with color-
ful carriages. Costs 2 vitality per 5 minutes of motion. 
 Creation: 10,000 gp ; masterwork carriage plus Propel Craft 
and Shrink Item.
 Price: 20,000 gp.

Flying Carpet
This ornately patterned carpet flies you to destinations.
 Benefit: You sit on the carpet and utter a command in Genie 
for it to fly. Thereafter you steer it by telepathic command as a swift 
action. The carpet moves at speed 30 and holds you and up to 250 
pounds of gear or 1 Medium or smaller creature. Hanging on to 
the carpet during difficult maneuvers requires a successful DC 15 
Acrobatics or Athletics check. If you fall off, you drop gently to the 
ground. Costs 1 vitality per minute of use.
 Creation: 10,000 gp ; masterwork carpet plus Feather Fall 
and Fly.
 Price: 20,000 gp.

Genie Lamp
Rubbing this oil lamp releases or captures a genie.
 Benefit: When you rub the lamp, a genie is released. The genie 
remains for 1 hour to do your bidding. If it suffers wound damage, it 
immediately returns to its bottle. Also, if the genie is within 15 ft of 
you when you rub the bottle, it returns to the lamp. 
 Special: The genie lamp contains a standard genie 95% of the 
time. Only 5% of the time does it contain a 10th-level genie noble. 
Only noble genies can grant wishes. However, once the wishes are 
granted, the genie is released from obedience and is free to attack 
and enslave or kill you for your temerity. Rarely, a lamp will lack a 
genie and have a market price of only 2,000 gp. See raDiance Mas-
ters guiDe regarding genies.
 Creation: 10,000 gp ; masterwork oil lamp and Summon Ele-
mentals.
 Price: 20,000 gp.

Helm of Underwater Action
This helmet allows you to breathe water and swim with ease.
 Benefit: While wearing the helmet, you enjoy a Swim speed of 
30 ft and a +10 bonus on Athletics checks when swimming. More-
over, when you expend 1 vitality, you can breathe in water as easily 
as in air for 4 hours. 
 Creation: 10,000 gp ; masterwork helmet plus Swim and  
Water Breathing.
 Price: 20,000 gp.

Heroic Standard
This ornate, 20-pound standard uplifts one’s allies in battle.
 Benefit: When you first grasp the standard and expend 1 vital-
ity, it changes its pattern to show your colors. Thereafter, when you 

hold it or it stands adjacent to you, then you gain several 
benefits. First, apply a +5 bonus on Warcraft checks. Also, 
you and your allies within 30 ft do not fall unconscious when 

brought to 0 wound points or below. Instead, you all 
remain conscious and can act normally. Protected crea-
tures still die at -10 wounds. Finally, you can expend 

1 vitality so that you and allies within 60 ft enjoy a +1 
bonus on d20 rolls while foes suffer a -1 penalty on d20 

rolls for 5 minutes.
 Creation: 10,000 gp ; a large masterwork bat-
tle standard plus Strategy or Prayer plus Summon Standard 

and Undying Horde.
  Price: 20,000 gp.
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Hibernation Pod
A person sleeps for weeks in this giant pod-like device.
 Benefit: This large 250-pound fly-trap-like pod wraps 1 
Medium or smaller person or animal into a state of deep sleep for 
up to 1 week per level. You set the time and expend 5 vitality as you 
enter the pod, and you wake with 0 vitality at the set time. While 
hibernating, you require no air, food or other metabolic needs, and 
you enjoy +2 DR to all energy types. The effect ends if the pod suf-
fers damage, is targeted by Dispel Magic, or subject to a successful 
DC 15 Nature check. You are dazed for 1d4 rounds upon waking.
 Special: Each week there is a 5% chance that you awaken 
regardless of the duration you set when entering the pod.
 Creation: 10,000 gp ; masterwork coffin plus Hibernate. 
 Price: 20,000 gp.

Horn of Blasting
This ornate horn blasts foes with a tremendous boom.
 Benefit: When you blow the horn and expend 5 vitality, crea-
tures in 30-ft cone are deafened for 5 minutes and suffer 1d6 sonic 
damage per level, or ½ damage if Fortitude resists. Buildings in the 
area suffer similar damage.
 Creation: 10,000 gp ; masterwork horn plus Shout.
 Price: 20,000 gp.

Horseless Carriage
This ensorcelled craft quickly transports a party over land.
 Benefit: This 2-ton wood and iron carriage works on any fairly 
even surface, whether water, sand or snow. It carries 8 Medium crea-
tures: 6 in an enclosed central cabin and 2 up-front in an enclosed 
platform with a glass view port. The plush cabin has curtained win-
dows and can be locked from the inside with masterwork lock.
 The carriage is self-propelled. It does not require horses. It has 
wheels but it hovers over the surface and moves according to the 
driver’s commands, to a maximum of 60 ft per round or 7 miles per 
hour. The carriage has no mind of its own and the driver must issue 
commands or steer using a rod mounted into the driver’s platform. 
The driver must expend 2 vitality per hour, or 1 vitality per minute 
when traveling over water.
 The carriage is pleasant. The cabin and driver’s platform are pro-
tected from the elements and provide a comfortable climate if the 
outside temperature is between -40º and 140º F outside. Ameliorate 
more extreme temperaments by 50º F. 
 Danger: There is a 5% chance per hour that the carriage “stalls”. 
A successful DC 18 Arcana check or night’s rest reactivates it.
 Creation: 10,000 gp ; masterwork carriage plus Air Walk, 
Expeditious Stride, Endure Elements, and Propel Craft.
 Price: 20,000 gp.

Horseless Chariot
This small open vehicle moves quickly, with some danger.
 Benefit: As the horseless carriage (above) except it weights 
only 500 pounds, holds only 3 Medium creatures, restrains passen-
gers with straps, has a speed of 240 ft, and costs 2 vitality per hour. 
Safely going 60 ft to 120 ft requires a DC 10 Pilot check, and safely 
going 120 ft to 240 ft requires a DC 20 Pilot check every 10 minutes. 
Failure indicates the chariot crashes and passengers suffer 1d6 dam-
age per 30 ft of speed (max 8d6). Reflex against attack d20+5 halves 
the damage.
 Creation: 10,000 gp ; masterwork chariot plus Air Walk, 
Expeditious Stride, Endure Elements, and Propel Craft.
 Price: 20,000 gp.

Infernal Robe
This blood red robe provides the multifarious skills of a devil.
 Benefit:  While wearing the robe, boost Appraise, Arcana, Bluff, 
Disguise, Intimidate, Nobility, Trick, and Warcraft checks by +5.
 Creation: 10,000 gp ; masterwork robe plus Devil’s Insight.
 Price: 20,000 gp.

Infinite Nostrum 
This bottle produces a variety of healing potions, salves, and unguents. 
 Benefit: This decorated bottle produces healing fluids. You can 
draw forth 3 kinds of fluids that you can give to a patient (an adjacent 
ally or unconscious creature). A patient can benefit only once daily 
from each type of fluid.
 The first fluid costs 2 vitality to produce and remove an ailment 
from the patient. Ailments include blindness, confusion, deafness, 
disease, exhaustion, fatigue, infertility, insanity, nausea, poison, and 
taint, but not curses like mummy rot or lycanthropy. 
 The second fluid costs 1 vitality and heals 1d8 points + 1 per level. 
 The third fluid costs nothing. For 24 hours, the patient does not 
need to eat or drink (unless he wishes to), and enjoys a +5 bonus to 
resist ingested poisons and sleep magic.
 Creation: 10,000 gp ; masterwork bottle plus Cure Ailment, 
either Goodberry or Lay on Hands, and Sustenance.
 Price: 20,000 gp.

Instant Fortress
This puzzle box transforms into a small, impregnable sanctuary.
 Benefit: When you solve the puzzle box after 1 round and 
expend vitality, the puzzle box expands around you and any adjacent 
allies to provide a stationary 15 ft x 15 ft x 15 ft shelter. Although it 
appears to be made of wood and stone with only small slits to peer 
through, it is actually weightless and composed of pure force. The 
shelter lasts 2 minutes for every vitality point you spend. It ends only 
when you run out of vitality or dismiss it as a swift action. Nothing 
can move or pass in or out of the fortress, not even by magical means, 
and the fortress itself cannot be moved. A Miracle or Wish will end 
the force effect and quench the item’s magic for 24 hours.
 Creation: 10,000 gp ; masterwork puzzle box plus Resilient 
Sphere.
 Price: 20,000 gp.

Joker’s Mask
This 2-faced mask causes foes to act foolishly.
 Benefit: When you wear the mask, you enjoy a +5 bonus on 
Intimidate checks and a +5 bonus to resist Intimidate and fear effects. 
 Also, when you expend 1 vitality and target a foe within 15 ft, the 
target feels compelled to utter a foolish remark, such that sentient 
creatures within 30 ft and hearing range are 1 step less friendly to it. 
 Finally, when you expend 2 vitality and target a foe within 30 ft, the 
target falls prone and begins laughing uncontrollably for 1d4 rounds. 
While laughing, it can take no actions through it defends itself normally.
 Creation: 10,000 gp ; masterwork mask plus Fool’s Lure, 
Hideous Laughter, and Joker’s Mask. 
 Price: 20,000 gp.

Mirror Mantle
This robe produces numerous false duplicates of you.
 Benefit: While wearing the robe, melee and ranged attacks 
suffer a 20% miss chance against you. Moreover, you can expend 
2 vitality to conjure 1d4+1 duplicates of yourself for 2 minutes. 
Whenever a foe successfully strikes you, it has a 50% chance to strike 
and dispel 1 image instead. 
 Creation: 10,000 gp ; masterwork robe plus Blur and Mirror 
Image.
 Price: 20,000 gp.

Monster-Finder
This palm-sized compass shows the presence of unnatural creatures.
 Benefit: When you expend 5 vitality and think of 1 creature type 
such as aberration or undead or a race such as elf or dwarf, the compass 
whirls around and settles after 1 minute to show which direction leads 
to the greatest concentration of such creatures within 500 ft.
 Creation: 10,000 gp ; masterwork compass plus Locate 
Creature.
 Price: 20,000 gp.
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Monster Mask
You can transform into a monstrous creature.
  Benefit: This stunning mask is adorned with images of a spe-
cific creature such as an angel, bear, chimera, treant, xill or so forth. 
Often the mark is an eerily accurate facsimile of the head of that 
creature. As a standard action, you expend 10 vitality and transform 
for 2 minutes into that creature so long as you are at least 2x its level. 
You acquire the appearance and statistics of that creature (without 
class levels) except you retain your Intelligence, alignment, vitality 
points, and magic abilities. You can end the effect as a swift action and 
regain 1d4 wound points when doing so. If you fall unconscious or 
die, you return to your normal form.
 Danger: If the mask transforms you into a creature with a non-
neutral alignment, then you suffer 1d4 wound points (no save) upon 
first activating the mask unless you match its alignment, in which 
case you suffer no damage.
 Creation: 10,000 gp ; masterwork ring plus Polymorph
 Price: 20,000 gp. 

Nine Lives Bracelet
This beautiful bracelet allows you to fall with ease and avoid death.
 Benefit: As an immediate action, subtract 30 ft from the dis-
tance fallen when computing falling damage. Moreover, up to 9x 
while wearing the bracelet, when an attack would kill you, you 
may instead choose to fall to -1 wounds and stabilize as an immedi-
ate action. You must be conscious to benefit from this ability. If you 
remove the bracelet and then re-wear it, or if gain another bracelet or 
die and return to life, you are still limited to benefiting 9x total.
 Creation: 10,000 gp ; masterwork bracelet with 9 inlaid gems 
plus Cat Fall and Nine Lives.
 Price: 20,000 gp.

Ogre Vest
You can grapple foes with ease and rip off their limbs.
 Benefit: You can grapple an adjacent foe when you beats its 
Fortitude. A grappled creature cannot move and can only use a Light 
melee weapon that is already in hand. Each round, your foe can 
attempt to resist using Fortitude. If it succeeds, it breaks the grapple. 
If you desire, you can block a foe’s mouth with a hand to prevent 
speech. You enjoys a +5 bonus to initiate or resist grapple attacks. 
 Moreover, when you beat an already-grappled foe’s Fortitude, you 
inflict 2d4 wound damage as you rip off 1 of its limbs (1d4: One is 
right arm, 2 is left arm, 3 is right leg, 4 is left leg). A severed limb 
can be reattached or regrown using Heal or Fast Healing. The severed 
limb lands adjacent to your foe. 
 Creation: 10,000 gp ; masterwork vest plus Grapple, Offen-
sive Maneuver Bonus, and Sunder Limb.
 Price: 20,000 gp.

Pallet of Magical Pigments
This magical painters kit turns images into reality.
 Benefit: When you open the kit and expend 5 vitality, the kit 
offers a host of pigments and brushes with which to paint. For 10 
minutes you can paint on a flat area of ceiling, floor or wall, up to 
a single 10-ft-square area per level total. When done, the picture 
transforms into a set of normal inanimate objects such as doors, 
flowers, pits, trees, dungeon cells, food stuffs, armor, weapons, pit 
traps, and so forth, as you drew. However, nothing magical or living 
is created. The effect is instantaneous and nonmagical. For all intents 
and purposes, the objects are real. However, if they contain moving 
parts, they only work if you pass a DC 15 Mechanics check. Objects 
of value depicted in the painting such as gems and jewelry appear 
pleasing but are made from cheap materials such as tin, paste, and 
bone. The total value of created objects cannot exceed 50 gp per 
level in any case. The items turn to powder after 24 hours. 
 Creation: 10,000 gp ; masterwork paint kit plus Marvelous 
Pigments.
 Price: 20,000 gp.

Pan Pipes
Playing the pipes draws people and animals to follow you.
 Benefit: When you begin to play the pipes and expend 5 vital-
ity, persons and animals within 120 ft that hear you and fail to resist 
using Will are compelled to move toward you or, if adjacent to you, 
stand dazed for that round. If you move as you play, affected crea-
tures follow you. The effect lasts as long as you play as a standard 
action each round to a maximum of 5 minutes. Creatures that suc-
cessfully resist are immune to the pipes for the rest of the day.
 Creation: 10,000 gp ; masterwork lute and Satyr’s Lute.
 Price: 20,000 gp.

Ring of Shooting Stars
This gold ring shines even in darkness and grants the wearer power 
over light.
 Benefit: At any time, you can conjure 4 torch-like orbs, 1 
humanoid apparition, 4 voices, 1 loud animal or machine noise, or 
a series of amusing stage tricks. The effects last 5 minutes, remain 
within 30 ft, and do not cause damage or require a save, thought they 
might fool the unwary.  
 Moreover, you can expend 1 vitality to produce a melange of col-
ors that strike all creatures in a 15-ft cone. A creature is stunned for 1 
round and blinded for 2d4 rounds if you beat its Will. You can expend 
2 vitality to improve the effect, such that you affect foes within a 
15-ft-radius area centered up to 30 ft away. 
 Creation: 10,000 gp ; masterwork ring plus Color Spray, Illu-
sionist, and Scintillating Pattern.
 Price: 20,000 gp.

Rod of Monster Mastery
This stunning golden rod stops monsters in their tracks.
 Benefit:  You hold the rod and target a creature within 120 ft. 
It is held fast, unable to think or move (and thus stunned) for 5 min-
utes. Each round beginning on its turn, it may use its Will to resist to 
end the effect. Costs 2 vitality against hybrids and magical beasts, 10 
vitality against persons, and 5 vitality against all other creatures.
 Creation: 10,000 gp ; masterwork golden rod plus Hold 
Monster.
 Price: 20,000 gp.

Rogue’s Gallery
This tome allows you to summon any townie to aid you. 
 Benefit: Each page of this small book describes a different 
mundane human in detail including his name, sex, and profession. A 
total of 5 random townie professions are represented 2x, once as a 
male and once as a female. After a 1-minute ritual using the book and 
an expense of 5 vitality and 2 gp in special materials, you summon 
1 of the people in the book. He appears adjacent to you as a person, 
serves you faithfully for 2 minutes of combat or 1 hour of noncombat 
activity, and then vanishes. The person radiates strong magic, lacks 
a soul, and comes with 100 gp worth of appropriate mundane gear 
that vanishes when the person does. If the person is slain then his or 
her portrait vanishes forever from the book. If the person suffers 
ongoing harm such as disease then he cannot be evoked from the 
book for 1 month, at which time the damage or condition is gone. 
All the people within have a true neutral alignment. The item’s name 
refers to those who tend to use the book.
 Danger: There is a 5% chance that the person arrives as neu-
tral evil with the goal of killing you as soon as an opportune moment 
presents itself.
 Creation: 10,000 gp ; masterwork book plus Half Life.
 Price: 20,000 gp.

Sacred Heart Pendant
This holy broach protects your health against evil attacks.
 Benefit: You rub the pendant as a move action to enjoy +4 DR 
and immunity to all ailments, curses, and necrotic energy damage. The 
effect lasts 2 minutes. You must be nonevil to benefit. Costs 5 vitality.
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 Creation: 10,000 gp ; masterwork jewelry plus Death Ward.
 Price: 20,000 gp.

Security Orb
This tiny floating orb zaps creatures that intrude on its territory.
 Benefit: This tiny glass orb is inscribed with ancient runes. 
When you hold the orb and speak its command word, you become 
its new owner. Once daily, you can expend 2 vitality to set the orb’s 
alarm. Any creature not specified by you that comes within 10 ft per 
level of the orb evokes either an audible or silent alarm, as you desire. 
Moreover, when the orb detects an intruder, it can move at speed 
30 ft toward it and/or attack an adjacent foe. Its attack inflicts 1d6 
electrical damage per each of your levels (max 5d6) or ½ damage 
if Fortitude resists. The orb enjoys a +5 bonus its attack roll against 
metal-clad foes. The alarm remains up to 24 hours or until dismissed. 
 Creation: Tiny masterwork glass orb plus Alarm, Energy, 
Mage Hand, and Shocking Grasp.
 Price: 20,000 gp.

Sending Stones (Set of 4)
This gem affords verbal communication with another sending stone.
 Benefit: You grasp the gem and focus on a person by name. If 
that person has a sending stone on his person—or a mundane gem 
worth at least 2,500 gp that you have previously touched with your 
sending stone—and is on the same world or realm, you both can 
communicate wordlessly. The cost is 1 vitality per 5 words. As you 
both agree, either or both of you pay the vitality cost.
 Creation: 10,000 gp ; 4 gems plus Sending.
 Price: 20,000 gp for a set of 4 stones.

Serpentine Cloak
This cloak can bite foes and transform you into a powerful snake.
 Benefit: This cloak is adorned with snake motifs. As a swift 
action, you cause the cloak to animate with small snakes and bite an 
adjacent foe for 1d4 damage. The bites are not poisonous. Moreover, 
when you expend 10 vitality, you can acquire the appearance and sta-
tistics of a level 4 snake while retaining your Intelligence, alignment, 
vitality points, and magic abilities. You can end the effect as a swift 
action and regain 1d4 wounds when doing so. If you fall unconscious 
or die while in snake form, you return to your normal form.
 Danger: Each time you use the cloak’s abilities, there is a 5% 
chance that you transform into a medusa before the next dawn.
 Creation: 10,000 gp ; masterwork cloak plus Serpent Form. 
Generally, only medusas know this ability.
 Price: 20,000 gp.

Soultrap Teapot
This homespun iron teapot can trap ghostly and demonic spirits.
 Benefit:  The teapot rattles and hums whenever an incorporeal 
creature is within 30 ft. Moreover, when it rattles, you can grasp 
the teapot and utter the brief incantation inscribed on its top. The 
nearest incorporeal creature within 30 ft must resist using Will or be 
drawn into the pot. While housing a spirit, the pot shows the spirit’s 
face on its surface and occasionally lets off steam whenever the spirit 
struggles to free itself. The teapot only holds 1 spirit at a time, and 
speaking the incantation in reverse releases the spirit.
 Creation: Requires a iron teapot plus Detect Spirits and 
Materialize.
 Price: 20,000 gp.

Telepathy Helm
This headgear allows you to communicate telepathically with others.
 Benefit: While wearing the helm, you enjoy telepathic com-
munication with one, some or all sentient creatures within 100 ft, 
as you desire. The communication is as natural and quick as normal 
speech but does not require a shared language. This is a continuous 
effect. Other creatures can “speak” with you but not each other. 
Costs 1 vitality per round of use.

 Creation: 10,000 gp ; masterwork headpiece plus Telepathy.
 Price: 20,000 gp.

Tome of Infinite Curses
This book suggests various curses.
 Benefit: This small pink book looks like a lady’s diary or a 
poetry collection. However, when you read from the book as a stan-
dard action and expend 5 vitality, you may select a curse for a target 
within 15 ft. The target suffers a -2 penalty on d20 rolls, damage 
rolls, and saves. Or it suffers blindness, deafness, muteness or an illu-
sory change of appearance (age, race or sex). If you beat the target’s 
Will, the curse is permanent or until ended by you, your death, or 
Remove Curse. Otherwise, the effect lasts 2 minutes. 
 Creation: 10,000 gp ; masterwork book plus Lasting Curse.
 Price: 20,000 gp.

Truesight Spectacle
This mounted lens reveals reality for what it is.
 Benefit: When you expend 5 vitality and peer through the lens 
of this spectacle, you see through all illusions, disguises, and conceal-
ment for 1 round. This also reveals invisibility and secret doors.
 Creation: 10,000 gp ; masterwork spectacles plus True Sight.
 Price: 20,000 gp.

Valshahdrin Spellsinger
This sylvan tome imparts the timeless joy and magic of the elves.
 Benefit: This fine tome consists of stunning emeralds embed-
ded in a fine tree bark cover. The pages are as soft as spring leaves and 
dew drips from the corners. The pages tell magical tales of the elven 
race and provide metaphorical instructions for all elf racial abilities 
(page 21). 
 Each day, you can select up to 3 of the abilities at once to know and 
use for up to 24 hours. The abilities are treated as magical even if they 
are normally mundane. If you select Elf Inheritance, then elven items 
appear and last for 24 hours before vanishing.
 Danger: If you are a drow, half-orc or orc, then you suffer 1 
point of electrical damage each round spent touching the item.
 Creation: 10,000 gp ; masterwork tome, all elf racial abilities 
plus Mnemonic Enhancer and Shocking Grasp. Typically, a creating this 
item requires a team of elven wizards and is a fine gift to elven allies.
 Price: 20,000 gp.

Vampire Teeth
These teeth grant the wearer some vampiric abilities.
 Benefit: This item merges seemlessly with your own teeth 
and can be hidden or shown as a swift action. When shown, you can 
bite an adjacent foe for 1d4 damage (or 1d3 if Small) if you beat 
its Reflex. Alternatively, the bite inflicts 1d6 necrotic damage per 
2 levels (max 10d6) and grants you temporary vitality points for 5 
minutes equal to the damage dealt. You can  benefit from only 1 vital-
ity boost at a time.
 Creation: 10,000 gp ; set of vampire’s teeth plus Vampiric 
Touch.
 Price: 20,000 gp.

Wealdkeeper’s Lightning Staff
This gnarled oak staff zaps calls down lightning bolts upon foes.
 Benefit: In the hands of a druid or shifter, the staff counts as 
magical and inflicts 1d8 + 1 per level (max +5) with a +1 bonus on 
attack rolls. Moreover, when you are outdoors and expend 2 vitality, 
you call down lightning upon a single target within 120 ft. The strike 
inflicts 1d8 electrical damage per level. Finally, you can expend 1 
vitality to zap an adjacent foe, or a foe clad in metal armor within 15 
ft, to inflict 1d6 electrical damage per level (max 5d6), or ½ damage 
if the foe’s Fortitude resists.
 Creation: 10,000 gp ; masterwork staff that has been struck by 
lightning plus Shillelagh, Call Lightning, and Shocking Grasp.
 Price: 20,000 gp.
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Paragon Wonders
The following magic items are equivalent to paragon abilities and 
are suitable for character levels 16 through 20.

Accursed Altar
This vile altar is inscribed with fiendish runes and stained with mar-
tyr’s blood.
 Benefit: This hollow adamantine alter weighs 1,200 pounds 
and continuously fills a 30-ft-square area around it with vile energy. 
Celestials, clerics, and paladins cannot be conjured in the area or 
returned to life, and cannot even enter the area when an evil crea-
ture adjacent to the altar expends 10 vitality to defend it. The altar’s 
presence negates the effect of Consecrate. The alter is hollow, made 
of steel and stone, and weighs 4,000 pounds.
 Creation: 25,000 gp ; masterwork alter plus Desecrate.
 Price: 50,000 gp.

Apotheosis Ring
You transform into another kind of creature with all of its abilities, 
though you become stuck in that form.
 Benefit: When you twist the ring and expend 10 vitality, you 
acquire the appearance and statistics of any 1 creature (without class 
levels) with a level up to ½ your own. You retain your Intelligence, 
alignment, vitality points, and abilities. You can end the effect as a 
swift action and regain 3d4 wounds when doing so. If you fall uncon-
scious or die, you return to your normal form. Otherwise, the effect 
lasts up to 4 hours + 1 hour per level though you can end the effect 
at any time. 
 Danger: There is a 5% chance after using the ring for more than 
2 minutes that you permanently transform into the selected creature, 
losing all your former identify, including memories and statistics. 
Only Miracle or Wish reverses the effect.
 Creation: 25,000 gp ; masterwork ring and Polymorph.
 Price: 50,000 gp.

Archmage’s Wand
This beautiful wand manipulates magic with ease.
 Benefit: When you grasp the staff and pass a DC 20 Arcana 
check, you gain access to the following abilities.
————————————————————————
 Implement Mastery: Whenever you use the wand as part of 
activating a magical ability, you can expend an move action to focus 
and apply either a +1 bonus to your attack roll or +½ vitality dam-
age per level to 1 target if the ability delivers damage.
 Irresistible Magic: Your magic is hard to resist. Apply a +1 
bonus to your attack rolls using magic abilities.
 Shaped Magic: Once daily, you can modify a spell that affects 
all creatures in an area to only affect foes in that area.
 Reach Spell: Once daily, you extend the range of a magical 
ability you use out to 120 ft.
 Spell Sculptor: Once daily as a swift action, you may mod-
ify 1 of your magic abilities in 1 of 3 ways, as you desire. You may 
extend the ability’s range out to 120 ft, provided its usual range is 
10 ft or more.  You may double the ability’s area, volume or number 
of targets affected. Or, you may lengthen the ability’s duration from 
several minutes to 1 hour, assuming the ability normally lasts 1 or 
more minutes or can made to last at least 1 minute.
————————————————————————
 Creation: 25,000 gp ; masterwork wand plus Implement 
Mastery, Irresistible Magic, Reach Spell, and Spell Sculptor.
 Price: 50,000 gp.

Blessed Altar
This holy altar is inscribed with celestial runes and stained with 
angels’ tears.
 Benefit: This hollow adamantine alter weighs 1,200 pounds 
and continuously fills a 30-ft-square area around it with holy energy. 

Undead and fiends cannot be created or conjured in the area, and 
cannot even enter the area when a good creature adjacent to the 
altar expends 10 vitality to defend it. The altar’s presence negates 
the effect of Desecrate and Death Zone. The alter is hollow, made of 
steel and stone, and weighs 4,000 pounds.
 Creation: 25,000 gp ; masterwork alter plus Consecrate.
 Price: 50,000 gp.

Book of Attributions
This impressive tome helps you permanently improve yourself.
 Benefit: After reading this book for 7 days uninterrupted and 
practicing the advice and exercises contained therein, you improve 1 
attribute of your choice by +2 points. You can only ever benefit once 
from this book, and once you are done reading it vanishes, teleport-
ing to a random far locale.
 Creation: 25,000 gp ; masterwork spellbook plus Wish.
 Price: 50,000 gp.

Book of False Light
This book offers wise virtue but corrupts your soul.
 Benefit: This beautiful, luminous book radiates an aura of 
goodness and instructs you to patiently practice the precepts therein 
for 1 week in order to obtain benefits of enlightenment. You must be 
a person with a soul to benefit. 
 Unfortunately, after 1 week of reading, you slowly become evil. 
Each day, you feel an evil urge and  must resist using Will or commit 
an evil act. After you commit more evil acts than you have levels, 
your alignment permanently changes to evil. 
 For 1 month after reading the book, your alignment reads as good 
and you enjoy a +10 bonus on Bluff and Disguise checks to look and 
sound like a celestial, cleric, paladin, or person of good reputation. 
Typically, during this month, you pass on the book for others to read. 
You can only benefit once from the book, and only Miracle or Wish 
negates the effect. 
 Creation: 25,000 gp ; masterwork book plus Corrupting 
Urge and False Light. 
 Price: 50,000 gp.

Book of Wise Virtue
Reading this book moves you toward goodness and holy illumination.
 Benefit: This beautiful, luminous book radiates an aura of 
goodness and instructs you to patiently practice the precepts therein 
for 1 week in order to obtain benefits of enlightenment. You must be 
a person with a soul to benefit. 
 After 1 week of reading, you enjoy a +10 bonus on Insight and 
Nobility checks for 1 month. Moreover, at any time during that 
month, you can expend 10 vitality to commune with a good deity 
such as Esmariah or Solari in order to receive a response (yes/no/
maybe/irrelevant) regarding a number of questions up to your level. 
Questions must be 10 words or less. You can only benefit once from 
the book.
 Creation: 25,000 gp ; masterwork book plus Commune and 
Reigns of Rulership.
 Price: 50,000 gp.

Defensive Orb
This large orb zaps creatures that intrude on its territory.
 Benefit: This hollow, 200-pound, 2½-ft diameter steel orb is 
inscribed with ancient glowing runes. When you touch the orb and 
speak its command word, you become its new owner. Once daily, 
you can expend 5 vitality to set the orb’s alarm. Any creature not 
specified by you that comes within 10 ft per level of the orb evokes 
either an audible or silent alarm, as you desire. The orb enjoys +2 DR 
vs energy attacks and notices invisible and incorporeal creatures as if 
they were visible and/or solid. Also, on any round that the orb detects 
an intruder, it inflicts 1d6 electrical damage to all intruders within 
a 15-ft cone area, or ½ damage if Fortitude resists. Foes that fail to 
resist are also dazed for 1 round. The attack affects incorporeal crea-
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tures as easily as corporeal ones. The alarm remains up to 24 hours or 
until dismissed.
 Creation: 25,000 gp ; a 5-ft diameter glass orb plus Alarm, 
Ghost Magic, Lightning Bolts, Resist Energy, and See Invisibility.
 Price: 50,000 gp.

Dream Crystal
This powerful crystal allows you to affect others via their dreams.
 Benefit: When you state into the crystal for 1 minute and 
expend 5 vitality, you may target a sentient sleeping creature within 
5 miles and affect it 1 of 2 ways. You don’t need line of sight to the 
target but it must know the target’s name and approximate locale. If 
you beat its Will, you learn a 10-word answer to 1 specific question 
of up to 10 words that you ask its unconscious mind. Alternatively, 
you may phrase a task for it in 10 words or less. Once affected, the 
target immediately wakes, performs the task for up to 1 hour, and 
returns to sleep (if possible). It does not recall its actions. You can 
only target a specific creature once in a 24-hour period. You can plant 
a suggestion or steal a secret but not both on the same day. 
 Danger: Each time you use the crystal there is a 5% chance 
that you become lost in the target’s unconscious mind and suffer a 
coma for 1d4 days.
 Creation: 25,000 gp ; masterwork crystal plus Dream Thief, 
Far Dreaming, and Sleep Suggestion.
 Price: 50,000 gp.

Dreamweavers Kit 
This case contains weird means to visit other realms of existence.
 Benefit: This small, 30-pound steel chest opens on a DC 25 
Mechanics check to reveal a bizarre device that blends man-made 
and organic parts. Most plainly, a main unit contains a small pulsing 
brain. The unit has a dial, a red button, and 5 potion-sized glass vials 
of blue liquid that form a ring around the brain. Finally, 5 flexible 
tubes that are each 5 ft long run out of the unit. On a successful 
DC 15 Arcana check, you can accurately turn the dial to 1 of 24 
sigils, each keyed to a different realm of existence, though you can-
not select your current realm. 
 Pressing the red button empties the vials into the tubes. Drinking 
from a tube takes 1 round and causes you to fall asleep for 6 hours. 
While asleep, your soul (but not your body) travels to the realm indi-
cated by the dial. You appear in that realm with functional duplicates 
of your body and gear, and you ignore the ambient conditions of the 
realm as if you were native to it. If you die in the new realm or your 
real body suffers wound damage, your soul immediately returns and 
you awaken in 1 round. Gear expended or gained while traveling this 
way does not alter your real gear. However, you gain XP normally 
and actions you take in the visited realm affect its inhabitants. The 
device gives no special abilities to interact with those inhabitants.
 The device’s brain is magically sustained to refill the vials once 
daily. Harming the brain destroys the device. Attempts to use Detect 
Thoughts, Telepathy or similar abilities on the brain reveal a jumble 
of dreams and nightmares.
 Danger: There is a 5% chance per use that instead of waking 
up, your real body drops to -1 wound points and begins dying. If you 
die, you become a permanent native inhabitant of the realm you are 
visiting.
 Creation: 25,000 gp ; masterwork brain case, the brain of a 
psion or an aberration type creature, plus Wish.
 Price: 50,000 gp.

Eldritch Snare
This rod allows you to capture and torment creatures in an force 
bubble.
 Benefit: When you hold the rod and expend 5 vitality, you 
evoke a black globe of force that zooms toward a Large or smaller 
target within 30 ft. If the target fails to resist using Reflex, it is dazed 
for 1 round and captured within the sphere for up to 24 hours or until 
dismissed earlier by you. Moreover, at any time while the victim is in 

the sphere, you can expend an additional 2 vitality to cause the sphere 
to fill with a mass of vermin. The vermin may be bats, spiders, rats, 
beetles or such as you imagine. That round, and every round thereaf-
ter, the captured foe suffers 1d4 damage per round (no save) and must 
resist using Fortitude or be dazed for 1 round. The swarm lasts for as 
long as you concentrate plus 1d4 rounds. Because the sphere is made 
of pure force, nothing can move or pass in or out of it. 
 Creation: 25,000 gp ; masterwork rod plus the blood of a 
giant spider, Summon Swarm, and Resilient Sphere.
 Price: 50,000 gp.

Elemental Scepter
This wand projects bolts of elemental energy.
 Benefit: One foe within 60 ft suffers 1d6 damage per 2 levels 
(max 5d6) from 1 elemental energy of your choice (either acid, cold, 
electrical, fire or sonic energy), or ½ damage if Fortitude resists. 
Once daily, the wielder can maximize the scepter’s output to deliver 
30 points of damage, or 15 if the target resists. Finally, the wielder 
enjoys +2 DR against all energy types.
 Creation: 25,000 gp ; masterwork scepter plus Energy Alter-
ation, Energy Ray, Resist Energy, and Maximize Elements.
 Price: 50,000 gp.

Genesis Orb 
You can restore land to healthy verdancy. 
 Benefit: This glowing green and brown orb offers 1 of 2 effects. 
First, you may cause normal vegetation within a 2-mile-radius circle 
to become thick and overgrown such that creatures must hack or 
force their way through, moving at a speed of 5 ft (or 10 ft if Large or 
Huge). To use this version, the area must already have some vegeta-
tion. Alternatively, you affect a barren area, including land magically 
denuded of plantlife, to spring back to life and produce normal veg-
etation within a 2-mile-radius circle. Either way, the process takes 10 
minutes and costs 10 vitality. While using the orb’s magic, you are 
effectively dazed. At all other times while you possess the orb, you 
suffer a -2 penalty on d20 rolls, damage rolls, and saves as the orb 
distractedly fills your mind with daydreams of frolicking in the lush 
outdoors.
 Creation: 25,000 gp ; masterwork glass orb plus Curse, Gen-
esis, and Plant Growth. 
 Price: 50,000 gp.

Horn of Resuscitation
This ornate horn can revive the recently dead back to life.
 Benefit: When you blow the horn, you return to life all allied 
creatures within 30 ft that have died within the past 3 rounds. The 
creature returns with 1 wound point and ailments at their time of 
death remain. Costs 25 vitality. 
 Creation: 25,000 gp ; masterwork golden horn plus Revivify 
and Mass Revivify. 
 Price: 50,000 gp.

King’s Crown
This regal crown grants the wearer the insight and influence on a 
monarch.
 Benefit: The crown must be worn for 1 day to evoke the 
effects. While wearing the crown, you enjoy the following benefits.
————————————————————————
  CommandM: You issue a simple verbal suggestion that a person 
within 30 ft obeys if you beat its Will. Options include: approach you, 
drop held items, fall prone, halt (do not move), kneel and pray, leave 
you, praise a deity, sit down, stand up, or strike an adjacent creature. 
The effect lasts 1 round during combat or 1 minute out of combat. A 
creature that resists is immune to it for the rest of the day. Creatures 
with 4 or more levels than you ignore this ability. Costs 2 vitality.
 Detect LiesM: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
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 HeroismM: As a move action, you or a touched ally enjoy a +2
bonus on all d20 rolls for 5 minutes. Costs 2 vitality.
    Righteous Mien: Apply a +5 bonus on Diplomacy, Insight, 
Nobility, and Religion checks.
————————————————————————
 Creation: Blood of a nonevil monarch plus a gem-encrusted 
masterwork crown and Command, Detect Lies, and Righteous Mien.
 Price: 50,000 gp.

Lich Locket
This small skull-shaped locket transforms you into a lich-like being.
 Benefit: The cold locket merges into your skin when you wear 
it, transforming your skin into a tight, pallid undead canvas that 
grants you +2 DR. Moreover, when you expend 1 vitality, a carapace 
of bones sprouts over your skin, granting you an additional +4 DR 
for 1 hour. The locket offers 3 additional abilities.
————————————————————————
 False LifeM: You gain temporary wound points equal to 1d10 + 
your level. The points last for 5 minutes and then go away. Costs 1 
vitality.
  Ghoul TouchM: An adjacent person or animal suffers 1 
necrotic wound damage is dazed for 1d4 rounds. Reflex negates. 
Costs 1 vitality.
 Slay LivingM: You target 1 adjacent living creature. If you beat 
its Will, it is reduced to -1 wounds and begins dying. Even if it saves, 
it suffers 3d6 damage. Costs 5 vitality.
————————————————————————
 Danger: The locket, once donned, cannot be removed nor-
mally. While wearing it, you shed an evil aura and suffer a -5 penalty 
on Diplomacy checks, or -10 when directing the skill toward good-
aligned creatures. 
 You can remove the locket using Remove Curse, Miracle, Wish 
or by speaking the name of the person portrayed within the locket 
(though you cannot open the locket while you are wearing it).
 Creation: 25,000 gp ; masterwork locket, a portraiture of 
someone you loved and lost to death, a bit of lich dust, plus Bone 
Armor, Evil Aura, False Life, Ghoul Touch, Lich Loved, and Slay Living.
 Price: 50,000 gp.

Magic Jar
This tiny jar allows the user to possess another creature.
 Benefit: This tiny jar is inscribed an arcane limerick. The jar 
contains a 5000 gp gem but it cannot be opened except by destroying 
the jar. Holding the jar and reciting the limerick allows you to possess 
a creature’s body while shunting its spirit into a 5000 gp gem. The 
target must be within 120 ft. You do not need line of sight. Initiating 
possession takes 1 minute. If you beat the target’s Will, you enter its 
body and gain its statistics except its mental attributes, memories, 
abilities, and alignment (which you keep as your own). Meanwhile, 
your body is asleep (unconscious) and the target’s spirit is held in the 
gem. The effect lasts 1 hour, though you can extend the duration for 
a cost. When the time expires, or you or the target’s body die, or the 
gem or jar is destroyed, then the magic ends and all spirits return to 
their bodies (or to the afterlife if a body is slain). Costs 5 vitality for 
the first hour, 10 for the second, 15 for the third, and so forth.
 Creation: 25,000 gp ; tiny masterwork jar, 5000 gp gem, 
Magic Jar.
 Price: 50,000 gp.

Mask of Doom
This dark mask transforms the wearer into a monstrous powerhouse.
 Benefit: For 5 minutes, you acquire a nightmarish form of 
ooze-slick skin, lashing tentacles, and fright-inducing countenance. 
You gain +10 DR, a +10 bonus on Strength-based checks, darkvi-
sion, fast healing 5, and a nest of tentacles that grant you 4 bonus 
melee attacks per round, each at a -2 penalty on your attack roll. 
Each tentacle has 15 ft range, inflicts 2d8 damage and causes a struck 
foe to be frightened if you beat its Will. Costs 25 vitality.

 Creation: 25,000 gp ; masterwork mask made with parts 
from at least 3 different aberrations, hybrids, or magical beasts plus 
Form of Doom. 
 Price: 50,000 gp.

Mask of One Thousand Faces
This mask allows you to appear and act like virtually anyone.
 Benefit: When you wear the mask you can alter your surface 
traits as a move action—hair color, garment style, gender, voice 
pitch, etc transmute to grant you a +20 bonus on Disguise checks for 
1 hour. You can grow or shrink 1 ft and modify Comeliness by +/- 5 
points. Each new disguise costs 1 vitality. Moreover, when disguised, 
you can expend 2 vitality and focus on 1 target within 15 ft to read its 
surface thoughts if it fails to resist using Will. If you beat its Will, you 
enjoy a +10 bonus on Bluff and Diplomacy checks with that creature 
while disguised in your form.
 Creation: 25,000 gp ; masterwork mask and the blood of a 
doppelganger plus Detect Thoughts, Disguise Self, and One Thou-
sand Faces.
 Price: 50,000 gp.

Mirror of Life Trapping
You capture a creature into the mirror.
 Benefit: The 1-ft x 4-ft mirror is ½ inch thick and weighs 10 
pounds. You hold up the mirror, expend 10 vitality, and target a liv-
ing creature within 30 ft. If you beat its Will, then it is drawn into the 
mirror. Boost your attack by +5 if you know its true name. Inside the 
mirror, the creature is conscious and can sense the outside world but 
cannot take any actions. The effect is permanent until Free Movement, 
Miracle or Wish is used on the mirror. The mirror can hold up to 100 
levels worth of creatures. If the new arrival exceeds that limit, then 
previously held creatures are expelled on a first-in, first-out basis. 
 Creation: 25,000 gp ; masterwork mirror plus Wish.
 Price: 50,000 gp.

Necromnicon
You can cast necromancer spells from this horrid tome.
 Benefit: This black leather spellbook smells of grave dirt and 
contains necromancer spells including Animate Dead, Command 
Undead, Decompose, Unearth, and Repair Undead. The tome details 
how to unearth corpses, strip them to the bone, raise them as animate 
skeletons under your command, and repair them as needed. See raDi-
ance Masters guiDe regarding skeletons. You can use 1 of the book’s 
spells by incanting from it for 10 minutes and expending vitality as 
needed. Incanting does not harm the book. 
 Special: With each spell cast, the incanter must resist using 
Will against attack d20+10 or move 1 step closer to neutral evil. You 
can learn the spells as new abilities as you gain levels.
 Creation: 25,000 gp ; masterwork book plus the spells 
described above and Corrupting Urge, Mnemonic Enhancer, and 
Spellbook.
 Price: 50,000 gp.

Pendent of Arcane Invulnerability
This small piece of jewelry allows you ignore magic.
 Benefit: The pendant usually appears as a black globe inset in  
fine platinum jewelry. When you expend 10 vitality, you ignore basic 
and intermediate magic abilities directed against you for 5 minutes.
 Creation: 25,000 gp ; masterwork jewelry, Globe of Invul-
nerability.
 Price: 50,000 gp.

Philosopher’s Stone
You can transmute lead into gold.
 Benefit: Case inspection reveals this stone is a smooth lead 
egg. While holding the egg, your touch converts lead into gold on a 
pound-for-pound basis, to a maximum of 1 pound daily. A pound of 
gold equals 50 gp. Your lifetime limit equals 10,000 gp. Also, when 
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you hold the egg firmly, you learn the worth in gold of coins, 
precious metals, and gems in a 15-ft cone. When you focus on 
the same area a second time, you learn the gp worth within 
each space.
 Creation: 25,000 gp ; masterwork jeweled egg plus Trans-
mute Lead Into Gold.
 Price: 50,000 gp.

Planewalker’s Astrolabe
This golden mechanical wonder allows the wielder to travel 
between worlds or realms.
 Benefit:  Up to once per week, you and up to 5 allies or 1000 
pounds of gear move to another world or realm of existence. The 
trip is 1 way. You must have a specific destination in mind, and you 
must pass an Arcana check to arrive there. Otherwise, you arrive 
1d6 miles way. The DC equals 5 for a familiar location, 10 for a 
visited location, 20 for a described location, and 30 for a location 
known in name only. Costs 10 vitality plus 2 additional vitality for 
each ally or 200 pounds of gear to a maximum of 20 vitality.
 The astrolabe has a secondary benefit, such that you (and you 
alone) are immune to the new world’s or realm’s ambient con-
ditions for up to 1 week (the usual time needed to reset the 
astrolabe).
 Creation: 25,000 gp ; masterwork golden astrolabe plus 
Realm Shift and Planar Adaptation.
 Price: 50,000 gp.

Polyhedral Gate
This device opens portals to other worlds or realms.
 Benefit: This tiny, hand-held glassy mechanism holds 
within it gears that spin and whir with arcane precision. Care-
ful inspection reveals it has 24 sides, each of a different world 
or realm of existence. The gate obeys obtuse laws of the mul-
tiverse. Every 1 hour, it attunes itself to a different, randomly-
selected realm (use d8 + 2d10 - 2). You can discern which 
world or realm on a DC 25 Arcana check.
 By pressing a lever, a 5-ft-radius circular portal appears within 15 
ft of you. The portal swirls with color and hides any view beyond. It 
remains open until 2 minutes pass or 5 creatures enter it, whichever 
occurs first. Travelers arrive dazed after 1 minute at random locale 
in their new location. The arrival spot is always safe, at least for the 
short-term. Travelers enjoy no special protection when they arrive.
 Danger: There is a 5% chance each use that you arrive to a ran-
dom world or realm of existence.
 Creation: 25,000 gp ; masterwork polyhedral device plus 
Gate or Realm Shift.
 Price: 50,000 gp.

Queen’s Tiara
This glorious crown grants the wearer the insight and influence on a 
monarch’s consort.
 Benefit: The crown must be worn for 1 day to evoke effects. 
While wearing the crown, you enjoy the following benefits.
————————————————————————
 CommandM: You issue a simple verbal suggestion that a person 
within 30 ft obeys if you beat its Will. Options include: approach 
you, drop held items, fall prone, halt, kneel and pray, leave you, 
praise a deity, sit down, stand up or strike an adjacent target. The 
effect lasts 1 round during combat or 1 minute out of combat. A 
target that resists is immune to it for the rest of the day. Targets with 
4 or more levels than you ignore this ability. Costs 2 vitality.
 Instant CostumeM: You are immediately dressed in a cos-
tume of your choice costing up to 100 gp. It vanishes when you 
remove it or any part of it. If the costume includes a mask, you enjoy 
a +5 bonus on Disguise checks to not be recognized as yourself. 
 Lasting YouthM: You no longer suffer the negative effects of 
aging although you still die of old age when your time is up.
 Noble SanctuaryM: Whenever a creature makes its first 
attack against you for the day, it must resist using Will or be forced to 

not attack you for 5 minutes or until you target it with an attack. 
Creatures already in combat enjoy a +5 bonus on their save.
——————————————————————
 Creation: 25,000 gp ; blood of a nonevil consort of a 
king or queen plus a gem-encrusted masterwork crown and also 

Command, Instant Costume, Lasting Youth, and Sanctuary.
 Price: 50,000 gp.

Resurrection Shroud
This silk blanket restores the dead to life.
 Benefit: You wrap the shroud around the corpse of a 
Medium or smaller mortal creature, conduct a ritual for 1 hour, 
and expend 25 vitality. If the creature died in the past 1 day per 
level and is not evil and wishes to return, it is restored to life with 
all ailments removed, wounds healed, and at 1 vitality.
    Creation: 25,000 gp ; masterwork blanket worth 5000 gp 
plus Raise Dead.
    Price: 50,000 gp.

Ring of Three Wishes
This  ring grants its wearer 3 wishes.
    Benefit: Up to 3x, you verbalize a desire and immediately 
duplicate the effect of any 1 advanced ability, any 2 intermediate 
abilities, any 5 basic abilities (this includes class free abilities), or the 
Mass Revivify or Raise Dead spell.  You can duplicate the effects of 
another class’s abilities, a monster’s abilities or so forth. The chance 
of success equals 70% + 1% per level. Alternatively, you can roll 
against 70% + a Literacy check. 
 When you have completed 3 wishes, the ring vanishes and trans-
porting itself to a new random location to be used by someone else.
    Creation: 25,000 gp ; a vial of genie’s blood, a masterwork 
ring, and Wish.
    Price: 50,000 gp.

Shadow Blade
This ebony kukri will remove a foe’s head.
    Benefit: While holding the kukri, you gain the following benefits.
————————————————————————
 Infiltrator: You move quietly and attentively through shad-
ows. Apply a +5 bonus on Perception and Stealth checks.
 Enfeebling BiteM: An adjacent foe suffers 1d4 damage from 
the kukri and must resist using Will or move at ½ speed and suffer 
a -2 penalty on attack rolls and a -5 penalty on skill checks based on 
Strength, Constitution, and Dexterity for 2 minutes. Costs 2 vitality.
  Kuki Finesse: Boost attack rolls by +2 using the kukri.
 Vorpal VictoryM: As an immediate action when the kukri 
reduces a foe to below 0 vitality points, the creature must resist using 
Fortitude or lose its head (or 1 head) and die. This ability does not 
affect creatures without heads. Costs 5 vitality.
————————————————————————
 Creation: 25,000 gp ; masterwork short sword plus essence of 
shadow and also Dusk Blade, Infiltrator, Ray of Enfeeblement, Vorpal 
Victory, and Weapon Finesse.
 Price: 50,000 gp.

Sphere of Annihilation
This floating black sphere destroys everything.
 Benefit: This orb of pure entropic darkness floats in midair. 
You gain telepathic control over it on a DC 35 Arcana check. When 2 
or more persons are vying for control, use the highest Arcana check 
result. Once control is gained, the sphere cannot be wrested away 
for at least 10 minutes. By your telepathic command, the sphere 
moves up to 5 ft per round per level in any direction but it cannot 
leave your line of sight or effect. If your vision is disrupted then 
the sphere halts its movement and waits until your regain oversight. 
Moving the sphere costs 2 vitality per round.
 Anything that the orb touches is destroyed. When the sphere 
enters a foe’s square, the creature must resist using Reflex or be 



223

Chapter 10: Magic Items

struck and vanish with a pop from existence. Similarly, objects or 
sections of objects are destroyed up to a single 5-ft-cube per round. 
Attended objects are considered part of the individual holding them, 
and a successful hit consumes both the creature and object.
 The sphere moves perfectly if you spend a standard action con-
trolling it. You can also attempt to move it as a move action or swift 
action, but to do so you must pass a DC 20 or DC 40 Arcana check, 
respectively. 
 Danger: If you fail the Arcana check, the sphere moves back 
toward you with the goal to end its move in your square. Similarly, if 
you are struck unconscious or die, the orb heads back to your square.
 Creation: 25,000 gp ; essence of a shadow creature and 
Sphere of Annihilation.
 Price: 50,000 gp.

Staff of the Magi
This ornate staff glows with numerous arcane symbols.
 Benefit: When you grasp the staff and pass a DC 20 Arcana 
check, you gain access to the following abilities.
————————————————————————
 Dimension DoorM: You vanish and reappear in any unoccu-
pied space  up to 500 ft away, even if unseen, and may take 1 adjacent 
Large or smaller creature or object with you. You arrive dazed for the 
rest of your turn, and if the destination is occupied, you suffer 1d6 
wound damage and appear the nearest open space. Costs 5 vitality.
 FireballM: You project a red ray out to 90 ft that blossoms into a 
15-ft-radius ball of fire. Creatures in the area suffer 1d6 fire damage 
per level, or ½ damage when its Reflex resists. Costs 2 vitality.
 LevitateM: When you concentrate as a standard action, you 
mentally move 1 target weighing up to 250 pounds a distance of 5 ft 
up or down. You can move yourself, a willing creature, or an unat-
tended object out to a distance of 100 ft.
————————————————————————
 Creation: 25,000 gp ; masterwork staff and special inks cost-
ing 300 gp plus Dimension Door, Fireball, and Levitate.
 Price: 50,000 gp.

Teleportation Box
This small iron hut moves you hundreds of miles.
 Benefit: This small, 8-ton iron hut has a 5-ft-square base and is 
8 ft high with a narrow 2½ ft wide locked door. A nondescript key 
that is linked with the box locks and unlocks the door. The door is 
otherwise barred magically. A Knock spell opens the door.
 The box’s interior is a largish 20-ft-cube extradimensional cham-
ber aking to a ship’s bridge Only creatures (not unattended objects 
or natural phenomena such as wind) pass through the door. The 
chamber comfortably holds up to 5 Medium creatures plus 1,000 
pounds of gear. The chamber contains comfortable couches, ambient 
lighting, and a small crystalline control sphere. Sometimes, the box 
also contains a few treasures of its previous owners.
 Up to once per week, when the box’s control sphere is fed 20 
vitality, it teleports the box and occupants to a location chosen by 
whoever works the sphere. The destination may be no more than 100 
miles away per level of the operator. The vitality is donated by one, 
some or all the box’s occupants, as decided at the control sphere.
 The person working the sphere must have a specific destination 
in mind, and must succeed on an Arcana check to arrive there. The 
DC equals 5 for a familiar location, 10 for a visited location, 20 for 
a described location, and 30 for a location known in name only. A 
failed check indicates the box arrives 1d6 miles from the desired 
destination, perhaps in a dangerous locale. 
 By touching the sphere, a person glimpses a 10-ft  area immedi-
ately outside the box. The sphere provides a visual image but not 
sound.
 Danger: There is a 5% chance each time the box is used that 
it will arrive at a random location anywhere within 2000 miles of its 
starting point. Also, there is a 1% chance that it will become stuck 
on the Astral Realm and never arrive at its destination, though it will 

return to its starting point after 1 week. Occupants can wait for a 
week or exit the box to journey in the Astral Realm.
 Creation: 25,000 gp ; masterwork iron box, a solid gold key, 
and a crystal sphere, plus Arcane Lock, Clairaudience/Clairavoy-
ance, Prodigy, Secret Chamber, and Teleport.
 Price: 50,000 gp.

Unearthly Battle Suit
This lightweight suit protects against hostile elements and nasty foes.
 Benefit: As the Exploration Suit (page 209) except it is flexible 
yet as tough as breastplate (DR 7, 15 pounds), it works for up to 24 
hours, you never hunger or thirst in it, it offers a reinforced glass face 
plate with a 120-degree view, and the user can expend 1 vitality to 
leap 30 ft in any direction without a skill check or fear of harm.
 Creation: 25,000 gp ; masterwork breastplate plus Jump, 
Magic Armor, Message, Planar Adaptation, and Sustenance.
 Price: 50,000 gp.

Void Wand
This black rod disintegrates foes and other obstacles.
 Benefit: Using the wand, you target a single 10-ft cube vol-
ume or 1 creature within 120 ft. If you target a volume, unattended 
mundane material and force effects (such as Wall of Force) vanish. If 
you target a foe and beat its Fortitude, it suffers 4d6 wound damage 
and permanently vanishes if it dies. Miracle or Wish restores disinte-
grated items and creatures. Costs 10 vitality.
 Creation: 25,000 gp ; masterwork man-sized iron forge plus 
Disintegrate.
 Price: 50,000 gp.

Warmech Creation Forge
This forge produces 1 warmech per day.
 Benefit: This rare large coffin-like forge produces a single 0th-
level warmech (page 37) per day. The forge weighs 800 pounds and 
is 3 ft wide x 1 ft deep x 7 ft long.  The forge conjures a body and 
awakens it to sentience over 8 hours. Typically, the warmech then 
requires training to reach 1st level.
 Creation: 25,000 gp ; masterwork man-sized iron forge plus 
Forge Construct and Major Creation.
 Price: 50,000 gp.

X-Ray Vision Goggles
You can see through solid obstacles.
 Benefit: You target an opaque 5-ft-square area to peer through 
it as if it were not there. You can peer through 15 ft of wood, 5 ft of 
stone or 1 ft of metal. Or you can view a creature to see it naked with 
clear outlines of any metal objects on or within its person, such as 
hidden daggers. Costs 2 vitality per use.
 Creation: 25,000 gp ; masterwork goggles plus X-Ray Vision.
 Price: 50,000 gp.

Zombie Staff
This vile staff rapidly transforms people into zombies.
 Benefit: When you hold the staff, utter a vile incantation, and 
expend 5 vitality, living creatures within 30 ft suffer cold damage 
equal to 1d6 per level. Moreover, on your next turn, you may expend 
5 more vitality to cause any persons slain by that attack to immedi-
ately transform into zombies that obey your mental commands and 
remain for up to 1 hour before turning to dust. The transformation 
is terrifying, such that surviving living creatures within the area of 
effect are shaken for 1 hour (no save). You can maintain a number of 
levels of zombies at once equal to 4x your level. You cannot exceed 
this limit until existing zombies wither and die. 
 Danger: If you die while clutching this staff then you trans-
form in to a mindless zombie that attacks the nearest living things.
  Creation: 25,000 gp ; masterwork staff plus Animate Dead, 
Cone of Cold, and Fear.
 Price: 50,000 gp.
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“The Abbess of Arc read from the golden tome, 
and by the Creator’s holy power she acquired an 
angelic likeness to smite the demon at the door.”

Chapter 11 
Combat

Here are rules to adjudicate combat. Once combatants meet, they 
take turns, target each other and make attack rolls, and deal damage 
or cause a condition if they overthrow a foe’s defenses.

 Meeting
Here are guidelines to attend to before combat begins.

Who’s Who
Decide who is present, who goes when, and what combatants know.
 Who’s Who: Encounters consist of PCs and NPCs. Handle 
all PCs as individuals, making their own checks and taking their own 
turns. In contrast, the GM makes checks and handles turns for NPCs 
as a single unit or as subunits, whatever is most convenient. 
 For example, PCs face a hobgoblin sergeant and 12 goblin war-
riors. Handle the sergeant as an individual while grouping the war-
riors as a single unit that shares rolls and takes turns together. A GM 
is free to handle NPCs individually.
 Followers of PCs (animal companions, summoned creatures, and 
so forth) go immediately after the PC on his turn.
 The Encounter Area and Special Senses: Con-
sider layout, illumination, terrain, climate conditions, and so forth. 
Compare this to the sensory capabilities of both parties. Senses 
include low-light vision, darkvision, nethersight, scent, tremorsense, 
and so forth. For example, characters who use darkvision in a dark 
area have an advantage over foes who lack darkvision and illumina-
tion. When lighting is an issue, consult page 233 under “Vision and 
Lighting”.
 Potential For Combat: Intelligent creatures do not 
rush into combat unless they feel immediately threatened or are 
expecting hostilities. Characters can flee, surrender, and talk before 
entering combat so long as they are not surprised.   

Readying For Action 
It is common for nervous characters to place a hand on a weapon 
or near an implement to cast a spell even though combat has not 
begun. Unless an item is normally inaccessible (such as in a pack), 
assume characters are ready for action at all times. Thus, drawing an 
item from one’s pack is a mere move action. There is an exception. A 
character can draw 1 item as a swift action while using a move action 
to walk, run or otherwise move over normal terrain.

Surprise & Starting Distance
One or both parties may be surprised when encountering each other. 
As each party approaches the other, they make Stealth checks against 
the other party’s Perception checks. 
 Neither Party Surprised: For both parties, Perception 
equals or exceeds Stealth. No one is surprised. If distance between 
the parties is unknown, assume 30 ft. Roll initiative normally.
 Combatants cannot surprise each other when already engaged in 
combat.
 One Party Surprised: One party’s Perception check 
equals or exceeds the other party’s Stealth check while the other 
party’s Perception check falls short. The first party surprises the sec-
ond and enjoys a free turn before initiative is rolled. Surprised char-
acters are easier to hit than normal. If distance between the parties is 
unknown, assume 30 ft. 
 Both Party Surprised: Both parties’ Perception checks 
fall below their foes’ Stealth checks. Both parties are surprised. Roll 
initiative normally. Typically, the starting distance between parties is 
15 ft.
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Lore Checks
Characters may attempt a Lore check as a swift action at the start of 
combat (or any time thereafter) to learn about a foe. A creature’s sta-
tistics block contains its Lore DC. On a successful check, a character 
learns his foe’s creature type (fiend, undead, etc) and the names (but 
not the details) of 1d4 abilities that the foe possesses.

Bypassing An Encounter
You may be able to bypass an encounter. Most creatures do not wish 
to fight much less die, and if given proper enticement may let you 
pass unharmed. See individual creature entries for details. The GM is 
the ultimate arbiter of whether you may bypass an encounter.

 Turn-Taking
Here are guidelines to determine order and types of actions.

Initiative
Initiative is the order that PCs and foes take turns during combat. 
Determine initiative for all characters as: 
 = d20 + Dexterity modifier + other modifiers
 Combatants with higher initiative go before those with lower ini-
tiative. When there is a tie, the combatant with the higher initiative 
modifiers goes first. If those are equal, determine randomly. A char-
acter may voluntarily adjust downward his initiative result.

Taking Your Turn
Each round on his turn, a character can take 1 standard action, 1 
move action, and up to 3 swift actions. 
 Standard Action: You can use a standard action to acti-
vate a class ability, use an item (such as drinking a potion), aid an ally 
(granting the ally a +2 bonus on d20 rolls), or take a move action 
(below). Most class abilities require a standard action, though there 
are exceptions.
 Move Action: A move action allows a character to either 
speak 10 words, ready an adjacent or worn item (such as removing 
a potion from a rucksack) or move a distance up to the character’s 
listed speed (typically, 30 ft for Medium characters and 20 ft for 
Small characters). When there is difficult terrain (rocky ground, etc) 
a character can move ½ the usual distance.
 Swift Action: Any action that is not covered above, includ-
ing using a skill as part of an action (for example, tumbling while 
moving) or dropping an item.
 Once per round, a character may forfeit 1 standard action or 1 
move action to gain 3 additional swift actions. 
 Before You Roll: When a character uses an action to acti-
vate an ability that modifies his next d20 roll, he declares that action 
before he learns the roll’s result unless the ability states otherwise.
 Bonus Actions: A handful of abilities such as Action Surge 
grant a bonus standard action. However, all characters are always lim-
ited to activating a total of 2 standard actions per round.

Immediate Actions
Outside of a character’s turn, he may be able to take an immediate 
action. This occurs after a foe decides on the action it is taking but 
before it executes the action. 
 A character can take 1 immediate action per round and can only 
do so if he is aware of the attack and thus not unconscious, stunned 
or surprised. An ability that is usable as an immediate action may be 
activated as a swift action, though doing so still counts toward the 
limit of 1 use per round.

Other Combat Actions
A character may forego action (for example, do a standard action 
and not move), or he may forfeit all actions to do 1 of the following:
 Forfeit Turn: You skip your turn (take no actions).
 Full Defense: Forfeit all actions to apply a +5 bonus to your 
DR and saves.

 Full Withdrawal: Forfeit all actions in order to retreat 
from combat at 4x your normal maximum speed. 
 Full Aid: Forfeit all actions and grant to 1 adjacent ally a +5 
bonus to its DR and saves.
 Readied Action: Wait to act later that round. You must 
specify under what conditions you will act. When the conditions are 
met, you act and then the conditions take place. If the conditions do 
not occur, then your turn is wasted. A character is limited to 1 read-
ied action per round.

Tactical Movement
Your speed is determined by your race and your encumbrance. All 
movement occurs in 5-ft increments.
 Moving: A move action lets you move up to your speed each 
turn. If you forfeit your standard action to gain a second move action, 
you can move double your speed. If you spend the entire round run-
ning (and do nothing else), you can move quadruple your speed.
 Difficult Terrain: When you move through difficult ter-
rain such as a rubble strewn area, narrow alcove or a low-lying wall, 
halve your speed. Also, a character can’t run across difficult terrain. 
 Entangled: When moving through giant spider webs or 
other obstacles, a creature moves at ½ speed, cannot run, and suffers 
a –2 penalty on all attack rolls and a –5 penalty on Dexterity-based 
skill checks. An entangled character who attempts to use a magic 
ability must pass a DC 15 Arcana check or lose the ability.
 Squeezed: The character is in a tight space and cannot move 
freely. A squeezed character suffers a -5 penalty to their Reflex.
 Tumbling: On a successful DC 15 Acrobatics check, a charac-
ter can move through an area occupied by a foe.

Prone Actions
When a character is prone (on the ground), he can move at ½ his 
normal speed and use abilities, although he suffers a -5 penalty on 
attack rolls when striking at a non-prone enemy. Conversely, non-
prone creatures enjoy a +2 bonus on attack rolls to hit prone foes.

Combatants Joining the Fray
During combat, more combatants may arrive. Creatures that are 
summoned by existing combatants go on the same initiative value as 
the character they serve. Otherwise, they roll initiative and go when 
their initiative comes up.

Ending Encounters
Combat ends when there are no more attack rolls to be made or foes 
to target. Typically, this means all the PC’s foes are slain or subdued 
or have fled. When exactly this occurs is up to the GM and players, 
and common sense prevails. Assume that dying foes perish unless 
PCs act to aid them or the GM wishes to grant life to a foe. Any char-
acter can feign death on a DC 15 Bluff check or DC 15 Heal check.

 Targeting
Here are guidelines to resolve targeting foes.

Line of Sight & Line of Effect
Ranged weapon attacks and many abilities require line of sight and/
or line of effect to a target. 
 Line of Sight: This means you can see the target. The target 
must still be within the range of the weapon or ability even if you can 
see it. Otherwise, the attack falls short. You lack line of sight to an 
invisible foe, against which attacks have a 50% miss chance.
 Line of Effect: This means there is open space (air) between 
you and the target. For example, the Message ability allows you to 
speak to an ally that you cannot see but is nearby, such as around the 
corner of a hallway. Any solid or liquid material (stone, wood, water, 
glass, etc) breaks the line of effect. An exception is when both you 
and your target are immersed in water, in which case you have line 
of effect.
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 Darkness: Attacks made against or launched by character in 
darkness fail 50% of the time.
 When a target is concealed or covered, you have line of effect but 
not line of sight.

Limited Senses
Attacks may cause blindness or other conditions that hinder the 
senses and inflict penalties until removed. Characters who remain 
deafened for a long time grow accustomed to these drawbacks and 
can overcome some of them.
 Dazzled: The creature cannot see well because of overstimula-
tion of the eyes. A dazzled creature takes a –2 penalty on attack rolls 
and Perception checks.
 Blinded: Reduce speed by ½ and apply a -5 penalty on Reflex, 
initiative checks, and most Strength- and Dexterity-based skill checks. 
Perception checks that rely on visual automatically fail. All foes are con-
sidered to have concealment (50% miss chance) to the blinded charac-
ter except when targeted by an area effect such as a Fireball.
 Deafened: Apply a -5 penalty on initiative checks. Percep-
tion checks that rely on hearing automatically fail. Also, there is a 20% 
chance of failure when using abilities that rely upon speaking or sound. 
 Muted: A muted character automatically fails all skills and abil-
ities that require verbalization.

Special Protection
Foes can hide in shadows, behind curtains or walls and other-wise 
make themselves difficult to target.
 Concealed: A target is concealed if attackers cannot clearly 
see it, whether because of darkness, fog or invisibility. Unless stated 
otherwise, attackers have a 50% chance to miss concealed targets.
 Covered: A character is covered if there are physical barriers 
between itself and foes. Unless stated otherwise, attackers have a 
90% chance to miss targets with cover.
 Incorporeal: An incorporeal creature lacks a physical body 
and resists attacks. Nonmagical weapons have only a 10% chance to 
affect an incorporeal creature. Even magic weapons and magic abili-
ties suffer a 50% chance of failure. An incorporeal creature cannot 
manipulate corporeal objects. It can move through walls and other 
corporeal obstacles, but not force effects. Most corporeal creature can 
materialize or dematerialize as a swift action. An incorporeal creature 
is invisible to corporeal creatures unless it chooses to show itself.
 Invisible: An invisible creature enjoys concealment. Thus, 
attackers have a 50% chance to miss it. Also, it gains a +5 bonus on 
attacks versus Reflex of sighted foes that cannot see it, attackers lack 
line of sight to it, and it enjoys a +10 bonus on Stealth checks.

 Attacking
Here are guidelines to resolve attacks.

Resolving Attacks
Many abilities deliver a harmful effect and require an attack roll to 
succeed as described in the ability’s description. 
 The target may be able to defend himself to minimize harm. There are 
3 defenses, also called saves.
Save Situation Attribute Modifier

Fortitude Withstand physical assault, 
such as by an arrow’s poison.

Strength or Constitution

Reflex Leap or look away, such as 
avoiding falling into a pit.

Dexterity or Intelligence

Will Resist mental assault, such as 
a witch’s charm spell.

Wisdom or Charisma

Each ability indicates which save to use (if any). Compute the target’s 
saves using the following formula:  
 = 10 + ½ target’s level + target’s relevant 

attribute modifier + other modifiers.

 Use attribute modifiers that are most advantageous. For example, 
a character with 15 Charisma and 8 Wisdom would use Charisma to 
improve his Will. 
 The character using the ability makes an attack roll. If the result 
is less than the save, then the target is okay or suffers a moderated 
effect such as ½ damage. If the result is above the save, then the tar-
get suffers the full effect.
 In the event an ability refers to a save but does not specify which 
one, make the following assumption: 

 » When you target a foe with a Medium or Heavy melee weapon 
like a greatsword, you must beat your foe’s Fortitude to hit. 

 » When you target a foe with a ranged weapon like a bow or a 
Light weapon like a dagger, you must beat your foe’s Reflex. 

 » When you target a foe with a natural weapon such as a bite or a 
claw, you must beat your foe’s Reflex.

 » When you target a foe’s mind or with magic, you assault its Will. 
An ability’s description always overrides these default rules.

Automatic & Critical Hits
When a character rolls a 20 on an attack roll, he automatically suc-
ceeds even if his roll plus any bonuses might not normally allow him 
to hit. Moreover, if a 20 would have hit normally, the result is a criti-
cal hit. A critical hit completely bypasses a creature’s DR and also 
deals the maximum possible damage. A handful of weapons men-
tioned at notation 6 on pages 160-161 do critical hits on a 19 or 20.

Automatic Misses
When a character rolls a 1 on his attack roll, he automatically misses 
even if his roll plus bonuses might allow him to hit. 

Defenseless, Helpless & Surprised
If a character is unaware of foes and/or unable to defend itself, then 
attacks are more likely to succeed.
 Defenseless: The character is aware of attackers and can 
make attacks but is unable to defend itself. Typically, the character 
is defenseless when climbing or swimming and lacks a climb or 
swim speed, respectively. Attackers enjoy a +5 bonus on attack rolls 
against a defenseless character. 
 Helpless: The character is unconscious, stunned or otherwise 
completely unable to make attack rolls and defend itself. A fully 
restrained or bound character without magic abilities or natural weapons 
is helpless. If a character can make an attack roll, such as activating a 
magic ability, then he is not helpless regardless of other considerations.
 Surprised: The character is unaware of attackers but is able 
to defend itself. Attackers enjoy a +5 bonus on attack rolls against 
surprised characters. 

Firing Into Melee
When you direct a ranged weapon such as an arrow at a target that 
is already engaged in combat with others, apply a -5 penalty to your 
attack roll. 

Aiding Allies
A character may expend a standard action in order to aid an ally’s 
attack. This grants a +2 bonus to the aided ally’s attack rolls until the 
start of the aiding character’s next turn. 
 Example: Thendrick the wizard and Talos the fighter encoun-
ter a golem that resists magic attacks. Rather than using spells, Then-
drick decides to wave his hands and hoot to distract the golem as a 
standard action. His action grants Talos a +2 bonus on his attack rolls 
until the start of Thendrick’s next turn.

Mob Assaults
Characters benefit by working together. When 5+ attackers are 
adjacent to the same foe, all the attackers enjoy a +2 bonus on their 
attack rolls against that foe. 
 A pile-on involves 10+ attackers. They all become defenseless, 
enjoy a +5 bonus on attacks that round, and end their turn prone.

Chapter 11: Combat



227

Throwing a Splash Weapon
A character can throw an object or direct a weapon or effect at a partic-
ular spot (a 5-ft square). Successfully striking the desired 5-ft space 
requires a ranged attack against Reflex 5 if the spot is within 10 ft, 
Reflex 10 if the spot is within 20 ft, Reflex 15 if the spot is within 30 
ft, and so forth in increments of 10 ft. 
 If the thrower beats the Reflex, the item lands in the spot, delivers 
its effect to any creature in that spot, and affects all creatures adja-
cent to that spot if the item has a splash effect. 
 If a thrower misses, roll 1d8 to randomly determine where the 
thrown item lands. A result of 1 indicates due north, a 2 indicates 
north east, 3 indicates east, 4 indicates south east, and so forth mov-
ing clockwise.

Knock-Outs
You may forego all of your normal attacks during a round and use 
your fist or blunt weapon (or blunt end of a weapon) to render an 
adjacent foe unconscious. To do this, attempt 3 attacks, 1 each against 
your foe’s Fortitude, Reflex, and Will. Then count the number of 
successful attacks to learn the result:

Successes Results

0 Attacker suffers 1d4 vitality (bypasses attacker’s DR).

1 Defender suffers 1d4 vitality.

2 Defender is dazed and unable to move from its space 
for 1d4 rounds.

3 Defender falls prone and lies unconscious for 5 
minutes.

 Apply a +2 bonus to your attacks if your target is surprised and a 
-5 penalty if it is 1 size larger than you or -10 if it is 2 or more sizes 
larger.
 An unconscious creature is helpless. Fortunately, attackers usually 
forego delivering a coup de grace to turn and focus on other foes. 
 Waking a knocked-out creature requires a standard action on your 
part and a successful DC 15 Endurance check on its part. Apply a +5 
bonus to the Endurance check if smelling salts or a similar powerful 
stimulant are used.

 Damage
Here are guidelines to resolve damage delivered by attacks.

Dealing Damage
For melee weapons, thrown weapons, and composite bows, damage 
equals:
 = weapon damage die + Strength modifier 

+ ability, class, and race modifiers.
 It is possible for a weapon to deliver 0 damage but not less than 0 
damage. For ranged weapons except composite bows, use: 
 = base weapon damage + ability, class, and 

race modifiers.

Damage Reduction
DR, or Damage Reduction, reduces the amount of damage dealt by 
an attack. Most monsters have natural DR due to their tough hide 
and/or magical nature, while characters usually rely on armor and 
magic. 
 When an attack or a portion of an attack such as a necromancer’s 
Vampiric Kiss or a warlock’s Poison spell states that it inflicts direct 
wound damage, do not consider the protective effect of DR—apply 
wound damage directly. 
 When an attack inflicts ½ its usual damage, reduce the damage 
accordingly and then subtract DR to learn how much harm the 
target suffers. When a target is struck multiple times by the same 
attacker, handle each attack and apply DR separately to each hit.

Damage Types
Many abilities deliver damage of a specific type: acid, cold, electrical, 
fire, force, holy, necrotic, pain, psychic, sonic or vile. 
 When a damage type is indicated, a target creature suffers damage 
of that type. Some abilities grant a bonus to DR to reduce damage 
caused by a specific type of energy. 
 When a damage type is not indicated, assume the target suffers 
“mundane” damage such as caused by claws or a weapon.

Tracking Damage
Damage is represented using hit points. There are 2 kinds of hit 
points: vitality and wounds.
 Vitality: A measure of a character’s overall energy. Apply dam-
age to vitality first. When a character reaches 0 vitality, he begins taking 
wound damage.
 Wounds: A measure of gross physical hardiness. Apply dam-
age to wounds only when vitality equals 0 or when an ability spe-
cifically states wound damage. When first taking wound damage, a 
character is dazed for the remainder of the round. When a character 
falls below 0 wound points then he falls unconscious. When a char-
acter exceeds his Constitution in negative wound points, he is dead. 
He dies even if he still has vitality points.
 Bleeding: When a character falls below 0 wound points, he 
begins bleeding and automatically loses 1 wound point each round at 
the end of his turn until healed or subject to a DC 15 Heal check. Some 
abilities allow a character to stop bleeding and stabilize automatically. 
 Example: Talos the fighter has 8 wound points and 65 vital-
ity when he is at full health. Over the course of a battle, he suf-
fers 60 vitality points. He has 5 vitality left and has suffered nicks 
and scratches and lost a good deal of “oomph” but is not bleeding 
internally or otherwise seriously injured. Then he suffers 10 points 
of damage. He is now at 0 vitality and has suffered 5 points of wound 
damage, causing him to fall to 3 wound points total. He is still con-
scious and can keep fighting. If he falls below 0 wound points he will 
fall unconscious and lose another wound point each round at the end 
of his turn. Fortunately, Talos’s friend Siegfried the Cleric cures him, 
erasing some of the damage and forestalling further harm, for now. 
 Fast Healing: Some creatures automatically heal wound 
damage without effort at a rate of 1 or more points per round. For 
example, a creature with fast healing 5 automatically heals 5 wound 
points per round. Fast healing never restores vitality. 
 Temporary Hit Points: Some abilities grant hit points for 
a limited duration. Apply damage to these points first. Any points that 
remain when the ability ends go away, but used-up points do not go 
away (a character does not suffer more damage when the ability ends).

Coup de Grace
A combatant can automatically deliver a critical hit to a helpless adja-
cent foe as a standard action. A critical hit completely bypasses a 
creature’s DR and deals the maximum possible damage. Moreover, 
if the attacker is higher level than the target and beats the target’s 
Fortitude, then the target is slain outright.

Special Maneuvers
Characters may attempt to cause a non-damage result such as trip-
ping a foe, pushing a foe backward, or grabbing a foe’s item. Typically, 
these actions rely on abilities such as Trip, Bull Rush, and Grapple. 
However, a GM may allow an opposed DC 18 Acrobatic or Athletics 
check as a standard action. See page 104 under Trip and Hold for 2 
examples of skill-based maneuvers.

Morale Checks
When a NPC is first bloodied (suffers wound damage) it may make 
a morale check. It must resist using Will against its own attack roll 
or flee the scene in the quickest, safest way possible. If it maintains 
morale, it keeps fighting. A creature surrenders (subject to GM 
approval) when it fails a Morale check and cannot escape, and then 
takes additional damage.
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Death
When a character exceeds his Constitution score in negative wound 
points, or when an ability kills him outright, then he is dead. A mortal 
character’s soul leaves his body. Dead characters cannot benefit from 
normal or magical healing, but they can be restored to life via magic. 
A dead body decays normally unless magically preserved, and magic 
that restores a dead character to life also restores the body either to 
full health or to its condition at the time of death (depending on the 
ability or device). Resurrected characters do not worry about rigor 
mortis, decomposition, and such that affect dead bodies.

 Conditions
Here are guidelines to resolve conditions such as fear.

Disability
A disabled creature suffers broken bones, severed tendons, and simi-
lar damage that severely impedes its function. The creature is limited 
to a 5 ft speed and suffers a -5 penalty on d20 rolls and saves. Also, 
the moment a character becomes disabled, he is also stunned until 
the start of his next turn.  Disability remains until a character returns 
to full normal wound points.

Disease, Poison & Distress
Various creatures and substances inflict unpleasant ongoing effects 
such as disease, nausea, poison, and sickness. 
  Diseased: Suffering from disease. Typically, a diseased 
character must resist using Fortitude each day or suffer damage until 
cured or dead. The attack roll varies with the source of the disease.
 Nauseated: Experiencing stomach distress. Nauseated crea-
tures are unable to activate abilities, concentrate, or do anything 
else requiring attention. The only action possible is a single move 
action per turn. Nausea passes after 10 minutes but may return if it 
is caused by an ongoing condition.
 Poisoned: Suffering from poison. Generally, a poisoned crea-
ture may resist when first poisoned. Typically, five minutes later, the 
creature has a 50% chance to suffer the same damage again unless it 
has been cured in the intervening time.
 Sickened: The character suffers a –2 penalty on all dice rolls 
and saves. Sickness passes after 6 hours rest unless it is caused by an 
ongoing condition.

Disorientation
Many attacks briefly disorient a character.
 Dazed: A dazed creature can take no actions but can defend 
itself normally. A dazed condition typically lasts 1 round.
 Stunned: A stunned creature drops everything held, can’t 
take actions or defend itself, and is subject to various attacks includ-
ing a coup de grace and a rogue’s Sneak Attack. A stun effect lasts 1 
round unless stated otherwise.

Falling
When a character falls, apply 1d6 damage per 10 ft fallen, or ½ dam-
age if his Reflex resists an attack of d20 +1 per 10 ft fallen. Apply a 
cap of 20d6 damage. The damage is wound damage when impacting 
a hard surface and vitality damage when impacting a soft surface such 
as tenting or water. Characters can die from a hard impact even when 
they’re at full vitality! When a character falls below 0 vitality, the 
remaining points count as wound damage as usual. 
 When a character suffers wound damage from falling, he must 
resist using Fortitude against an attack of +1 per 10 ft fallen. If the 
attack succeeds, the faller breaks bones and becomes disabled.
 A character falls 575 ft in 1 round (6 seconds) or about 1 mile per 
minute.

Fatigue, Exhaustion, & Sleep
Lack of rest, excessive exertion, and some abilities drain a character’s 
energy and result in fatigue, exhaustion, and sleep.

 Fatigued: Apply a -2 penalty on d20 rolls and saves. Doing 
activities that would normally induce fatigue cause a fatigued charac-
ter to be exhausted. After 2 hours of complete rest, fatigue ends.
 Exhausted: Apply a -5 penalty on d20 rolls and saves. Also, 
reduce speed by ½. After 2 hours of complete rest, exhaustion becomes 
fatigued. Doing anything that would normally cause fatigue or exhaus-
tion causes an exhausted character to fall unconscious instead. 
 Unconscious: Knocked out and unable to attack or defend 
oneself. Unconsciousness typically results from having current hit 
points below 0. Sleeping characters are unconscious.
 Lack of Sleep: Creatures that require sleep must get 6 con-
secutive hours per day or suffer ill effects. Three to 6 hours of sleep-
ing results in fatigue, and any less sleep results in exhaustion for the 
rest of the day. Characters who sleep in armor are normally fatigued 
even if they receive the requisite hours of sleep.

Fear
Many abilities induce fear, causing a character to be shaken, fright-
ened or even panicked. When the source of fear is destroyed or oth-
erwise clearly removed, then the fear effect immediately ends.
 Shaken: A shaken creature suffers a –2 penalty on d20 rolls and 
saves. After 10 minutes away from the source of fear, the effect ends.
 Frightened: As shaken, except the creature also flees from 
the source of its fear as best it can. If unable to flee, it fights instead. 
A frightened creature can use abilities to flee. Indeed, the creature 
must use such means if they are the only way to escape. After 10 
minutes away from the source of fear, a character is shaken instead.
 Panicked:  A panicked creature suffers a –5 penalty on all d20 
rolls and saves and also drops everything it holds and flees from the 
source of its fear as best it can. If unable to flee, it cowers and does 
not attack, typically using the total defense action in combat. After 
10 minutes away from the source of fear, it is frightened instead.

Paralyzed, Petrified, Restrained & Slowed
Some attacks paralyze or petrify a character.
 Paralyzed: A paralyzed character is frozen in place and unable 
to move or act. A paralyzed character cannot take physical actions 
but can take purely mental actions including the use of magic abili-
ties except those that require physical expression to use. A winged 
creature flying in the air at the time that it becomes paralyzed cannot 
flap its wings, and falls. A paralyzed swimmer can’t swim and may 
drown. A creature can move through a space occupied by a paralyzed 
creature—ally or not.
 Petrified: A petrified character has been turned to stone or 
other hard material and is considered unconscious. If a petrified char-
acter cracks or breaks, but the broken pieces are carefully joined with 
the body as he returns to flesh, he is unharmed. If the character’s pet-
rified body is incomplete when he returns to flesh, his body is likewise 
incomplete and the character suffers permanent debilitation.
 Restrained: A restrained character, such as one tied up, can-
not take physical actions due to physical impediments though he may 
be able to talk. A character who is physically restrained but conscious 
can use magical abilities that don’t require physical expression to use. 
 Slowed: A slowed character can take only 1 move or standard 
action each turn, but not both. Also, it moves at ½ speed (round 
down, min 5 ft), and applies a -1 penalty on Reflex and attack rolls.

Taint & Insanity
Encounters with unnatural creatures and powerful magic can impart 
taint and/or insanity.
 Taint: This is a measure of unnatural harmful energy that 
afflicts a character. Typically, mortal creatures gain taint from power-
ful fiends and undead that increase a character’s taint score. Taint can 
only be removed magically. When a creature’s taint score exceeds his 
Wisdom score, he goes insane. 
 Insanity: This state of mental confusion is permanent until 
cured. Each round, an insane character has a 10% chance to act 
normally for 1d10 rounds. Then the character is confused again and 
must resume checking each round for possible sanity.
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Shock, Weariness & Despair
Characters may encounter horrifying scenes such as mutilated bod-
ies or tormented souls that surpass mortal comprehension. You can 
assign such scenes a level from 1 to 20, with 20 as horrific beyond 
imagination. At such times, the character must resist using Will (ver-
sus d20 + ½ scene’s level) or be dazed for 1 round. After several 
shocks or prolonged mild exposure over 24 hours, the character 
becomes weary and must resist using Fortitude or be permanently 
fatigued until aided by magic or 1 week’s rest. Finally, despair follows 
shock after several days. The character must resist using both Will and 
Fortitude or fall into a comatose funk, unable to take action. Heal, 
Psychic Surgery, and more powerful magic abilities end despair.

 Healing
This section describes how characters may heal.

Daily Healing
Each morning following 6 hours of sleep, a character naturally heals 
1 wound point plus a number of vitality points equal to his level x 
his Constitution modifier (with a minimum equal to his level). For 
example, a level 5 character with 15 Constitution heals 5x2=10 
vitality after a night’s rest. No rest means no healing.
 Magical healing such as Lay on Hands cures damage as described 
by the ability. Most magical abilities only heal wound damage.

Fast Healing
At the start of its turn, a creature with fast healing automatically and 
instantly heals wound damage, typically either 2 or 5 points.

Napping
Once daily, a character can take a 2-hour rest to gain 1 of the follow-
ing benefits: end fatigue, turn exhaustion into fatigue, turn uncon-
sciousness into exhaustion, or heal a number of vitality points equal 
to his level. Engaging in combat, making a skill check, or perform-
ing some other challenging action during this rest time negates any 
chance of benefit.

Scarring
After a character suffers wound damage, he may scar. Magical heal-
ing never leaves scars. However, mundane healing (using First Aid or 
taking bed-rest) leaves a scar. The scar is as slight or noticeable as the 
GM or player desires. Heal and Erase Scars remove all scars.

Sharing Vitality & Reviving Allies
As a standard action, a character can transfer vitality to an ally within 
15 ft in the form of a verbal exhortation. The amount equals the 
donor’s Charisma bonus (minimum 1). A character can share once 
daily with each ally.  Alternatively, a character can expend a stan-
dard action to awaken an unconscious adjacent ally who is at negative 
wounds. The ally awakens for 1 round on his turn to speak or take a 
single action and immediately falls unconscious again.

Returning From Death
Heroes may die prematurely. The well-prepared and lucky return to 
life by magic or divine intervention. 
 The following spells restore creatures from death: Love’s Sacri-
fice (page 99), Mass Revivify (page 51), Miracle (page 145), Raise 
Dead (page 51), Reincarnate (page 53), Revivify (page 51), Fiend-
ish Return (page 97), Unity With the Multiverse (page 151), and 
Wish (page 138). Love Sacrifice, Revivify, and Fiendish Return are 
advanced tier abilities with strict criteria to use. All other options are 
paragon tier. 
 Several magic items and a few creatures can also restore a creature 
to life. A character who dies may take that opportunity to change his 
alignment, deity, theme or other aspects of himself.

Sample comBat SeQuence
Here is an example combat sequence between Talos (level 1, page 
11) and a skeleton (level 1, see raDiance Masters guiDe).

Determine Surprise
Is either party surprised? 
 The skeleton has Stealth +1 and Talos has Perception -1. The Gm 
rolls 11 for the skeleton’s Stealth check, and 11+1=12. Similarly, 
the player rolls 14 for Talos’s Perception check, and 14-1=13. Thus, 
Talos noticed the skeleton before combat began.
 Conversely, Talos has Stealth +2 and the skeleton has Perception 
+0. Talos’s d20 Stealth check is a fortuitous 16 (he rolled a 14 and 
added 2). However, the skeleton’s Perception check is 17. So the 
skeleton noticed Talos before combat began.

Determine Initiative
Who goes in what order? 
 The skeleton’s initiative result is 7 (it rolled a 6 and adds 1). Talos’s 
initiative result is 19 (he rolled a 17 and adds 2). Talos goes first.

Round 1
Talos draws his longsword as he moves to the skeleton and takes a 
whack at it. His attack roll is d20+6. He rolls a 10 so the result is 16. 
The skeleton’s Fortitude is only 13, so Talos hits. 
 A longsword does d8 damage so Talos rolls a d8 and gets a 3. His 
18 Strength grants +4 damage, and he has Weapon Focus in the 
longsword, which adds an additional +2 damage, for 9 points total 
(3+4+2). The skeleton has DR 3, so Talos’s longsword only does 6 
points of damage (9-3). Narratively speaking, Talos’s blade hit against 
the skeleton’s ragged armor, which reduced the blow somewhat. In 
any case, the skeleton’s vitality is reduced from 6 to 0.
 The skeleton fights back.
 It uses its Death Grip ability to lock its bony hands around Talos’s 
neck. Its listed attack roll is d20+1. It rolls a 13 so the result is 14. 
Fortunately, Talos’s Fortitude is 16. Even as the skeleton’s hands dig 
into him, Talos pulls them off by sheer strength.

Round 2
Talos uses Rapid Strike to get in 2 blows, though each attack is made 
at a -2 penalty. Twice he rolls d20+6-2. The first result is 8, the sec-
ond result is 16. The 16 hits. His sword cuts thwick-thwack into the 
skeleton’s body causing shards of bone to go flying. 
 Talos rolls damage: d8+4, for 10 points. The skeleton only had 2 
wounds and is reduced to -8 wounds. A living creature might have a 
couple of rounds to bleed before it dies but a skeleton is undead with 
no blood, so it just falls to the ground inert and is effectively out of 
combat.
 Combat is done. Or is it?

New Combatant
While Talos was busy fighting, a second skeleton approached. Its 
Stealth check was 16 (15+1). Talos’s Perception roll is d20-6 (-1 
normally, and an additional -5 because he is busy in combat). He gets 
a 2. The second skeleton has surprised him! 
 The second skeleton immediately gets an attack. It uses its Death 
Grip. Its attack roll is d20+1. The result is 17, which beats Talos’s 
Fortitude of 16. Now, the skeleton is locked onto him. As stated 
under Death Grip, he suffers a -5 penalty to Reflex saves, takes 
1d4+1 damage, and is limited to using Light melee weapons. Alas, 
his longsword is a Medium weapon.
 The skeleton inflicts 3 damage. Fortunately, Talos has tough scale-
mail that provides DR 4, negating potential harm. His armor pro-
tects his neck.

Round 3
Should Talos try to free himself, strike with his fist or do something 
else?  Will he live?
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 Using a Battle Mat
Here are guidelines for using a battlemap to resolve combat.

Measuring Distance
Here are guidelines to map character movement onto a grid.
 Map Pattern: The rules in this section assume you are using 
a square-based grid. Make appropriate adjustments if you are using a 
different kind of grid.
 Scale: On a typical battle mat, 1 square equals 5 ft.
 Diagonals: When measuring distance, the first diagonal 
counts as 1 square, the second counts as 2 squares, the third counts 
as 1, the fourth as 2, and so on.
 A character can’t move diagonally past a corner but he can move 
diagonally past a creature, whether ally or foe. He can also move 
diagonally past other impassable obstacles, such as pits.
 Closest Creature: When it’s important to determine the 
closest square or creature to a location, if 2 squares or creatures are 
equally close, randomly determine which one counts as closest by 
rolling a die.
 Corners: Some abilities affect an area. When an L-shaped wall 
(or similar solid obstacle) occupies a portion of an area and presents a 
corner within that area, then the shielded space—and any creature in 
that space—behind the walls (relative to an attacker) is not affected 
by the attacker’s actions unless the attacker’s effect is meant to pass 
through obstacles. Thus, targets that merely hide around a corner in a 
nonshielded area are still affected by an attacker’s area effect.

Moving Through Squares
These rules cover movement of miniatures.
 Ally: You can move through a square occupied by an ally, unless 
you are charging. When you do so, the ally doesn’t provide you with 
cover.
 Foe: You can’t move through a square occupied by a foe, although 
you can move through a square occupied by a helpless foe without 
penalty. (Some creatures, particularly very large ones, may present 
an obstacle even when helpless. In such cases, each square you move 
through counts as 2 squares.)
 Ending Your Movement: You can’t end your move-
ment in the same square as another creature unless it is helpless.
 Overrun: You attempt to push through a foe’s space as a swift 
action. If you beat its Fortitude, you can freely pass through its space 
while maintaining your speed. If not, you stop adjacent to it and do 
not pass it.  
 Tumbling: On a successful DC 15 Acrobatics check, a charac-
ter moves through a square occupied by a foe.
 Very Small Creature: A Tiny creature can move into or 
through an occupied square as if it were an empty square.
 Square Occupied by Creature Three Sizes 
Larger or Smaller: Any creature can move through a square 
occupied by a creature 3 size categories larger than it is. Conversely, 
a big creature can move through a square occupied by a creature 3 
size categories smaller than it is.
 Ending Movement in an Illegal Space: Some-
times a character ends its movement while moving through a space 
where it’s not allowed to stop. When that happens, put your minia-
ture in the last legal position you occupied, or the closest legal posi-
tion, if there’s a legal position that’s closer.
 Minimum Movement: Despite any penalties to move-
ment, you can always move 5 ft (1 square) in any direction, even 
diagonally. (This rule doesn’t allow you to move through impassable 
terrain or to move when all movement is prohibited.)

Terrain & Obstacles
Special situations hamper movement.
 Difficult Terrain: Difficult terrain hampers movement. 
Each square of difficult terrain counts as 2 squares of movement. 
(Each diagonal move into a difficult terrain square counts as 3 
squares.) You can’t run or charge across difficult terrain.

 If you occupy squares with different kinds of terrain, you can 
move only as fast as the most difficult terrain you occupy will allow.
 Flying and incorporeal creatures are not hampered by difficult ter-
rain.
 Obstacles: Like difficult terrain, obstacles can hamper move-
ment. If an obstacle hampers movement but doesn’t completely 
block it, each obstructed square or obstacle between squares counts 
as 2 squares of movement. You must pay this cost to cross the barrier, 
in addition to the cost to move into the square on the other side. If 
you don’t have sufficient movement to cross the barrier and move 
into the square on the other side, you can’t cross the barrier. Some 
obstacles may also require a skill check to cross.
 On the other hand, some obstacles block movement entirely. A 
character can’t move through a blocking obstacle.
 Flying and incorporeal creatures can avoid most obstacles.
 Squeezing: In some cases, you may have to squeeze into or 
through an area that isn’t as wide as the space you take up. You can 
squeeze through or into a space that is at least ½ as wide as your 
normal space. Each move into or through a narrow space counts as 
if it were 2 squares, and while squeezed in a narrow space you take a 
–5 penalty on attack rolls, Reflex saves, and DR.
 A creature can squeeze past a foe while moving but it can’t end its 
movement in an occupied square.
 To squeeze through or into a space less than ½ your space’s width, 
you must pass a DC 15 Acrobatics check. While doing this, you can-
not attack and you are defenseless.

Big & Little Creatures in Combat
Creatures smaller than Small or larger than Medium have special 
rules relating to position. 
 Tiny Creatures: Very small creatures take up less than 1 
square of space. This means that more than 1 such creature can fit 
into a single square. A Tiny creature typically occupies a space only 
2½ ft across, so 4 can fit into a single square. Creatures that take up 
less than 1 square typically have a reach of 0 ft. This means they can’t 
reach into adjacent squares and must enter a foe’s square to attack in 
melee.
 Large, Huge, and Colossal Creatures: Very 
large creatures take up more than 1 square. Large creatures take up 
2 to 4 squares. Huge creatures take up 5 to 9 squares. Colossal crea-
tures take up 10+ squares.
 Creatures that take up more than 1 square typically have a natural 
reach of 10 ft or more, meaning that they can reach targets even if 
they aren’t in adjacent squares.
 Unlike when someone uses a reach weapon, a creature with 
greater than normal natural reach (more than 5 ft) still threatens 
squares adjacent to it. A creature with greater than normal natural 
reach usually gets an opportunity attack against you if you approach 
it (see below), because you must enter and move within the range of 
its reach before you can attack it.
 Large or larger creatures using reach weapons can strike up to 2x 
their natural reach but can’t strike at their natural reach or less.

Opportunity Attacks
When using a battle mat, a combatant may enjoy an “opportunity 
attack” each round against certain adjacent foes. Here are several 
ways to provoke an opportunity attack against you.

 » You fire a ranged weapon while adjacent to a foe.
 » You use a magic ability while adjacent to a foe. Abilities marked 

with an M are magic abilities.
 » You move while adjacent to a creature larger than you. The 

opportunity attack is resolved as an immediate action prior to you 
moving. 

 Creatures are limited to making 1 opportunity attack per round. 
If an opportunity attack misses, the opponent’s action continues nor-
mally. Otherwise, the action does not occur after all and the oppo-
nent forfeits the remainder of its turn.
 A defenseless, paralyzed, stunned, unconscious or otherwise inca-
pacitated creature cannot make opportunity attacks.
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“On the tenth day we stumbled from the torrid jun-
gle to find the mystical temple of Rahz aglow from 
fresh blood sacrifices. That night, we entered.”

Chapter 12: Exploring

Chapter 12 
Exploring

This chapter gives eveything you need as you explore the wild world, 
from its dark corners, through storms, and between deadly traps.

 Perception
Here are rules to resolve interaction with the environment. 

Awareness
When characters move through an environment or interact with 
others, they may spot, hear, or otherwise notice a clue, creature or 
other stimulus even if they are not deliberately attentive.  
 Passive Perception: To determine whether a character 
perceives something in the physical environment, the GM compares 
the DC of what’s hidden versus the character’s Passive Perception 
score, which equals 10 + usual adjustments to the Perception skill. 
 For example, for a hiker to spot a wildcat hiding in a tree, the 
GM compares the wildcat’s Stealth check against the hiker’s Passive 
Perception score. 
 To determine whether a character perceives an inanimate object 
or a creature that is not trying to conceal itself, apply DC 10 (if easy), 
DC 15 (if moderate) or DC 20 (if difficult). 
 Passive perception cannot be used to resolve the effects of magical 
illusions or other effects of magic abilities.
 Characters in combat suffer a -5 penalty to Perception checks.
 Passive Insight: This works like passive perception, except 
it relies on the character’s Insight, with a score of 10 + the usual 
adjustments to the Insight skill. Passive insight cannot be used to 
resolve the effects of Undetectable Alignment or other effects of 
magic abilities.

Languages
Sentient creatures speak (or at least understand) 1 or more lan-
guages, which are listed in the table below. Literate speakers can read 
and write in the alphabet associated with their language. A shared 
alphabet indicates shared linguistic roots, such that characters with 
different languages but the same alphabet can communicate with 
each other more easily than might otherwise be expected. 
 Characters begin knowing their racial languages plus a number of 
additional languages equal to their Intelligence bonus (if any). Simi-
larly for NPCs and monsters.
 
Table 12-1: languages

Language Typical Speakers Alphabet

Abyssal Demons and chaotic evil deities Abyssal

Ancient Atlans and other ancient human 
peoples

Common

Aquan Water creatures Genie

Auran Flying creatures Genie

Celestial Angels and good deities Celestial

Common Humans, halflings, and other civilized 
folk

Common

Draconic Dragons, lizardfolk, kobolds, reptiles Draconic

Drow Drow Elven

Druidic Druids Elven

Dwarven Dwarves Dwarven

Elven Elves Elven

Giant Giants Dwarven
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Language Typical Speakers Alphabet

Gnoll Gnolls Abyssal

Gnomish Gnomes Dwarven

Goblin Goblins, hobgoblins, and bugbears Infernal

Ignan Fire creatures Genie

Infernal Devils and lawful evil deities Infernal

Halfling Halflings Common

Mechan Warmech, cyclones, and other 
constructs

Dwarven

Orcish Orcs, half-orcs, and ogres Abyssal

Signal Primitive humanoid tribes —

Sylvan Dryads, nymphs, and other fey Elven

Terran Earth creatures Genie

Thieves Cant Thieves and similar scoundrels Abyssal

Undercommon Aberrations, subterranean monsters Dwarven

Interaction
When parties encounter each other, violence is not assured or even 
typical. Table 12-2: Reactions describes 5 grades of social interaction. 
 
Table 12-2: reaCTions

Reaction Means a character... Possible Actions

Helpful Will take risks to help you. Protect, backup, heal, aid

Friendly Wishes you well. Chat, advise, offer limited 
help, advocate for you

Indifferent Doesn’t much care. Expected interaction.

Unfriendly Wishes you ill. Mislead, gossip, avoid, watch 
suspiciously, insult

Hostile Will take risks to hurt you. Attack, interfere, berate, flee

 Characters can try to improve others’ reactions in order to make a 
situation more peaceful and productive. Table 12-3: Improving Reac-
tions states the Bluff or Diplomacy needed to improve reactions by 1 
step after 1 minute of interaction. 
 When a check fails by 10 or more then the attempt has the oppo-
site effect and degrades the reaction by 1 step. 

Table 12-3: iMproving reaCTions

Starting
Reaction

Bluff or Diplomacy DC 
to Improve One Step*

Result When Fail 
by 10 or More

Helpful — Become friendly

Friendly DC 20 Become indifferent

Indifferent DC 15 to make friendly Become unfriendly

Unfriendly DC 15 to make indifferent Become hostile

Hostile DC 20 to make unfriendly —

* Adjust the DC by +5 if the parties had a past violent encounter. 
Adjust the DC by -5 if both parties have the same alignment. Adjust 
by +5 if a party does not understand the other’s language or +10 if 
neither party understands the other. Also, when appropriate, apply a 
character’s Comeliness modifier to the check.
 Example: Talos meets a shopkeeper who is starts as indifferent 
to him. Talos wishes to make the interaction more friendly in order 
to secure a discount. The DC to improve from indifferent to friendly 
is a 15. If the check result is a 15 or better then the shopkeeper 
is friendly, if it is 6 to 14, the shopkeeper remains indifferent, and 
if it is 5 or less then the shopkeeper becomes unfriendly. Had the 
shopkeeper had a negative experience with Talos in the past, the DC 
would have been 20.

Vision & Lighting
Many characters need light to see by. Refer to Table 12-4 and Table 
12-5 below for the radius that a light source illuminates and how 
long it lasts.
 Standard Vision: Humans can discern detail out to 120 ft 
in daylight, 30 ft in shadowy conditions, 5 ft in near-darkness, and 0 
ft in total darkness. Most creatures have normal vision in addition to 
other vision modes such as darkvision and nethersight.
 Light: In an area of bright light, all characters can see clearly. A 
creature can’t hide in an area of bright light unless it is invisible or has 
cover.
 Shadow: In an area of weak illumination, a character can see 
dimly. Creatures within this area have concealment relative to that 
character. A creature in an area of shadow can make a Stealth check 
to conceal itself.
 Darkness: In areas of darkness, creatures without darkvision 
are effectively blind. In addition to obvious effects, a blinded crea-
ture has a 50% miss chance in combat (all foes have concealment), is 
defenseless (until detecting a threat), moves at ½ speed, and takes a 
–5 penalty on Perception checks and most skill checks.
 Low-light Vision: In shadowy illumination, characters 
with low-light vision can see 2x as far away as the given radius. Dou-
ble the effective radius of distances shown in Tables 11-4 and Table 
12-5.
 Darkvision: Characters with darkvision can see dark areas 
normally as if viewing them in daylight, though vision is black and 
white only. A creature can’t hide within line of sight of a character 
with darkvision unless it is invisible or has cover.
 Nethersight: This improves darkvision, such that charac-
ters with nethersight can see in magically produced darkness as well 
as normal darkness.
 Heavensight: Characters with heavensight can see in condi-
tions of blinding illumination in full color as easily as seeing in nor-
mal daylight.

Table 12-4: naTural lighT sourCes and illuMinaTion

Object Bright Shadowy Duration

Candle 1 n/a 5 ft  1 hour

Everburning torch 20 ft 40 ft Permanent

Lamp (common) 15 ft 30 ft 6 hours/pint

Lantern (bullseye) 2 60-ft cone 120-ft cone 6 hours/pint

Lantern (hooded) 30 ft 60 ft 6 hours/pint

Sunrod 30 ft 60 ft 6 hours

Torch 20 ft 40 ft 1 hour
1 A candle does not provide bright illumination, only shadowy illu-
mination.
2 A bullseye lantern illuminates a cone, not a radius. 

Table 12-5: MagiCal lighT sourCes and illuMinaTion

Spell Bright Shadowy Duration

Continual Flame 15 ft 30 ft Permanent

Daylight 60 ft 120 ft At will

Halo 15 ft 30 ft At will

Illusionist (torches) 5 ft 15 ft At will

Light 15 ft 30 ft At will

Magical Extra-Sensory Perception
Abilities such as Detect Magic, Detect Secret Doors, and See Invis-
ibility heighten perception. Typically, they require concentration to 
work and show a visible glow to the magic user only (not other char-
acters) when the relevant condition such as magic is present. 
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 Movement
There are 3 movement scales, as follows.

 » Tactical, for combat, measured in ft per round.
 » Local, for exploring, measured in ft per minute.
 » Overland, for getting from place to place, measured in 

miles per hour or miles per day.

Movement Modes
While moving at the different movement scales, creatures generally 
walk, hustle or run.
 Walk: A walk represents unhurried but purposeful movement 
at 3 miles per hour for an unencumbered human.
 Hustle: A hustle is a jog at about 6 miles per hour for an 
unencumbered human. A character who moves 2x during a round 
(rather than moving and making a standard action) is hustling when 
he moves.
 Run: Moving 4x speed is a running pace. It represents about 12 
miles per hour for an unencumbered human, or 8 miles per hour for 
a human in chainmail, or 4 miles per hour for a human in platemail.
 Every minute a character runs, he must succeed on an Endurance 
check. The DC equals 10 + the number of minutes already spent 
running. Failure indicates no running. A character can rest for 1 min-
ute to reset the DC to 10.
 Table 12-6: Movement and Distance quickly summarizes how far 
a character moves in various situations using these modes. 

Overland Movement
Characters covering long distances cross-country use overland 
movement. Overland movement is measured in miles per hour or 
miles per day. A day represents 8 hours of actual travel time except 
for sailing ships which move for 24 hours. Travel often costs vitality.
 Walk: A character can walk 8 hours in a day of travel with-
out a problem. Walking for longer than that can become taxing (see 
Forced March, below). Walking costs 1 vitality per hour, or 0 vitality 
on a successful DC 10 Endurance check. A character who reaches 0 
vitality automatically stops walking and is fatigued.
 Hustle: Each hour of hustling costs 2 vitality, or 1 vitality on 
a successful DC 15 Endurance check. A character who hustles for 
more than 1 hour becomes fatigued. A character who reaches 0 vital-
ity automatically stops hustling and must succeed on a DC 15 Endur-
ance check or fall unconscious.
 Run: A character can’t run for an extended period of time. 
Attempts to run and rest in cycles effectively work out to a hustle.
 Terrain: The terrain through which a character travels affects 
how much distance he can cover in an hour or a day (see Table 12-8: 
Terrain and Overland Movement). A highway is a straight, major, 
paved road. A road is typically a dirt track. A trail is like a road, 
except that it allows only single-file travel and does not benefit a 
party traveling with vehicles. Trackless terrain is a wild area with no 
paths.
 Forced March: In a day of normal walking, a character 
walks for 8 hours. The rest of the daylight time is spent making and 
breaking camp, resting, and eating.
 A character can walk for more than 8 hours in a day by making a 
forced march. For each hour of marching beyond 8 hours, the char-
acter suffers 3 vitality damage, or 1 vitality on a successful DC 15 
Endurance check. A character who reaches 0 vitality automatically 
stops doing a forced march and must succeed on a DC 15 Endurance 
check of fall unconscious.
 Mounted Movement: A mount bearing a rider can 
move at a hustle. The creature can also be ridden in a forced march. 
See Table 12-9: Mounts and Table 12-10: Vehicles for mount and 
vehicle speeds. 
 Mounts expend vitality just as people do.  That is, a mount must 
succeed on a DC 10 Endurance check each hour when walking or 
suffer 1 vitality damage. Similarly, a mount must succeed on a DC 15 
check each hour when hustling or doing a forced march, or suffer 2 

vitality or 3 vitality damage respectively. Even on a successful check, 
the mount suffers 1 vitality per hour when hustling or doing a forced 
marching. Thus, characters should take care to not ride for long peri-
ods just before engaging in mounted combat.
 Waterborne Movement: See Table 12-10: Vehicles for 
speeds for water vehicles. Water vehicles can be poled or rowed for 
8 hours or sailed for 24 hours.
 If going downstream, add the speed of the current (typically 3 
miles per hour) to the speed of the vehicle. 
 In addition to 10 hours of being rowed, a boat or ship can float an 
additional 14 hours in a current of 3 miles per hour, if someone can 
guide it, so add an additional 42 miles to the daily distance traveled. 
 Vehicles can’t be rowed against any significant current, but they 
can be pulled upstream by draft animals on the shores.
 

Table 12-6: MoveMenT and disTanCe    
—————— Speed ——–————
15 ft 20 ft 30 ft 40 ft

One Round (Tactical)

Walk 15 ft 20 ft 30 ft 40 ft

Hustle 30 ft 40 ft 60 ft 80 ft

Run 60 ft 80 ft 120 ft 160 ft

One Minute (Local)

Walk 150 ft 200 ft 300 ft 400 ft

Hustle 300 ft 400 ft 600 ft 800 ft

Run 600 ft 800 ft 1,200 ft 1,600 ft

One Hour (Overland)

Walk 1½ miles 2 miles 3 miles 4 miles

Hustle 3 miles 4 miles 6 miles 8 miles

Run — — — —

One Day (Overland)

Walk 12 miles 16 miles 24 miles 32 miles

Hustle — — — —

Run — — — —
 
Table 12-7: haMpered MoveMenT    
Condition Additional Movement Cost

Difficult terrain x2

Obstacle requiring skill check x2

Poor visibility x2

Impassable —

Table 12-8: Terrain and overland MoveMenT   
Terrain Highway Track/Trail Trackless

Desert, sandy x1 x½ x½
Forest x1 x1 x½
Hills x1 x¾ x½
Jungle x1 x¾ x¼
Moor x1 x1 x¾
Mountains x¾ x¾ x½
Plains x1 x1 x¾
Swamp x1 x¾ x½
Tundra, ice x1 x¾ x¾
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Table 12-9: MounTs    
Mount Load Per Hour Per Day

Light horse Light 6 miles 48 miles

Light horse Heavy 4 miles 32 miles

Heavy horse Light 5 miles 40 miles

Heavy horse Heavy 3 miles 24 miles

Pony / riding dog Light 4 miles 32 miles

Pony / riding dog Heavy 3 miles 24 miles

Donkey/Mule Light 3 miles 24 miles

Donkey/Mule Heavy 2 miles 16 miles

Table 12-10: vehiCles    
Vehicle Motive Force Per Hour Per Day

Cart / wagon Pulled 2 miles 16 miles

Raft / barge Poled or towed ½ mile 5 miles

Keelboat Rowed 1 miles 10 miles

Rowboat Rowed 1½ miles 15 miles

Sailing ship Sailed 2 miles 48 miles

Warship Sailed and rowed 2½ miles 60 miles

Longship Sailed and rowed 3 miles 72 miles

Galley Sailed and rowed 4 miles 96 miles
       

Flying
Table 12-11: Flying Maneuvers describes Athletics checks to resolve 
when a flyer attempts an unusual action or faces difficult conditions. 
Use Acrobatics to resolve precise actions such as using a device or doing 
a somersault while flying. When a flying creature fails a check to stay 
aloft it may be checked or even blown away.
 Checked: A creature is prevented from achieving forward 
motion by an applied force, such as wind. Checked creatures on the 
ground merely stop. Checked flying creatures move back a distance 
specified in the description of the effect or 5 ft per 5 miles per hour 
of wind if no amount is specified. 
 Blown Away: A creature can be blown away by winds of high 
velocity. A creature touching the ground that is blown away is knocked 
down and rolls 1d4 x 10 ft, taking 1d4 damage per 10 ft. A flying crea-
ture that is blown away is blown back 2d6 x 10 ft and takes 2d6 damage 
due to battering and buffering.

Climbing & Swimming
Creatures with a climb speed or swim speed can climb and swim, 
respectively, with the same ease as a land creature can walk. Other 
creatures move at ½ their normal land speed and must succeed on an 
Athletics check each round, with the DC varying with the difficulty 
of the terrain and desired action. A typical is 15. Such creatures are 
also defenseless. That is, attackers enjoy a +5 bonus on attack rolls 
against a defenseless character.
 In water, living creatures automatically ascend at full speed to the 
surface even when unconscious. Creature that cannot breathe water 
can dive 10 ft on a DC 5 Endurance check. Increase the DC by +10 
for each additional 10 ft of depth. Wearing weights increases a crea-
ture’s descent speed by +10 ft.

Evasion & Pursuit
When tracking round-by-round movement, simply counting moves, 
it’s impossible for a slow character to get away from a determined 
fast character without mitigating circumstances or special abilities. 
Likewise, it’s no problem for a fast character to get away from a 
slower one. 
 When the speeds of both characters are equal, there is a simple 
way to resolve a chase: If 1 creature is pursuing another, both are 

moving at the same speed, and the chase continues for at least a 
few rounds, have them make opposed Athletics checks to see who 
is the faster over those rounds. If the creature being chased wins, it 
escapes. If the pursuer wins, it catches the fleeing creature. 
 Sometimes a chase occurs overland and could last all day, with 
both sides only occasionally getting glimpses of each other at a dis-
tance. In the case of a long chase, an opposed Endurance check made 
by all parties determines which can keep pace the longest. If the 
creature being chased rolls the highest, it gets away. If not, the chaser 
runs down its prey, outlasting it with stamina.
 Resolve tracking, and attempts to counter tracking, using the Sur-
vival skill. See page 106 for details.

Natural Terrain
Few outdoor or underground environments are paved or even 
smooth. Plant life, rocks, water, and inclines impede the motion 
of creatures with fly, burrow, swim, and climb speeds, respectively. 
Table 12-12: Tactical Speed in Natural Terrain explains how to adjust 
a creature’s speed in a variety of conditions. The presence of multiple 
conditions, such as lush seaweed growth while swimming underwa-
ter, uses the worst possible speed.

Table 12-12: TaCTiCal speed in naTural Terrain

Speed

Typical Impediments

Plantlife Solid Obstacles Water Level Incline

Normal Barren None On land None

¾ normal Sparse Some stones Wading 30 °

½ normal Moderate Rocks and stones Swim at surface 60 °

¼ normal Lush Dense jagged rocks Underwater 90°

5 ft Impassible Walls of stone Deep diving 120 °

Assisted Movement & Unnatural Terrain
Abilities such as Spider Climb boost character’s spped or give them 
new forms of movement. Assume that once an ability is put into 
effect, the movement is natural and requires no extra attention.
 Magic may also hinder movement. For example, the Entangle spell 
either tightly holds creatures, preventing movement, or causes them 
to move at ½ speed and suffer a -2 penalty on all d20 rolls. 
 Finally, characters may visit alternate realms of existence. For 
example, in the Astral Realm, people travel and fight using their 
mental attributes rather than their physical attributes. 

Table 12-11: flying Maneuvers    
Maneuver Athletics DC*

Stay aloft in a strong wind (25-50 mph) 5

Stay aloft in a severe wind (51-75 mph) 10

Move at less than ½ speed and remain flying 10

Avoid losing 10 ft of altitude when suffering damage 
while flying

10

Avoid falling damage by cushioning your fall 10

Stay aloft in hurricane winds (76-175 mph) 15

Hover 15

Turn greater than 45º by spending 5 ft of movement 15

Turn 180º by spending 10 ft of movement 20

Fly upward at greater than a 45 degree angle 20

Stay aloft in tornado-force winds (176+ mph) 25

Avoid plummeting to the ground after a midair col-
lision

25

* Adjust the DC based on the creature’s size. Tiny is +10, Small is 
+5, Large is -5, and Huge is -10.
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 Breaking & Entering
When attempting to break an object, you have 2 choices: smash it 
with a weapon or break it with sheer strength.
 When a character tries to break something using a weapon, 
assume the attack automatically hits and determine damage as nor-
mal, except that ranged weapons—and energy attacks other than 
acid and sonic—do ½ damage. Reduce damage dealt by the object’s 
DR before applying excess damage against the objects hit points. 
When an item has lost ½ or more of its hit points, adjust the DR and 
break DC by -2. The object is destroyed when its hit points reach 0.
 When a character tries to break something with sudden force, 
use an Athletics check to resolve whether he succeeds. Larger and 
smaller creatures get size bonuses and penalties on such checks: Tiny 
–10, Small –5, Large +5 or Huge +10. Also, a crowbar or portable 
ram improves a character’s chance of breaking open a door by +2.
 Table 12-13: Harming Objects lists DR, hit points, and Strength 
DC to harm objects encountered by adventurers.

Table 12-13: harMing objeCTs    
Object DR Hit Points* Athletics DC**

Wooden door (simple) 5 10 13

Wooden door (good) 5 15 18

Wood door (strong) 5 20 23

Rope bonds (1 inch diam.) 0 2 23

Rope (rend 4 inch diam.) 2 5 26

Iron bars (bend them) 10 30 24

Iron bars (break them) 10 30 35

Barred wooden door 6 15 25

Chain (burst it) 10 5 26

Iron door (2 inch thick) 10 60 28

Metal machine (large) 10 100 36

Metal machine (medium) 10 50 31

Metal machine (small) 10 10 26

Small chest 5 10 17

Treasure chest 5 15 23

Masonry wall (1 ft. thick) 8 90 35

Hewn stone (3 ft. thick) 8 540 50

Manacles 10 10 26

Masterwork manacles 10 10 28

* Dealing half the listed hit points disables but doesn’t destroy a device. 
** Increase the DC 
by +5 if the item is 
protected by basic 
magic, or by +10, 
+15 or +20 for inter-
mediate, advanced, 
or paragon magic, 
respectively. If mul-
tiple abilities apply, 
use the highest one.
 You can use Table 
12-14 to approxi-
mate an object’s 
likely hardness and 
hit points. Use the 
DR listed. The hit 
point values are to 
breach a 1-square-ft 
area that is 1 in thick.

Table 12-14: MaTerial QualiTies

Substance DR Hit Points (1”)

Paper or cloth 0 2

Rope 0 2

Glass 1 1

Reinforced glass 2 2

Ice 3 3

Leather or hide 2 5

Wood 5 10

Stone 8 15

Iron or Steel 10 30

Mithral 15 30

Adamantine 20 40
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 Void Travel
Use the following rules to adjudicate travel thought outer space.
 Vacuum Conditions: The Void is an airless vacuum. 
Unprotected creatures suffer 1d3 wound damage per round. Also, 
beginning on the third round, a creature is blinded and deafened 
(no save), and at the end of the fourth round is dazed from then on 
(no save). Creatures that don’t need to breathe (such as constructs 
and undead) suffer no harm. Incorporeal creatures move through the 
Void as any other environment.

 Breach Conditions: When a pressurized area opens 
to the Void, unsecured objects and creatures that fail to resist using 
Reflex against attack d20+7 are drawn into the Void. Creatures must 
save every round that depressurization occurs (the time varies with 
breach size and the volume affected). Assume a 1-ft-square breach 
depressurizes a 10-ft-cube chamber in 1 round.
 Heat and Cold: In the Void, creatures suffer fire damage 
when exposed to direct sunlight or cold damage when in darkness. 
The damage is 5 points per round (no save). Endure Elements and 
similar abilities may ameliorate or negate the damage.
 Radiation: Wild currents of energy move through the Void. 
Living creatures not protected against radiation automatically con-
tract a degenerative disease after 10 minutes exposure even when 
protected from other aspects of the Void. The “disease” has an incu-
bation period of 4 hours, after which time the creature suffers 1d4 
wound damage per day until cured by Cure Ailment. Constructs and 
undead are immune to radiation.
 Variant Gravity: Beyond a world’s reach, assume a null-
gravity environment. Characters feel weightless and can push off 
stationary objects or secured creatures in order to move 30 ft per 
round. When pushing off an unsecured base, both the creature and 
the base move at 15 ft per round unless the base is at least 2 size 
larger (Huge for a Medium character), in which case only the smaller 
body moves. In low-gravity zones, characters gain a +30 bonus to 
Athletics checks and can carry 3x their normal load. Conversely, in 
high-gravity areas, apply a -5 penalty to all Strength- and Dexterity-
based skill checks and reduce by ½ a character’s carrying capacity.  
 Protection Against the Void: A character can 
protect himself using Planar Adaptation. A Miracle or Wish protects 
1 creature per level for up to 24 hours. Other abilities and items such 
as an exploration suit (page 209) also offer protection. 
 Achieving Orbit: Void conditions begin 100 miles from 
a typical world’s surface. A creature or object can circle for a year 
or more in orbit, which begins at 100 miles and extends to 25,000 
miles or more. A Teleport spell can likely transport a character to a 
point in orbit around a world.   
 Moons: A typical moon is 250,000 miles from its parent 
planet. Most moons have low gravity with a slim zone of safe tem-
peratures, but are otherwise akin to the Void. A Miracle, Realms Shift 
or Wish moves a character and his allies to moons.
 Worlds of a Solar Domain: A solar domain includes 
a sun or suns, asteroids, and other bodies under a shared gravitational 
influence. Distances within a solar domain are measured in astronomi-
cal units, or AUs. One AU equals approximately 93 million miles. Plan-
ets may be as close at 1/3 of an AU, or as far as 10 AU from each other. 
A typical solar domain spans 50 to 100 AU total.  
 Interstellar Travel: The distance between solar 
domains is measured in light years. One light year is approximately 
6 trillion miles, which may be crossed via travel through the Astral 
Realm. Solar domains may be as close as 1 or 2 light years, or as far as 
hundreds of light years. A typical distance between solar domains is 
3d6 light years. The easiest way to traverse such long distances relies 
on Realm Shift (page 101) to visit the Astral Realm and then return 
from there to one’s destination. At the GM’s option, a Miracle or 
Wish will also bridge interstellar distances.
 Void Ships: A spellship can be augmented to traverse the 
Void by adding the Safety Bubble ability to the ship. For an example, 
see the Trevolis Void spellship on page 200.
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 Time
The rules assume a 60-minute hour, 24-hour day, and 7-day week. 
Also, refer to Table 12-17: Common Calendar below to track the 
passage of time. 
 The common calendar is a year of 13 lunar months, and each 
month is exactly 4 weeks or 28 days, for 364 days total. There is 
also a “New Years Day” at the start of each year that is not part of any 
month, resulting in 365 days total. 
 Each month falls under a constellation sign that well-describes the 
month’s theme. For example, the Portal sign is a doorway that ushers 
in the new year while the fiery Dragon sign denotes high summer. 
Using the signs is a convenient way to recall and refer to the months.

Table 12-17: CoMMon Calendar

No Sign
Day of 
Year

Week
of Year Season

Hours
Light

Example
Holidays

1 Portal 1-28 1-4 Mid-winter 9 New Years

2 Spider 29-56 5-8 Late winter 10 Weaving 
Week

3 Tree 57-84 9-12 Early spring 11 First Planting

4 Angel 85-112 13-16 Mid-spring 12 Alms and 
Vows

5 Knight 113-140 17-20 Late spring 13 Battle Call

6 Crown 141-168 21-24 Early summer 14 Ruler’s 
Birthday

7 Lute 169-196 25-28 Mid-summer 15 Merriment

8 Dragon 197-224 29-32 High summer 15 Founding Day

9 Fiend 225-252 33-36 Late summer 14 First  Harvest

10 Ghoul 253-280 37-40 Early fall 13 Night of the 
Dead

11 Genie 281-308 41-44 Mid-fall 12 Harvest 
Festival

12 Magi 309-336 45-48 Late fall 11 Three Magi

13 Wolf 337-364 49-52 Early winter 10 Day of Silence

 Assume the first day of the first month falls on the winter solstice, 
and each month corresponds to a full passage of the moon. A full 
moon falls mid-month, on the evening of the 14th day, and a new 
moon falls at month’s end, on the evening of the 28th day.  
 The listed seasons assume a northern hemisphere locale with a 
warm climate and more summer. Your campaign setting’s climate 
may be quite different.
 Each month hosts a common holiday suited to that month’s sign, 
and cultures will celebrate some holidays over others or have their 
own. Here are brief explanations.
 New Years: Though New Years Day is not part of any month, 
people tend to celebrate the new year for a week or more with feast-
ing and gifts.
 Weaving Week: Late winter is for arts and crafts such as 
weaving as inspired by the industrious spider. Many births occur dur-
ing this time too.
 First Planting: People till the fields and plant the first 
seeds. Planting will continue for several months, depending on the 
crop desired.
 Alms and Vows: In mid-spring people clean homes and 
donate goods. People are also encouraged to clean out their moral 
and ethical attic by speaking with those they have wronged, or been 
wronged by.
 Battle Call: The weather in late spring is amenable to mili-
tary campaigns. In years without war, there are parades.
 Ruler’s Birthday: Regardless of when a king or queen’s 
actual birthday is, people celebrate on this day. The aristocracy offer 

Climate & weather
Weather can make adventuring a pleasure or a nightmare, particu-
larly for characters laden with armor and other gear. Weather also 
affects agriculture. Several abilities including Control Weather and 
Rain Dance magically alter the local weather, usually to one’s benefit.
 Climate: Set the temperament appropriately to the time of 
year. In temperate climes, winter is cold, spring and fall are mild, and 
summer is hot. Tropical climes are mild in winter and hot all other 
seasons, while arctic climes are mild in summer and cold all other 
seasons. Each day, roll 2d10 and consult Table 12-15: Temperature to 
learn that day’s temperature. 
 Extreme Temperatures: Outside of mild temperatures, 
characters without Endure Elements must attempt a DC 15 Survival 
check. Success means no harm. Failure means 1d6 vitality damage 
(bypasses DR) or 1 wound damage if the character has 0 vitality. 
Apply a -5 penalty if the character is inappropriately dressed: either 
over-dressed (Medium or heavier armor or thick clothing) in hot or 
hotter temperatures, or under-dressed (Light or no armor, or no 
thick clothing) in cold or cooler temperatures.

Table 12-15: TeMperaTure

Temp (°F)
Weather

Grade
Survival
Check

Climate 
(roll 2d10 each day)

Cold Mild Hot

Above 150 Deadly heat 1/rnd 2 2 2

130 to 150 Extreme heat 1/min 3 3 3-4

110 to 130 Broiling 1/10 min 4 4 5-8

80 to 110 Hot 1/hr 5-6 5-8 9-12

40 to 80 Mild — 7-9 8-14 13-15

10 to 40 Cold 1/hr 10-13 15-17 16-17

-20 to 10 Frigid 1/10 min 14-17 18 18

-20 to -50 Extreme cold 1/min 18-19 19 19

Below -50 Deadly cold 1/rnd 20 20 20

 Weather: Every 2d4 hours, roll d20 and consult Table 12-16: 
Weather. Poor weather penalizes skill checks, provides concealment, 
slows movement, and may topple characters in combat. Also, every 
hour, characters must pass a Survival check to avoid getting lost. Use 
the best result for the whole party. 

Table 12-16: WeaTher

d20 Grade Lost? Effects (every 2d4 hours)

1-13 Calm — Partially cloudy, wind 0 to 10 mph

14-15 Abnormal DC 5 Heat wave, cold snap, mist or dust, or 
wind gusts

16-17 Precipitation DC 
10

Drizzle, snow flurry or light fog 
(-5 Perception, -2 on all other skill 
checks, enjoy concealment, and pass 
DC 10 Acrobatics check each round in 
combat or be knocked prone)

18-29 Storm DC 
15

Moderate precipitation, winds 20-50 
mph, and possibly thunder and/or 
lightning (-10 Perception, -5 on all 
other skill checks, enjoy concealment, 
move at ½ speed, pass DC 15 Acrob-
natics check each round in combat or 
be knocked prone)

20 Powerful 
storm

DC 
20

Heavy precipitation, winds 50+ mph, 
plus possibly flooding and/or tornado 
(-20 Perception, -10 on all other skill 
checks, concealment, ¼ speed, pass 
DC 20 Acrobatics check each round or 
be knocked prone)
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 Disease
Diseases are a scourge of pre-modern societies. Every disease has 
2 key qualities: infectiousness and severity. Infectiousness measures 
how easily a disease is transmitted from 1 person to another. Severity 
indicates a disease’s harmfulness. 
 Diseases do not spread in a linear or obvious way. Mainly, a disease 
can linger in a small pocket for a long period, then quickly explode 
to infect many people, and then slow to a crawl as a few wary survi-
vors learn to avoid it and hang on. Wise medical practices can greatly 
reduce infectiousness.
 Contracting Disease: Refer to Table 12-19: Spread of 
Natural Diseases to decide how quickly a nonmagical disease spreads 
in a population. A disease starts at 1% of the population, usually with 
1 person or a small group of people who are entering a community for 
the first time. The disease spreads rapidly, though silently, at first and 
then slows its pace somewhat as it infects the remaining population.

Table 12-19: spread of naTural diseases

Disease’s
Infectiousness

Percentage of Population Infected

Start In 1st Week Thereafter Maximum

Low 1% +2% / day +2% / week 33%

Medium 1% +5% / day +5% / week 66%

High 1% +10% / day +10% / week 99%

 The table’s values apply to urban areas with an unprepared popu-
lace. In rural areas, and in urban areas with preventive means, change 
the infection rate from days to weeks, and from weeks to months. 
Most natural diseases require close contact and have low infectious-
ness. Once infected, a disease has an incubation period, either short 
(1d4+2 hours) or long (1d6 days). The most dangerous period is 

 Natural Hazards
If inclement weather and rough terrain aren’t enough, natural hazards 
may hinder or kill characters. Table 12-18: Natural Hazards describes 
hazards by level, terrain, effect, and duration. When caught in a haz-
ardous area, a character may be able to resist against an attack equal to 
d20 + the hazard’s level or suffer the effect. Unlike encounters with 
people or creatures, assume a set amount of time passes equal to the 
hazard’s duration, or at least as many rounds as the character chooses 
to remain in the area if the duration is “ongoing”. 

Table 12-18: naTural hazards

Hazard Lvl Terrain Effect Duration

Avalanche 8 Arctic or mountains Swept 1d10×500 ft and suffer 8d6 damage or ½ when Reflex resists 5 minutes

Blizzard 8 Any outdoor cold area Reduce to ½ speed and visibility, suffer 2d6 cold damage per hour 1d20 hours

Cess pool 4 Caves, swamp or urban Resist using Fortitude or contract a randomly-selected disease Ongoing

Dust storm 3 Desert Reduce to ½ speed and visibility, suffer 1d3 fire damage per hour 1d4 hours

Flash flood 2 Beach, desert or swamp Swept down river 10 ft per round unless Fortitude resists 1d4 hours

Forest fire 5 Woods or jungle Suffer 1d4 fire damage per round, or 1 fire damage if Reflex resists 1d4 days

Hail 4 Any outdoor area Suffer 1d4-1 damage per round 5 minutes

Hot springs 4 Caves or swamp Suffer 1d4-1 damage per round Ongoing

Hurricane 5 Beach, or large body of water Knocked prone and suffer 1d4 damage per round unless Reflex resists 1d4 days

Lava 20 Caves or mountains Suffer 20d6 wound damage per round if immersed, or 10d6 if adjacent Ongoing

Lightning storm 6 Any outdoor area 1 in 20 chance of strike per round for 2d10 electrical wound damage 1d4 hours

Major quake 9 Any -5 on dice rolls for 3d10 rounds, fall prone if Reflex fails, 
and suffer 1d6 damage per round if indoors

5 minutes

Minor quake 3 Any -2 on dice rolls for 2d10 rounds 2 minutes

Quicksand 4 Desert, jungle or swamp Sink 1d20 inches per round. When submerged, see suffocation below Ongoing

Radiation 5 Any Suffer 1 wound damage per minute Ongoing

Rock slide 5 Mountains Swept 1d10×100 ft. Also suffer 4d6 damage or ½ when Reflex resists 2 minutes

Sand storm 6 Desert Blinded for duration of storm 1d4 hours

Smoke 7 Anywhere fire occurs Suffer 1 wound damage per round Ongoing

Starvation 1 Any but jungle or woods Suffer 1 wound damage per day Ongoing

Suffocation 10 Caves or outer space 1d3 wound damage per round Ongoing

Swamp gas 3 Jungle or swamp Suffer 1 hit point per minute Ongoing

Thirst 2 Any but woods or snow Suffer 1 wound point per 4 hours after 4 initial hours without water Ongoing

Tornado 5 Any except mountains or caves Thrown 1d10×100 ft and suffer 4d6 damage unless Reflex resists 1d20 minutes

gifts to the monarch and to those who marry. Thus, marriages are 
common this month.
 Merriment: Early evenings in mid-summer, after long days 
in the fields, are ideal times to entertain with plays, poetry, songs, 
and dances.
 Founding Day: People celebrate the country’s historical 
birth.
 First Harvest: Serious harvesting begins of major crops. 
This is when people say, “You reap what you sow,” to guard against 
evil’s temptations.
 Night of the Dead: People visit graves of loved ones dur-
ing the day and then don masks at night to ward off evil spirits.
 Harvest Festival: People give thanks for their harvest and 
celebrate with a great feast. Also, town councils are elected for the 
coming year.
 Three Magi: Three spellcasters travel through towns and vil-
lages in search of children with magical talent to train in the coming 
years. 
 Day of Silence: People stay quiet as prisoners are released, 
executed or expelled to fend against local monsters, which are hun-
gry this month.
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when a person is mingling with others and infected but not yet ill.
 Suffering Disease: Refer to Table 12-20: Effects of Nat-
ural Diseases to resolve a disease’s effects. Everyone suffers some 
effect, as indicated under “Auto-Onset Effect” once the incubation 
period ends, and those who fail a DC 15 Endurance check also suffer 
an additional immediate effect, with worse effects overriding less 
acute effects.

Table 12-20: effeCTs of naTural diseases

Disease
Incubation
Period

Auto-Onset
Effect

If Fail DC 15 
Endurance check

Apoplexy 1d4+2 hours Confusion 5 
minutes

Permanent -2 penalty 
to all mental attributes

Bilious 1d4+2 hours Sickened 5 
minutes

Nauseated 1d6 hours

Cholera 1d4+2 hours Nauseated 
1d6 days

Death

Consumption 1d6 days Fatigue 1d4 
months

Death in 2d12 months

Delusions 1d4 hours Perception 
and Insight 
checks -10

Permanent -2 penalty 
on Perception and 
Insight checks

Ergot 1d4 weeks Continuous 
burning sen-
sation under 
skin

Hallucinate for 5 min-
utes every 1d6 hours.

Flu 1d6 days Fatigue 2d6 
days

Exhaustion 1d6 days

Harrowing 1d4+2 hours Unconscious 
1d4 days

Permanent blindness, 
deafness, or muteness.

Hysteria 1d4+2 hours Panicked 5 
minutes

Permanently shaken

Lumps 1d6 days Exhaustion 
1d6 days

Fatigue 1d6 months

Pox 1d6 days Exhaustion 
1d6 days

Scars (-2 Comeliness)

Plague 1d6 days Exhaustion 
1d6 days

Death

Ravaging 1d4 hours Enraged for 
5 minutes 
(attack crea-
tures)

Unconscious for 1 day

Shakes 1d4+2 hours Frightened 
1d4 hours

Permanent -2 penalty 
to all physical attributes

 Astral Travel
The Astral Realm is a supernatural expanse in which all other realms 
float. Each realm is like an island in the ocean or planet in the sky. 
Moving though the expanse allows a creature to move between 
realms.
 Appearance: The Astral Realm is an endless sky-scape 
with multi-colored cottony nebulas and a silvery to golden glow 
in most directions. The glow varies from bright to hazy. There is 
no sun. Rather, light emanates from the many nebulas. Rarely, the 
Astral Realm produces weather-like effects, typically a silvery fog 
or a dreadful astral storm. Rarely, random objects, from boulders to 
magic items to astral spellships, are found here. 
 Movement: Astral travel is like flying. However, a creature’s 
tactical speed is based on its level. Similarly, a vehicle’s tactical speed 
is based on its pilot’s level. The speed equals 5 ft per level.
 The Astral Realm has subjective gravity. That is, creatures can ori-
ent themselves however they like and are free to move in 3 dimen-
sions. This can make movement confusing at times, especially in 
combat.

 Nebulas: Each colorful nebula is keyed to a specific realm. A 
savvy explorer can identify a nebula’s destinations by its color. The 
time to travel between nebulas, such as from the Mortal Realm to 
Hades or Olympia, takes 5d20 hours, and there are no assurances. A 
traveler who is unfamiliar with the Astral Realm and lacks navigation 
tools can easily become lost. Far from any nebulas, the Astral Realm 
grows dark. These dark regions are called the Outer Darkness.
 A nebula might be an inchoate or a ghostly terrain with spirits that 
resemble the realm to which it’s keyed. A nebula that leads to the god 
Asmodius’s realm of Gehenna will dance with ghostly fires and sport 
a prison camp where visages of damned souls work for eternity. This 
nightmarish terrain is mostly an illusion (mostly).
 Portals: Each nebula hosts a cluster of portals that lead to spe-
cific locations within the realm to which its keyed. Spells like Analyze 
Portal and Detect Portal assist this process. Inside a nebula, the time 
to find and go to any portal is always 5d4 rounds, though one is not 
assured to arrive at one’s destination. 
 Viewed from the realm to which it leads, a portal is invisible and 
intangible and rarely signals its presence. Thus, a character might fall 
down a normal-looking pit and find himself deposited in the Astral 
Realm. Such random portals are very rare. More often, portals come 
about due to a thinning of the boundaries between realms caused 
by the overuse of magic or are deliberately created by creatures or 
powerful magic users.
 Anyone can utilize an open portal by stepping through it. A portal 
might be closed and thus unusable. The Control Portal ability allows 
creatures to open a closed portal, and vice versa. Creatures that fre-
quent the Astral Realm usually rely on Realm Shift in order to move 
about without worrying where portals might lie. That said, these 
creatures are not adverse to using portals.
 Some portals come in pairs and act as conduits between 2 loca-
tions on the realm. They use the Astral Realm to create a short-cut. 
For example, a portal in the castle’s torture room might lead to the 
king’s bedroom many floors above. Step through the portal and you 
arrive instantly in the paired location.
 Inhabitants: When a person is born, his body gains a soul 
that sprouts from the Astral Realm. Similarly, when a person dies, 
his soul separates from his body and moves through the Astral Realm 
toward a realm that will be his home for the afterlife. Supernatural 
beings such as angels and devils also travel here as part of their regu-
lar duties or, rarely, when engaged in warfare. A few beings just wan-
der. They are either lost, don’t wish to leave, or are hiding. Legends 
describe the corpses of dead gods and lost spectral cities, though 
such places are very rare and hard to find.
 Slith Civilization: Some members of the slith race (page 
34) make their home in the Astral Realm. Mostly, these slith hail 
from ancient priestly and warrior casts that use realm to continue 
warfare against monstrous aberrant foes. These slith rarely make per-
manent homes in a single place. Instead, they travel on spellships 
or move around in large caravans, camping at convenient outposts. 
However, legends describe a few fortresses and cities.
 Magic: Magical abilities that send creatures, objects, and mes-
sages across vast distances rely upon access to the Astral Realm. 
These abilities include Astral Spell, Commune, Deep Pockets, 
Dimension Door, Dimension Step, Gate, Secret Chamber, 
Secret Chest, Realm Shift, Teleport, Sending, and most Summon  
spells. If a character in the Mortal Realm (or some other realm) is 
blocked from accessing the Astral Realm, then these spells fail to 
function. Simply, nothing occurs and no vitality is expended. Natu-
rally, such magic does not work in the Astral Realm itself. 
 The Astral Realm is home to no deity or alignment, and magic 
abilities such as Consecrate and Desecrate that establish an align-
ment-based effect over an area always fail to function.
 Timelessness: The Astral Realm is ageless and forever. Age, 
hunger, thirst, poison, and natural healing don’t function in the 
Astral Realm, though these processes resume functioning when a 
creature leaves the Astral Realm. Creatures that call this place home 
tend to travel to other realms in order to birth and raise young.
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Table 12-21: divine realMs

Deity Name Alignment Portal Color Realm Description Features

Absolom,
Avatar in Chains

Neutral good Indigo Shahdol A picturesque, ever-refreshing land of plenty where the 
faithful live cooperatively in peace and joy as they strove 
for in life.

Good, paradise, tem-
perate

Asmodius, 
Cambist of Secrets

Lawful evil Red Gehenna A fiery prison camp where the damned are worked for 
eternity, their souls enslaved to devils.

Evil, hot, lawful

Beyos,
Father of the Sea

True neutral Sea blue Oceanus An endless sea dotted with islands, underwater king-
doms, magnificent ships, and terrifying whirlpools. It’s 
capital is Tritonius.

Aquatic, timeless, 
wilderness

Corvis, 
The Eternal Reveler

Chaotic neutral Yellow Limbo An ever-changing landscape of merriment and wicked 
bestial pleasures where little is as it seems and even less 
is taken seriously.

Chaotic, random, 
wilderness

Esmariah,
Our Lady of Respite

Neutral good White Elysium A pleasant and joyous place similar to mortal life but 
without pain, suffering or conflict.

Good, peaceful, tem-
perate

Greenwyrm, 
The Farwatcher

True neutral Dark green Arborea A menagerie of many climes where sentient plants and 
animals rejoice in nature’s beauty.

Submagical, timeless, 
wilderness

Iris,
The Sky Maiden

Chaotic good Sky blue Olympia Pleasant azure seas are home to radiant white-cliffed 
islands and quiet, snow-capped volcanos.

Aerial, chaotic, good

Lilith, 
Princess in Pain

Neutral evil Purple Hades A sad, gray, and fatiguing place similar to mortal life but 
with intense pain, regret, and bitterness.

Evil, gray, submagical

Maiya, 
Font of Magic

True neutral Royal blue Arcadia A wondrous land of animated steam engines, talking 
animals, and odd architecture that is ruled by mages.

Peaceful, supermagical, 
temperate

Maurob, 
The Dream Beast

Chaotic neutral Brown Pandorum Dark twisting tunnels and howling woodlands where 
nasty monsters track prey to stay their hunger.

Chaotic, dark, phrenic

Mithrais, 
Ironwright of Ages

Lawful neutral Copper Mechanus An endless warren of mines, foundaries, and store-
houses for gems, jewels, gold, and magic. 

Cavernous, lawful, 
urban

Nefriti,
Mistress of Veils

Neutral evil Dark gray Tartaros A dark wasteland with prisons, tombs, torture cham-
bers, theater halls, and mounds upon which birds peck 
at the damned.

Dark, evil, unliving

Palendine
Platinum Protector

Lawful good Platinum Polaris A starry realm of infinite sky with floating aeries, sleek 
sky ships, and flocks of dragons.

Aerial, good, lawful

Phane,
Lord of Arms

Lawful evil Orange Acheron An endless battlefield of clashing armies and their war 
machines in trenches and gutted cities.

Evil, lawful, violent

Rorax
Merchant of Nonesuch

Neutral evil Ochre Nonesuch A dizzying wonderland of twisted mirrors, odd 
machines, and living mannequins where dreams are 
made real. Its capital is Averice.

Evil, mirror, urban

Solari, 
The Sun King

Lawful good Gold Celestia A shining paradise of marble castles, rolling white 
clouds, angelic statues, and crystal fonts.

Good, lawful, lumi-
nous

Stolgar,
Frostbrand Warrior

Neutral good Steel blue Asgard A snowy woodland of warm granite fortresses with 
sweet music, warm beds, and rich ale for fallen heroes.

Good, cold, wilderness

Tanish, 
Twilight’s Prince

Chaotic good Light green Avalon A fair-weather countryside of fields, woods, and man-
sions that paternaturally delights the senses.

Chaotic, good, tem-
perate

Thulzuur
The Devouring Dust

Chaotic evil Black Venter The other gods banished Thulzuur for rebellion.  His 
followers’ souls reside inside his dark stomach, where 
everything dissolves.

Entropic, evil, void

Tiamat
Mother of Demons

Chaotic evil Pink Abyss A terrifying jumble of acidic swamps and ruins where 
howling demons hunt souls and fight each other.

Aquatic, chaotic, evil

Voktra, 
Matron of Crossroads

True neutral Light gray Urbana A spawling market with many portals to and from all 
realms of the multiverse. The varied minions of gods 
jostle under imposed peace.

Peaceful, timeless, 
urban

Ymuri
The Mind’s Eye

Lawful neutral Silver Esalen A land of airy buildings nestled in perfect harmony with 
pleasant naturescapes.

Lawful, phrenic, 
temperate

 Alternate Realms
Characters may travel to other worlds and divine realms of exis-
tence. Table 12-21: Divine Realms summarizes major destinations. 
 Characters can reach these realms using various magic abili-
ties and devices such as a wizard’s Realm Shift spell or the rare and 
expensive Planewalker’s Astrolabe. The Mortal Realm where charac-
ters typically live is linked to each and all the divine realms via the 
Astral Realm. Thus, a character who cannot directly reach a divine 
realm can journey through the Astral Realm in search of a color 

pool, an opaque doorway of swirling color that invites travelers into 
a realm. Although a traveler cannot see through the doorway, the 
color betrays the destination. 
 Each deity’s realm has key features referred to in the far right col-
umn of the table below. For example, Absolom’s realm of Shahdol 
has the good, paradise, and temperate features. It’s nice! In contrast, 
Asmodius’s realm of Gahenna has the evil, hot, and lawful features. 
Characters may be overwhelmed when not prepared! 
 Beginning on the next page is a complete description of the many 
possible features that may canvas an entire world or realm. 
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Aerial Realms
Visitors to aerial realms experience the following effects.
 Aerial Adaptation: When a character remains in the 
realm for 1 year, he gains a 30 ft fly speed. However, if he leaves the 
realm for more than 1 hour, he loses the benefit and must start over.  
 Endless Sky: The realm is open skies in all directions. Small 
to large chunks of land float about. The chunks consist of 2d10 10-ft 
cubes. Ideally, characters have a fly speed. A non-flying creature falls 
575 ft in 1 round (6 seconds) or approximately 1 mile per minute. 
Each round on its turn it may attempt a DC 15 Arcana check to use a 
magic ability or a DC 15 Acrobatics check to catch a chunk of float-
ing debris. There is a 5% chance per round of falling to strike debris 
for 20d6 damage. A character may keep falling forever.
 Flying is Easy: Characters with a fly speed enjoy a +5 bonus 
on Acrobatics and Pilot checks.

Aquatic Realms
Visitors to aquatic realms experience the following effects.
 Aquatic Adaptation: When a land-based or aerial char-
acter remains in this realm for 1 year, it gains a 30 ft swim speed and 
is able to breathe water. However, it loses the ability to breathe air 
and its land speed is reduced to 5 ft.
 Endless Sea: Water magically appears in any enclosed dry 
area (except aboard ships) with fills such areas at the rate of a single 
10-ft-cube per hour. Ideally, characters should have a swim speed 
and way to breathe water.

Bounded Realms
Visitors to bounded realms experience the following effects.
 Firm Boundaries: Although the realm—or parts of the 
realm—may look expansive, movement is restricted to a set area. A 
character cannot progress because the areas are illusionary and don’t 
exist. Typically, a character cannot fly far into the sky, burrow under 
the earth, or pass through thick hedges. Which regions are bounded 
may vary by the realm’s ruler’s whim.

Cavernous Realms
Visitors to cavernous realms experience the following effects.
 Caving is Easy: Boost Dungeoneering and Athletics checks 
by +5 while in the realm and for 24 hours thereafter.
 Everywhere is Underground: There is no true 
open sky. The entire realm consists of caverns, tunnels, and so forth. 
Sometimes a character might believe he has found an opening to the 
surface with twinkling stars at night, only to discover he is inside a 
giant geode instead.
 Suffocation: There is little refreshment of air. Characters 
who remain in an enclosed 10-ft-cube space for 1 hour must hold 
their breath or immediately begin suffocating. A typical character 
can hold his breath for a number of rounds equal to this Constitution 
score.
 Underground Adaptation: When a character 
remains in this realm for 1 year, it gains a 30 ft burrow speed which 
it can use for 1d4 rounds before needing to rest for 1 minute. He also 
gains darkvision. However, if the character leaves the realm for more 
than 1 hour, he loses these benefits and must start over.  

Chaotic Realms
Visitors to chaotic realms experience the following effects.
 Chaos Lives, Law Dies: Chaotic characters return to life 
1d3 rounds after death to 1 hit point with no ailments or other con-
ditions. Dead lawful creatures cannot be restored to life while there, 
though they can be restored when their bodies leaes the realm.
 Chaos Trumps Law: Chaotic creatures enjoy +2 bonus 
on dice rolls while lawful creatures suffer -2 penalty on dice rolls.
 Free In Thought & Form. Abilities with Charm or 
Dominate in their name always fail and abilities that change a crea-
ture’s shape have a duration limited only by the creature’s wishes. 
 Imitation is Easy: Boost Disguise and Trick checks by +5. 

Cold Realms
Visitors to cold realms experience the following effects.
 Cold Everywhere: There are icy pools, frigid geysers, 
frost vents and other dangers. Characters move at ½ speed or suffer 
1d6 cold damage per move if they move faster. 
 Cold Trumps Fire: Double cold damage and halve fire 
damage. A magic user suffers a -5 penalty on attacks when producing 
fire. Oppositely, a magic user enjoys a +5 bonus on attack rolls when 
producing cold.
 It’s Always Cold: The day has shifts: 8 hours of cool tem-
perature (30º F), 4 hours of cold (-10º F), 8 hours of frigid tempera-
tures (-50º F), and 4 hours of cold (-10º F).

Dark Realms
Visitors to dark realms experience the following effects.
 It’s always Dark: The day has shifts: 8 hours of dusk, 4 
hours of normal darkness, 8 hours of magical darkness, and 4 hours 
of normal darkness. Darkvision improves perception in normal dark-
ness, and  Nethersight allows a character to see normally in magical 
darkness.

Entropic Realms
Visitors to entropic realms experience the following effects.
 Debilitating Wind: Every 10 to 60 minutes, a fierce 
wind kicks up for 1d6 rounds and causes unsheltered creatures to 
have concealment and lose 1d6 vitality per round.
 Dwindling Power: Double the vitality cost of abilities. 
 Naked: The realm is free of mundane plant life and cannot sus-
tain animals for long. Also, mundane gear weighing up to 5 pounds 
deteriorates after 1 day, or after 2 days up to 50 pounds. Such gear  
crumbles to dust and blows away. Magical gear is unaffected.
 Unrest: Curative magic, rest, potions, Heal checks, and other 
means to restore hit points automatically fail unless the creature 
attempting the healing is within a magical space such as a Holy Circle 
or Secret Chamber. 

Evil Realms
Visitors to evil realms experience the following effects.
 Everywhere is Desecrated: Celestials cannot be cre-
ated or conjured in the realm and they cannot even enter areas where a 
vile alter is present within 30 ft. Fiends and undead cannot be banished 
from the realm. Also, the Consecrate ability always fail.
 Evil Lives, Good Dies: Evil characters return to life 1d3 
rounds after death to 1 hit point with no ailments or other condi-
tions. Dead good creatures cannot be restored to life while there.
 Evil Trumps Good: Evil creatures enjoy +2 bonus on dice 
rolls while good creatures suffer -2 penalty on dice rolls.
 Nasty is Easy. Boost Bluff and Intimidate checks by +5.
 Vile Power: Double vile damage dealt and halve holy damage 
dealt.

Good Realms
Visitors to good realms experience the following effects.
 Everywhere is consecrated: Fiends and undead can-
not be created or conjured in the realm and they cannot even enter areas 
where a holy alter is present within 30 ft. Celestials cannot be banished 
from the realm. Also, the Desecrate and Death Zone abilities always fail.
 Good Lives, Evil Dies: Good characters return to life 1d3 
rounds after death to 1 hit point with no ailments or other condi-
tions. Dead evil creatures cannot be restored to life while there.
 Good trumps evil: Good creatures enjoy +2 bonus on 
dice rolls while evil creatures suffer -2 penalty on dice rolls.
 Holy Power: Double holy damage dealt and halve vile dam-
age dealt.
 Nice is Easy. Boost Diplomacy and Heal checks by +5.

Gray Realms
Visitors to gray realms experience the following effects.
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 Ennui: Characters are fatigued until they leave the realm. 
Those who remain for 1 year are permanently exhausted instead and 
refuse to travel for more than 120 ft by magical or mundane means.
 Grayscape: The realm lacks color. It is black and white with 
stark, unpleasant shades of gray.

Hot Realms
Visitors to hot realms experience the following effects.
 Fire trumps cold: Double fire damage and halve cold 
damage. A magic user suffers a -5 penalty on attack rolls when pro-
ducing cold. Oppositely, a magic user enjoys a +5 bonus on attack 
rolls when producing fire.
 It’s always hot: The day has shifts: 8 hours of warm tem-
perature (70º F), 4 hours of heat (110º F), 8 hours of broiling tem-
peratures (150º F), and 4 hours of heat (110º F).
 Fire everywhere: There are lava pools, fiery geysers, steam 
vents and other dangers. Characters move at ½ speed or suffer 1d6 
fire damage per move if they move faster.
 

Lawful Realms
Visitors to lawful realms experience the following effects.
 Law Lives, Chaos Dies: Lawful characters return to 
life 1d3 rounds after death to 1 hit point with no ailments or other 
conditions. Dead chaotic creatures cannot be restored to life while 
there.
 Law Trumps Chaos: Lawful creatures enjoy +2 bonus on 
dice rolls while chaotic creatures suffer -2 penalty on dice rolls.
 Obedience & consistency: Abilities with Charm or 
Dominate in their name always succeed and abilities that change a 
creature’s shape or provide a disguise don’t last more than 1 round.
 Proper is Easy: Boost Literacy and Nobility checks by +5.

Luminous Realms
Visitors to luminous realms experience the following effects.
 It’s always Light: The day has shifts: 8 hours of dawn, 4 
hours of normal sunlight, 8 hours of blinding light, and 4 hours of 
normal sunlight. Blinding light blinds most creatures. The Heaven-
sight ability allows a character to see normally in blinding light.

Mirror Realms
Visitors to mirror realms experience the following effects.
 False Familiarity: Persons, objects, and places in the 
realm echo or mirror the Mortal Realm or some other realm. The 
echo may consist of 2 or more places layered atop each other. What-
ever the case, characters who are familiar with the locale being mir-
rored will be sufficiently familiar with this realm to make History or 
Streetwise checks with only a -2 penalty.
 Infinite Loop: The realm repeats events from the mirrored 
locale. For example, it might repeat a volcanic event that occurred 
over a 3-day period in the mortal realm. Every 3 days, events restart 
and individuals in the realm are completely unaware of previous iter-
ations through the loop. 
 Stuck In Time: Every day that a character remains in a mir-
ror realm, there is a 5% chance that he will join the denizens of that 
realm, completely forgetting that this realm is unnatural and unreal. 
If removed from this realm, the character slowly recalls his former 
life over 1d4 days.
 Sudden Endings: The infinite loop won’t continue forever. 
At the end of each iteration, there is a 1% chance the loop stops and 
all mirrored elements dissolve into nothingness as they are replaced 
by a new mirroring. Characters caught in the loop when it ends may 
be expelled or slain.

Mundane Realms
Visitors to mundane realms experience the following effects.
 Dweomerless: Magic abilities fail to work for all creatures 
though no vitality is expended by failture. However, a creature with 
the goddess Maiya’s Eldritch Spark ability (page 138) may attempt a 

DC 20 Arcana check to use a basic magic ability.
 Mundane Adaptation: When a magic using character 
remains in this realm for 1 year, he may permanently trade his levels 
in a magic oriented class for an equal number of levels in a nonmagi-
cal class such as barbarian, fighter, or rogue. 
 Tech Trumps Magic: Knowledge of magic vanishes. 
Apply a -10 penalty on Arcana checks and a +2 bonus on Craft, 
Mechanics, Nature, Survival, and Warcraft checks. Creatures quickly 
adapt to mundane realms.

Mutating Realms
Visitors to mutating realms experience the following effects.
 Monstrous Blending: When a person suffers wound 
damage from a creature, there is a 1 in 6 chance that he contracts 
a curse that transforms him over 3d6 hours into the same creature 
type as his attacker. If the character’s level is higher than the attacker’s 
level, he retains the difference as class levels and also retains some of 
his personality (alignment, mental statistics, and memory). If his level 
was lower, there is a 50% chance he dies instead of changing.

Paradise Realms
Visitors to paradise realms experience the following effects.
 Creativity Is Easy: Boost Craft and Music checks by +5.
 Food For All: A character can conjure tasty nutritious food 
and water to satisfy 3 persons or 1 mount by expending 2 vitality.
 Replenishing Romance: Once daily, a character can 
spend 10 minutes in intimate romance with another character, after 
which both recover to full vitality.
 Want No More: After 1 minute of work, characters can 
conjure up to 1 cubic ft per level of nonmagical, nonliving, unat-
tended matter (typically furniture, clothing, armor, etc). Items last 4 
hours + 1 hour per level or until dismissed. Doing so costs 2 vitality. 
However, conjuring precious metals and gems requires 5 vitality and 
characters are limited to 1 pound per level. Conjured items vanish 
when moved to a different realm.

Peaceful Realms
Visitors to peaceful realms experience the following effects.
 All is Pure: Food and water never spoil, and all creatures are 
immune to poison and disease. 
 Easy Health: Curative magic has 2x normal healing benefit.
 Nonviolence: When targeting a creature for the first time 
on a given day, the attacker must resist using Will against attack +20 
or be unable to attack that particular creature for 24 hours.
 Safety: Creatures never suffer critical hits. Instead, when an 
attacker rolls a natural 20 using a weapon, his weapon self-destructs 
and immediately turns to harmless dust. Creatures also enjoy +1 DR, 
do not bleed or become disabled, and never suffer wound damage.

Phrenic Realms
Visitors to phrenic realms experience the following effects.
 Awaken Latent Talents: All creatures gain 1 basic abil-
ity of the psion class, selected at random or by the GM. The effect 
lasts 24 hours and renews automatically unless the creature leaves 
the realm.
 Mind-Speed: Adjust a creature’s speed by +/-10 ft per point 
of Intelligence or Wisdom modifier (whichever is better). However, 
a creature’s speed can never fall below 5 ft. For example, a character 
with 8 Intelligence and 17 Wisdom benefits from a 30 ft speed bonus 
because a 17 Wisdom grants a +3 modifier.
 Telepathy: All sentient creatures enjoy telepathic (silent 
mind-to-mind) communication out to a distance of 120 ft. The effect 
extends out to any distance assuming the “speaker” and “listener” 
have met before.

Random Realms
Visitors to random realms experience the following effects.
 Erratic Behavior: Every 1 hour not in combat, or 
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every turn during combat, a character must resist using Will or act 
strangely. On its turn, roll 3d6 for the result: 3-5) Attack nearest ally, 
6-8) Do nothing, 9-12) Act normally, 13-15) Attack foes, and 16-18) 
Flee the scene at top speed. When there no allies or foes are pres-
ent, select the nearest creature. The effect lasts 5 minutes outside of 
combat or 1 round during combat. 
 Random Paths: Roads do not lead in logical directions. 
Whenever a character follows a road or passageway, there is a 25% 
chance that the character reaches a random location after 1d100 
minutes. To learn the path’s direction, roll 1d4: 1) North, 2) East, 3) 
South, or 4) West. 
 Random Results: All abilities have a 20% chance to result 
in a random harmless effect. Yet, 1 in 20 times, an ability has 10x its 
usual effect.

Submagical Realms
Visitors to submagical realms encounter  the following effects.
 Magic Drains You: Magic abilities cost 2x normal vitality.
 Magic is Hard:  You must pass a DC 15 Arcana check to 
use a basic magic ability. Similarly, you must pass a DC 20, 30 or 40 
Arcana check to use an intermediate, advanced or paragon magic 
ability. 
 

Supermagical Realms
Visitors to supermagical realms encounter  the following effects.
 Magic Flows: Magic abilities cost ½ normal vitality.
 Versatile Magic: A character can attempt to use any magic 
ability of a tier they normally have access to by passing a DC 12 
Arcana check.

Temperate Realms
Visitors to temperature realms experience the following effects.
 Pleasant Clime: The weather is always calm (partially 
cloudy with gentle breezes of 0 to 10 mph) and the temperature 
is always mild (40º to 80º F). Once daily for 1 hour, usually in the 
wee hours of the morning, there is gentle precipitation. Magical and 
mundane attempts to alter the weather automatically fail. 

Timeless Realms
Visitors to timeless realms encounter the following effects.
 Horrid Return: When a character moves from this realm 
to a realm that has time flow, then the time spent in the timeless realm 
“catches up” with the character. A character who spends decades or 
longer in a timeless realm will suffer sudden aging and may die from 
old age. Also, for each day a character failed to eat, drink or sleep, he 
suffers 1 wound damage and is fatigued for an equal number of days. 
 Timeless: Creatures do not age. They can still think and act nor-
mally, and days may pass in a familiar way, but creatures and objects 
do not experience entropy or show signs of aging. Nor do creatures 
require sustenance or sleep, although they may do so if they wish. 

Unliving Realms
Visitors to unliving realms experience the following effects.
 Death Magic Works Well: Necrotic magic offers 2x 
the normal healing benefit for undead and inflicts 2x damage against 
the living.
 Detect Life: Creatures immediately learn whether living 
creatures are present or absent within a 15-ft cone. This ability can-
not locate invisible creatures or detect illusions.
 Lasting Undead: An undead creature that is slain auto-
matically returns to unlife within 10 minutes (if level 1 to 5), 1 hour 
(if level 6 to 10), 1 day (if level 11 to 15), or 1 year (if level 16 to 
20).  Disintegrating a body blocks the benfit, though there is no way 
to permanently kill an incorporeal undead creature in this realm.
 The Undead Rise: When a character dies, he returns to life 
1d4 rounds later as an undead creature of a level equal to his own, or 
the nearest equivalent undead creature with class levels to offset the 
difference.

Urban Realms
Visitors to urban realms experience the following effects.
 Crime and Disease: Every hour, a character must pass a 
DC 15 Perception check or lose 1 randomly-selected item to theft. 
This occurs in any area except where the character is awake and alone 
in a locked, sealed space. Similarly each hour, a character must resist 
using Fortitude against attack +0 or contract a randomly-selected 
disease. See page 231 for diseases.
 Endless Habitation: Wherever characters go, there is 
built landscape such as apartments, inns, marinas, parks, zoos, and so 
forth. Even parks are groomed. Buildings may rise many stories. Every 
square mile is home to 1d4 x 5,000 people (and other creatures). 
 Streetwise: Boost Streetwise and Trick checks by +5.  
 Unlimited Marketplace: Characters need only wander 
1d10 minutes before locating any 1 particular named type of item or 
service, from “rats in a cage” to “parachutes” to “a noble tavern”. Such 
items cost their normal market price though characters are welcome 
to bargain.

Violent Realms
Visitors to violent realms experience the following effects.
 Violence: When encountering a creature for the first time on 
a given day, the attacker must resist using Will against attack +20 or 
be forced to roll initiative to engage the creature in combat for at 
least 3 rounds.
 Impurity: Food and water spoil within 1 hour, and all crea-
tures suffer -5 penalties on saves to resist poison and disease.
 Unsafe: Creatures suffer critical hits more often. When an 
attacker rolls a natural 19 using a weapon, his weapon delivers dou-
ble damage, and when he rolls a natural 20, he delivers triple dam-
age. Also, creatures enjoy a +1 bonus on damage rolls and must pass 
a DC 30 Heal check in addition to receiving magical healing in order 
to stop bleeding.

Void Realms
Visitors to void realms experience the following effects.
 Magical Radiance: This realm radiates dangerous and 
invisible magical energy. Characters must resist using Fortitude 
against attack +0 each day or suffer 1d4 wound damage plus fatigue 
for that day.
 Relative Gravity: There is no universal source of gravity. 
Instead, characters slowly descend at a rate of 30 ft per round (with 
acceleration) toward the nearest body that is 10 tons or more in weight 
without suffering harm. Such objects have ¼ gravity, or ½ normal 
gravity if 100 tons or more, or full normal gravity if 1,000 tons or 
more. In ¼ gravity, boost a character’s maximum encumbrance by x16 
and grant a +10 bonus on Acrobatics and Athletics checks. Similarly, in 
½ gravity, boost a character’s maximum encumbrance by 4x and apply 
a +5 bonus on Acrobatics and Athletics checks.
 Vacuum Conditions: Creatures that require air, pres-
sure, and room temperatures suffer 1d3 wound damage per round 
(no save). Also, starting on the 2nd round, such creatures are blinded 
and deafened (no save), and at the end of the third round and there-
after are dazed (no save). Nonliving creatures that don’t need to 
breathe (e.g. constructs and undead) suffer no harm from a vacuum. 
Incorporeal creatures move safely through these realms. A character 
can protect himself using Planar Adaptation or a void suit.

Wilderness Realms
Visitors to wilderness realms encounter the following effects.
 Animals Rule: Animals and plants enjoy a +2 bonus on dice 
rolls and such creatures return to life 1d3 rounds after death to 1 hit 
point and no ailments or other conditions
 Difficult Terrain: Dense woodland, jungle or tall grasses 
hinder movement and sight. Characters move at ½ speed or suffer 
1d6 damage per move if they move faster. Everyone has concealment 
beyond 15 ft.
 It’s All Natural: Boost Nature and Survival checks by +5.
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 Creatures
Monsters! What is a volcano without a red dragon, a sleepy hamlet 
without a werewolf, or a pyramid without a mummy? The raDiance 
Masters guiDe offers a gallery of monstrous creatures for you to 
fight, bargain with, subdue, summon or flee from.   
 Consider the ergo, on the opposite page. It’s a low-level construct  
that is generally helpful, but might go rogue or be set against you by 
someone else, such as an artificer who summons one. Notice the sta-
tistics block is more compact than for a PC, but the concepts are the 
same. Also, creatures tend to come in multiple versions. The supron 
ergo is 5th level and builds off of its weaker cousin.
 Every monster has a level from 1 to 20, just like a character. The 
standard ergo is 1st level, so it offers an even match for a single 1st-
level character. In contrast, a gang of 5 standard ergos, or 1 supron 
ergo, would be a suitable match for 5 1st-level characters or a single 
5th-level character. 
 Creatures come in various types, from aberration to undead. The 
column at right summaries common knowledge of creatures. Some 
of your character’s abilities will likely link to a creature’s type.
 A creature’s alignment is merely typical. Every creature you meet 
will be unique. If you are good-aligned and kill a good creature 
because you just assumed it was evil, then you have done wrong. 
That said, creatures like fiends are almost always evil, while others 
such as mutants—though a few might be good—are too primitive 
and unreliable to trust. Or so you have heard!
 Not every monster is worth fighting. Combat consumes resources. 
Moreover, a creature may be more powerful than you. Watch out! 
Sometimes it is wise to stay still and quiet, talk fast and flee, or oth-
erwise deal nonviolently. Consider attempting a lore check to learn 
about a creature. You may even attempt to bypass it entirely through 
the use of threats or entreaties, which are handled as skill checks. 
Most sentient creatures speak several languages. They may offer 
information, use their abilities for you, or even join your cause given 
sufficient enticement. Use your imagination and feel free to role-
play. Of course, negotiation may fail, and many creatures are simply 
too hungry, deceitful or frightened to play nice. Have weapons ready.
  In combat, work tactically with your fellow adventurers to priori-
tize targets and synergize attacks. For example, large creatures are 
usually easy to spot but may have a longer reach than you. Consider 
using bows, guns or other ranged attacks against them. Many crea-
tures can also burrow, climb, fly or swim. Don’t get caught as the 
underdog in their preferred environment! Worst of all, some crea-
tures cause direct wound damage or sport terrible attacks such as 
ripping off limbs, grabbing and crushing, or swallowing prey whole.  
 Many monsters don’t wear armor, utilize magic items, or think far 
ahead. Their defenses and tactics tend to be mediocre. However, they 
have thick hides, magical auras or other protections, and high vital-
ity. Creatures gain 7 vitality points per level rather than 5 as people 
do. They may last longer than you think.  
 Like characters, creatures can advance. An ergo can progress as an 
artificer, elementalist, fighter or monk. So don’t assume a random 
ergo is 1st level. It might have been specially designed and built, and 
advanced, as a 10th level fighter! Giving a creatures a few class levels 
is easy. The GM spends 5 points per new level on class abilities. He 
just goes through the fighter class, for example, and selects 50 points 
worth of abilities. Statistics like vitality, saves, attack bonus, and DR 
also advance in a simple, predictable way.
 If and when you overcome a creature, you might spare its life. Per-
haps it has secrets? Creatures like griffons can act as riding mounts if 
you tame them. You could sell a creature or display it! But don’t be 
a fool. Creatures can escape to wreak havoc or seek revenge. Their 
patron deity may also be looking out for their welfare.
 Overall, people like other people. They accept domesticated crea-
tures, such as animals and constructs. Celestials are holy, dragons are 
magestic, and fey are romantic, yet these otherworldly beings are 
also fierce. Even further from humanity are aberrations, fiends, and 
undead. Do not abide them!

creature typeS
Here is a brief description of the various creature types.
 Aberration: This category includes the aboleth, braineater, 
illithrix, and other oddities spawned from bizarre realms. They are 
devious, shifty, often telepathic, and work toward distant and inhu-
man, incomprehensible plans. They usually reproduce by planting 
eggs in live hosts or by transforming hapless captives into aberrations.
 Animal: Bears, horses, snakes, wolves, and so forth inhabit the 
natural world. This category includes giant versions of animals such as 
sea serpents. Animals are neutral-aligned and found in environments 
well-suited to them. They avoid creatures of other types except for 
fey. Domesticated animals are retained by civilized peoples.
 Celestial: Angels and other good creatures hail from heavenly 
realms. Typically, they are created by good deities from pious souls. 
Angels guard against fiends and guide mortals to live holy lives. They 
tend to have curative powers and shed blinding light. Celestials are 
inherently good and cannot commit evil acts.
 Construct: These are mechanical creatures. Mindless con-
structs like golems are not alive while sentient constructs like 
warmechs tend to be lawful and have minds and souls. Typically, con-
structs are built from moving elements like gears and then animated 
with magical energy.
 Dragon: These winged serpents are ancient, magical, and 
terrible. True dragons are immortal and gain power as they age. 
Dragons can be any alignment. However, they tend toward extreme 
outlooks due to their pride and power.
 Elemental: Air, earth, fire, and water–—wise devishes, 
wish-granting genies, earth-gliding xorn, and similar creatures are in 
tune with the essential building blocks of the multiverse. Elementals 
are comfortable in extreme environments and manipulate natural 
elements with ease. 
 Fey: These chaotic creatures include shy dryads, beautious 
nymphs, and other personifications of nature. They reside in lush, 
vibrant, and verdant lands. Positive energy gives them long lives of 
youth, beauty, health, and joy. Fey lack souls and can be both caring 
and cruel in their amoral fickleness.  
 Fiend: Demons, devils, and other evil supernatural creatures 
hail from hellish realms. Typically, they are created by evil deities 
from the souls of the corrupt. Fiends war against celestials and each 
other and trick mortals to commit sins. Fiends are inherently evil 
and cannot commit good acts.
 Mutant: Bugbears, gnolls, harpies, medusas, minotaurs–—
mutants are a blend of humanoid and animal traits and usually result 
from terrible curses or mad experiments. A mutant may consist of 
clear halves such as a mermaid (human and fish) or an even blend such 
an a gnoll (human and hyena). Mutants may be friendly or hateful and 
often lurk at civilization’s edges hoping to trap the unwary or merely 
survive. Due to their base appetites and cursed nature, mutants can-
not normally live in peace with others.
 Magical Beast: These are similar to animals but have 
magical abilities and/or unnatural anatomies. They have dull intel-
ligence, tend to inhabit underground and lightless environments, 
and prefer to feed on sentient creatures. Generally, they reproduce 
amongst themselves.
 Person: This category includes humans, dwarves, elves, hob-
goblins, and other humanoids that are mortal, sentient, and civilized. 
Though mostly short-lived and frail, they are industrious, socially 
organized, and creative. They have free will and are of any alignment.
 Plant: Fungi, treants, and other carnivorous and/or sentient 
plants tend to have narrow concerns and slow reactions, but not 
always. These contrast with normal plants such as bushes that are just 
part of the terrain.
 Undead: These creatures persist in a shadowy twilight of 
death. Negative energy and vile impulses (such as a vampire’s thirst 
for blood) power their cold immortal bodies. Undead like zombies 
are mindless while others such as vampires are sentient. They lack 
souls and tend toward evil. 

Chapter 12: Exploring
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 Ergo
These large, bulky constructs act as wondrous hardworking laborers.

Appearance & Culture
Ergos are lumbering, formidable ironwrought servants designed to 
do menial labor. Each ergo is equipped somewhat differently but all 
of them consist of whirring and clicking gears, magnets, ropes, and 
so forth like giant walking windmills. A ergo’s chassis is similar to 
platemail and may be plain or sport ornate flourishes. 
 Crafting an ergo requires knowledge of machines and command of 
magical energies that can power the creature. An ergo does not have 
a specific owner. Its master is the creature that most recently com-
manded it, which is usually an artificer with mechanical skill. 

Ergo (lvl 1)
Ergos have the following statistics.
 Type Construct
 Size Large
 Alignment Usually lawful neutral
 DC 12 
———————————
 Senses Standard
 Perception +0 ; Stealth -2
 Languages Understands 
Common, Dwarven, Gnomish, 
and Mechan
 Initiative +0
—————————
 Speed 30 ft ; Fly 10 ft
 Attack d20+3  (10 ft 
reach)
 Weapons Slam (2d6, 
x3 damage vs stone and 
metal)
 Damage +3
—————————
 Armor Metallic plating ; DR 5
 Wounds 15
 Vitality 10
 Fortitude 15, Reflex 10, Will 12
 Special Construct Traits
———————————————
 Q&D Damage +4 ; Vitality 8
—————————————————
 Str 16, Con 16, Dex 10, Int 4, Wis 10, Cha 4
 Prime Strength and Constitution
 Skills Athletics +13, Endurance +13, Mechanics +5
————————————————————————
 FP 1 ; Deity Mithrais or Rorax
 Multiclassing Artificer, elementalist, fighter or monk
 Treasure Chasis worth 200 gp in scrap parts

Base Abilities
Ergos have the following abilities.
 Construct Traits: An ergo does not bleed and is immune 
to disease, nausea, and poison. It does not need to breathe, eat or 
sleep and enjoys a +5 bonus on Endurance checks. It must sleep 
(power-down) to regain vitality. It is immortal and cannot be raised 
from death if slain. It gains only ½ the benefit of cure spells. However, 
once daily, it may attempt a DC 15 Mechanics check to regain a num-
ber of wound points equal to the check result minus 15. 
 Endure Elements: An ergo ignores the effects of extreme 
temperature. It can exist comfortably in conditions between -40º 
and 140º F without harm. Its gear is also protected. This ability is 
continuously in effect even when it is unconscious.
 Light Worker: A light load is 200 pounds, a medium load 
350 pounds, and a heavy load 500 pounds. It can fly or swim only with 

a light load. It can lift up to 1,000 pounds to a height of 15 ft. It can 
push of drag 2,500 pounds, and can excavate 7,000 pounds of loose 
rock each minute, which allows it to clear a 5-ft cube in 3 rounds. A 
ergo can excavate sand or loose dirt in 2x the time, or stone in ½ the 
time. It can throw rocks up to 120 ft to cause 2d6 damage when the 
target fails to resist using Reflex.
 Service: An intelligent creature can command an ergo to per-
form various simple, physical tasks that can be described in 25 words 
or less. This requires a verbal command in a language it understands 
plus success on DC 19 checks using Arcana and Mechanics. A crea-
ture can order an ergo to perform the same work over and over but 

cannot “program” the task or change it based on conditions once 
it gets started. A ergo will only stop when it has completed the 

assigned task, when 24 hours has passed, or when the crea-
ture that gave it the command instructs it to halt work, 
whichever comes first.

Savant (lvl 2)
This ergo is smart. Apply +7 vitality, +1 saves, +1 

attacks, +1 DR, and the following abilities.
     Savant: Boost Intelligence by +4 and apply a 
+10 bonus on any 2 Intelligence-based skills. Also, 

if the ergo could not speak before, it can now.

Supron (lvl 5)
Apply +28 vitality, +5 wounds, 
+2 saves, +4 attacks, and +3 
DR. It has a 24 Strength, giving it 
Fortitude 20. Also, it has the fol-

lowing abilities.
    Control Sigil: Each 
supron is keyed at creation to a 
specific owner using a magical 
sigil that is imprinted on both 
the supron and tattooed on the 
owner. The supron only obeys 
the owner and no one else. 
   Darkvision: A supron 
sees in conditions of total dark-
ness as easily as full daylight. 

Darkvision is black and white only, 
but it is otherwise like normal sight.

FireballM: The supron projects a red ray out to 90 
ft that blossoms into a 15-ft-radius ball of fire. Creatures 

in the area suffer 1d6 fire damage per level (max 10d6), or 
½ damage when Reflex resists. Costs 2 vitality.

 Heavy Worker: A light load is 350 pounds, a medium 
load 700 pounds, and a heavy load 1,000 pounds. A supron can fly 
or swim only with a light load. It can lift up to 2,000 pounds to a 
height of 15 ft. It can push or drag 5,000 pounds, and can excavate 
20,000 pounds of loose rock each minute, which allows it to clear a 
5-ft cube in 1 round. A supron can excavate sand or loose dirt in 2x 
the time, or stone in ½ the time. It can throw rocks up to 120 ft to 
cause 4d6 points of damage.
 Improved Service: A person can concentrate as a stan-
dard action to control the supron’s actions, change its behavior from 
round to round, and specify a simple program of up to 5 different 
activities in a sequence, or alternately, command it using 3 if-then 
statements.
 Jump: The supron leaps outward, downward or upward up to 30 
ft as a standard action without a running start or Athletics check or 
fear of suffering harm upon landing. Costs 1 vitality.
 Magic Resistance: A supron enjoys a +5 bonus on saves 
to resist magic abilities. Also, when it is targeted by a magic ability 
that does not allow a save, its foe must beat its Fortitude anyway, and 
if the supron successfully resists then the magic has no effect.
 Stomp: Creatures up to size Medium within 15 ft and in contact 
with the ground must resist using Reflex or fall prone. Costs 1 vitality.
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Creating Creatures
Here is a guide to create a creature of any level from 1st to 20th. 
 Creatures are built from points, just like characters: 5 points 
+ 5 points per level. A basic ability costs 1 point. An intermedi-
ate, advanced or paragon ability costs 2, 4 or 8 points, respectively. 
The shifter class (page 92) offers numerous abilities relevant to 
monstrous creatures. Every class can be relevant. For example, you 
might refer to necromancer abilities as a guide when creating undead 
creatures. A great way to start a monster is to brainstorm a list of its 
abilities, determine its level, and then work out the details. Feel free 
to use the ergo on the previous page as a template. 

Creature Statistics
A creature has the following statistics.
 Type: Select the creature’s type: aberration, animal, celestial, 
construct, dragon, elemental, fey, fiend, magical beast, mutant, per-
son, plant or undead. See page 244 regarding creature types. A crea-
ture’s type affects how some abilities and conditions affect it.
 Size: Indicates size Tiny, Small, Medium, Large or Huge. A Tiny 
creature varies from a house fly to a mouse. A Small creature might 
be a dog, gnome or human child. Adult humans are Medium. A horse 
is a large creature while a whale or ancient dragon is Huge. Size 
effects other statistics, as mentioned below when relevant.
 Alignment: Select an alignment such as lawful good or chaotic 
evil. You may specify a set of alignments. The alignment typically fits 
the creature’s type. For example, good-aligned undead are very rare.
————————————————————————
 DC: Use this number when characters attempt skill checks or 
other activities not listed under the creature’s statistics or handled 
by the rules.
 Lore Check: A character may try d20+2 x his level. If he passes 
the check, he learns 3 details of his choice from the creature’s statis-
tics block. A character must declare that he is making a lore check as 
a standard action to learn information and can try only once per level 
regarding a particular creature.
 Bypass: At the GM’s option, a party may completely resolve an 
encounter without combat (even against innately hostile creatures) 
by succeeding on the DC using Bluff, Diplomacy, Intimidate or 
some other relevant skill. Beyond social skills, some creatures such 
as harpies are influenced by Arcana, Music, Religion, or so forth. 
The checks can be made by 1 character or all party members work-
ing together. Bypassing a creature works once. Bypassing a creature 
this way awards 0 XP from the encounter. Thus, characters have an 
understandable motive to enter combat.
————————————————————————
 Senses:  Many creatures have extraordinary senses. As a refer-
ence point, humans can discern detail out to 120 ft in daylight, 30 ft 
in shadowy conditions, 5 ft in near-darkness, and 0 ft in total dark-
ness. Unless stated otherwise, all creatures have normal vision in 
addition to other vision they may possess.
 Sensory options include blindsense, blindsight, darkvision, heav-
ensight, low-light, nethersight or scent. Blindsight is a paragon 
ability. Blindsense and scent are advanced and intermediate abili-
ties, respectively. Darkvision, heavensight and nethersight are basic 
abilities. Low-light vision is worth ½ of a basic ability and is typically 
paired with a +5 bonus on Perception checks to be worth a basic 
ability. See page 233 for details about these senses.
 Perception & Stealth: These skills are vital and have a 
base check of d20+0. Apply the creature’s Wisdom modifier to Per-
ception and its Dexterity modifier to adjust Stealth. Further adjust 
Stealth by size: +10 if  Tiny, +5 if Small, -5 if Large, or -10 if Huge.
 Languages: Select 1 or more languages if the creature’s 
Intelligence is 5 or higher. Otherwise, it cannot speak though it can 
understand up to 10 words per point of Intelligence. Consider how 
magical abilities such as Tongues may likely affect interaction.
 Initiative:  This statistic equals the creature’s Dexterity mod-
ifier. Add +2 as a basic ability or +5 as an intermediate ability. See 

page 225 for details regarding initiative.
 All non-person creatures of a particular kind go on the same initia-
tive. For example, if a party encounters 6 ghouls and 2 ghosts, the 6 
ghouls and the 2 ghosts each go on their own initiative.
————————————————————————
 Speed: The standard land speed for a Medium creature is 30 
ft. Use 10 ft, 20 ft, 40 ft or 50 ft for Tiny, Small, Large, and Huge 
creatures, respectively. Alternate forms of movement include bur-
row, climb, fly, and swim. A standard value is 30 ft for these as well. 
A climb or swim speed of 30 ft is an intermediate ability while a 
continuous burrow or fly speed (with no vitality cost) is a paragon 
ability. Every 5-ft change in speed is worth a basic ability.
 Attack: This measures the creature’s ability to strike its foes. 
Whenever a creature uses an ability that requires that it beat a foe’s 
defenses such as Fortitude or Will, then it rolls d20 and adds the 
amount indicated here.
 Use d20 + ½ the creature’s level + its prime attribute modifier. 
If the creature has bonuses for certain attacks such as grappling, then 
note those improved values in parentheses after the main attack roll.
 MA / Multi-Attack: After the attack entry, an MA indi-
cates whether the creature can attack using all its weapons at once 
and suffer only a -2 penalty on its attack rolls that round. The multi-
attack benefit only extends to the weapons with which it is profi-
cient, as listed in its weapon entry. A creature that gains additional 
proficiencies does not enjoy a multi-attack benefit with those new 
weapons.
 Weapons: Select manufactured or natural weapons such as 
claws, horns, pseudopods, tendrils, teeth, tail, and so on. Show the 
damage die, range, and other information in parentheses. Typically, 
only humanoid monsters use manufactured weapons.
 A creature’s natural weapon damage is based on its size. A Tiny 
creature does 1d3, Small does 1d4, Medium does 1d6, Large does 
2d6, and Huge does 4d6. A creature’s secondary attacks usually do 
1 step less damage such as 1d2 rather than 1d3. So a Small creature 
might do 1d3 bite damage and 1d2 claw damage. 
 Adding +1d6 damage to a single weapon is worth a basic ability. 
Adding +2d6, +3d6, or +4d6 is worth an intermediate, advanced, 
or paragon ability, respectively.
  If no range is listed, assume the weapon only reaches adjacent foes. 
Attacks using natural weapons are made against a foe’s Reflex (or 
against Fortitude if indicated).
 If an attack delivers a special effect at the same time then note 
that effect in parentheses. Also note whether the attack has a range 
beyond 5 ft. Typically, a Large creature enjoys 1 attack with a 10-ft 
range and a Huge creature enjoys 1 attack with a 15-ft range. That 
said, creatures that are exceptionally large in 1 dimension (long or 
tall, but not both) may only have a 5-ft range.
 Damage: This indicates the creature’s Strength modifier, which 
you apply when determining damage caused by its weapons.
————————————————————————
 Armor: As appropriate, this entry may include worn armor, 
tough hide, scales or even a magical aura. This entry is mostly for 
descriptive purposes. Tailor the description such that the creature’s 
DR (below) makes sense.
 DR: Indicates the creature’s Damage Reduction. A creature’s base 
DR equals 2 + ½ its level. When a creature suffers damage from an 
attack, reduce the damage by the amount indicated. The exception 
is if the foe gets an unmodified 20 on its attack roll. In that case, the 
attack bypasses DR and delivers maximum possible damage. Every 1 
point change in DR is worth a basic ability.
 Wounds: This measures the amount of physical damage a 
creature’s body can sustain. Typically, Tiny creatures have 2 wound 
points, Small creatures have 5, Medium ones have 10, Large ones 15, 
and Huge creatures 20 wound points. Every 3 point change is worth 
a basic ability.
 Vitality: This measures a creature’s overall energy. A creature’s 
vitality equals its level x 7 + its Constitution modifier. For example, a 
4th-level creature with 16 Constitution has 4 x 7 +3 for a total of 31 
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vitality. This applies for all creature types except 
persons, who are less robust but have tools such 
as armor and magic items and thus gain only 5 
vitality per level. All creatures have at least 1 
vitality point. Every 3 point change in vitality is 
worth 1 basic ability. 
 Fortitude / Reflex / Will: 
Whenever a foe uses an ability against the crea-
ture, and the ability allows a “save”, then the 
foe’s attack roll must overcome the relevant 
defense. Typically, a creature’s saves equal 10 
+ ½ its level + the appropriate ability modi-
fier. Strength or Constitution adjusts Fortitude, 
Dexterity or Intelligence adjusts Reflex, and 
Wisdom or Charisma adjusts Will. 
 Also add a +2 bonus to 2 of the 3 defenses 
as suiting the creature’s type and theme. Beyond 
that, every 2 point change to a save is worth a 
basic ability and every 5 point change is worth 
an intermediate ability. 
—————————————————
 Q&D: This stands for “quick and dirty”. 
For any creature, you can reduce its vitality points 
and increase its damage output a commensurate 
amount. The rubric is +1 damage per level added 
to its usual damage entry at the cost of gain-
ing only 5 vitality per level (rather than 7). The 
effect is faster, more dangerous combat. This does 
not change the creature’s level or anything else. 
Simply use the damage and vitality listed here to 
surprise the creature’s foes with a different expe-
rience.
—————————————————
 Attributes: A creature has physical 
attributes of Strength, Constitution, and Dex-
terity and also mental attributes of Intelligence, 

Wisdom, and Charisma. 
 The creature’s attribute scores start at a total of 78. Then adjust up 
or down as you like. Every 1 point change from 78 is worth ½ of a 
basic ability. No score should fall below 1 or rise above 30. See page 
10 regarding attributes.
 Prime: Select 2 attributes. These usually match the creature’s 2 
highest attribute scores. Granting 2 prime attributes is a quick way 
to balance and simplify creatures relative to PCs. The better of the 2 
attributes determine’s the creature’s attack roll as it would for a PC. 
Creatures enjoys a +5 bonus on skill checks keyed to their prime 
attributes. See page 11 for details.
 Skills:  Creatures enjoy bonuses on various skills just as PCs do. 
Every +5 bonus is equivalent to ½ of a basic ability. 
 You can grant a creature a +5 bonus, or +10 in special circum-
stances. For example, “+5 Survival, or +10 when tracking”. Doing 
so is worth a basic abil-
ity. See pages 104-107 
for details regarding 
various skills.
 Be sure to apply each 
skill’s attribute modi-
fier. Moreover, unlike 
PCs, grant an additional 
+5 bonus to all skills 
keyed to the creature’s 
2 prime attributes. See 
page 102 for details 
regarding skills. 
————————
 FP: A creature’s faith 
points equal to ½ its 
level, rounded up. Sen-

tient creatures can spend points as a swift action to purchase the brief 
use of a god’s boons. See page 129 for details. Having +4 faith points is 
equivalent to 1 basic ability. Nonreligious or nonsentient creatures can 
expend a faith point as a swift action to heal 1d6 vitality.
 Patron Deity: Select up to 3 deities that likely represent the 
creature, either out of kindness or to use it as a pawn.
 Multiclassing: Select 4 favored classes. A creature can 
progress from its standard statistics by taking levels in 1 of those 
classes. For each level it takes in a class, its total level increases by 
+1. Thus, a savant ergo with 3 levels of artificer is a level 5 creature 
(since a savant ergo’s normal level is 2). A creature cannot take a 
townie profession (civilized mortals are good for something!) 
 The creature should have a minimum score of 9 in the class’s 
prime attribute. Thus, wizard is not an appropriate multiclass option 
for a creature with a 5 Intelligence.
 When a creature takes class levels, it advances like a character. 
It first gains the class’s core abilities, save bonuses, and weapon 
options. At each level thereafter, it gains abilities as listed on Table 
4-2 (page 39), though it selects basic abilities instead of racial abili-
ties, does not gain theme awards, and still enjoys +7 vitality points 
per level as typical for nonpersons.
 Treasure: Most creatures have treasure typical for their level. 
Table 12-23: Treasure by Level shows typical gp values for coins, 
gems, magic items, and other portables on a creature’s body and in 
its lair. Typically, mindless creatures have little or no treasure while 
some sentient creatures such as dragons and genies may accumulate 
a lot. A character can sell mundane treasure items such as artwork 
for 50% of their market price. Functional magical items are timeless 
and sell for 100% of their market price.
————————————————————————
 Base Abilities: Select the creature’s abilities. Abilities are 
purchased using points as allotted according to Table 12-22.
 As usual, core and basic abilities cost 1 point, while intermediate, 
advanced, and paragon abilities cost 2 points,4 points, and 8 points, 
respectively. Look to the various character classes for inspiration.
 Variants: Most creatures have a few variants. For example, a 
savant is a smarter ergo. A variant has the same statistics as the com-
mon version but with the adjustments noted.

Placement
Encounters are easy to design. First, total the levels of all PCs. For 
example, a party of five 4th-level characters totals 20 levels. Next, 
decide whether you want an easy, average, or difficult encounter. 
Most encounters should be easy, where the chance of survival for 
each PC equals 80%. Conversely, hard encounters should be rare 
because the chance for survival is just 20% for each PC. Consult 
Table 13-24 below for guidance.

Table 13-24: enCounTer diffiCulTy

Encounter Max Creature Level Chance of Survival

Easy ½ PCs’ total levels 80%

Average Equal to PCs’ total levels 50%

Hard 2x PCs’ total levels 20%

 For the above party of 4th-level PCs, an easy encounter is 10 ergos 
(10 levels) while a hard encounter presents 8 supron ergos (each 
level 5, for 40 levels total).
 Avoid placing creatures with 5 or more levels than the PCs. 
Oppositely, creatures with 5 or fewer levels are “canon fodder” and 
often unrewarding to fight. That said, low-level creatures en masse, 
in special circumstances, or in dangerous combinations, can present 
a surprising challenge.

Awarding Experience
When characters overcome a creature (kill, subdue, trick, etc), they 
gain experience. Experience is tracked as points, or XP. A character 
gains 1 XP for each level of creature. See page 109 for details.

Table 12-22: 
CreaTure abiliTy 
progression

Level
Ability 
Points

0 5

1 10

2 15

3 20

4 25

5 30

6 35

7 40

8 45

9 50

10 55

11 60

12 65

13 70

14 75

15 80

16 85

17 90

18 95

19 100

20 105

Table 12-23: Treasure by level

Level Wealth Level Wealth

1 100 gp 11 1,250 gp

2 200 gp 12 1,500 gp

3 300 gp 13 1,750 gp

4 400 gp 14 2,000 gp

5 500 gp 15 2,500 gp

6 600 gp 16 3,000 gp

7 700 gp 17 3,500 gp

8 800 gp 18 4,000 gp

9 900 gp 19 4,500 gp

10 1,000 gp 20 5,000 gp

Chapter 12: Exploring



248

“Young Bren took the lady’s hand and lead her on 
a romantic stroll through the hedge maze, bliss-
fully unaware of her true nature as a succubus.”

Chapter 13: People

Chapter 13 
People

This chapter highlights what characters likely know about cultures, 
cities, factions, and people; it also helps GMs flesh out a world.  

 Cultures
A culture is a people’s mind-set. It includes a shared set of beliefs, 
norms, practices, and expectations. People are born into a culture 
and acquire its essence in youth. Every character has a culture. Dur-
ing adventures, characters typically encounter other cultures.
 Characters are sustained by culture as fish are sustained by water. 
A seemingly infinite number of combinations of societal param-
eters—geographies, governments, economies, religions—might 
seem possible. However, sustainable societies gravitate toward and 
rely on a coherent state of affairs, where all the parameters gel and 
reinforce each other. Thus, culture is an invisible and complex web, 
and only a few webs are lasting.
 When you create a character, you may select 1 of the 4 cultural 
abilities from the table below in lieu of a racial ability. The modifiers 
reflect what the vast majority of people in a society accept as obvious 
and important to get by on a daily basis. 
 Typically, a character’s birthplace and upbringing decide his cul-
ture. However, a misfit character may select a different culture to 
enjoy the benefits of uniqueness and the annoyances of difference. 
Whatever the choice, each set of modifiers is equivalent to a basic 
ability.  Your GM may offer other options.

Table 13-1: CulTural basiC abiliTies

Culture Modifiers

Primal 
Tribal
(survival)

You are hearty and comfortable in nature. Increase maxi-
mum wound points by +1. Also, modify Survival checks by 
+5, Literacy checks by -5, and Athletics, Endurance, and 
Handle Animal checks by +2. Finally, use barbarian, druid, 
and shifter as your multiclass options.

Medieval
Feudal
(salvation)

You are pious and alert to supernatural forces. You start 
each level with +1 faith points. Also, modify Religion 
checks by +5, Heal checks by -5, and Arcana, Nature, and 
Warcraft checks by +2. Finally, use cleric, inquisitor, and 
warlock as your multiclass options.

Enterprising 
Colonial
(progress)

You are scientific and adept with devices. You may use the 
Technics skill (page 177). Also, modify Mechanics checks 
by +5, Arcana checks by -5, and Craft, Dungeoneering, 
and Heal checks by +2. Finally, use artificer, gunslinger, 
and medicant as your multiclass options.

Decadent
Imperial
(pleasure)

You are wealthy and well-trained in the social arts. You 
gain 500 gp to spend on any gear that you like. Also, 
modify Literacy checks by +5, Survival checks by -5, and 
Diplomacy, History, and Nobility checks by +2. Finally, 
use bard, gallant, and sage as your multiclass options.

 The upcoming pages describe the 4 cultures in detail, including 
people’s mind-set, daily life, governance, and attitude to outsiders 
and heroic adventurers. 
 Each culture has a unique striving noted in parentheses by its 
name. Whenever you are in that culture, ask yourself how a belief or 
course of action will support or hinder that striving.
 Each cultures is composed of a triad: 2 competing and comple-
mentary power centers with common people jostling in between. 
Competing power centers generate drama and opportunities for 
adventure, mayhem, and rewards.
 While role-playing a character, consider cultural influences. What 
is your character’s biases, hopes, and fears? What’s “obvious”? Refer 
to the 4 cultures to better understand your character’s upbringing, 
current society, and the societies that he visits during his travels.
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Primal Tribal Culture 
(seek survival)

People in a primal culture live in the eternal now and view life’s 
events as a wheel of endlessly repeating seasons. Changes are pre-
dictable. Birth, life, and death are equally sacred and accepted, and 
the natural world drives people’s choices since anything man-made 
rarely resists nature’s ferocity. This culture is not just an ancient one 
grounded in a prehistory. It dominates societies after extreme disas-
ters and apocalyptic events, where ruins belie an earlier golden age. 
A primal culture can survive eons provided the world around it shifts 
slowly enough for them to adapt and live off of the land as it is.
 Mind-set: Primal peoples strive for survival, which means 
securing nourishing food, clean water, sturdy shelter, friendly neigh-
bors, tame animals, and healthy families. The physical environment 
may be harsh or temperate. If it is harsh, everyone is too busy grap-
pling the elements and perhaps each other to follow tedious rituals, 
start business enterprises, or indulge decadent pursuits. Ironically, 
a pleasant world may demand so little that people merely hunt and 
gather as needed to enjoy life. Because primal peoples experience 
the world as largely outside of their control, their gods are aspects 
of nature deserving respect. These essential spirits—peaceful or 
violent, honest or deceitful—suffuse their lives. Thus, everything is 
magical in some way, and giving tribute avoids divine wrath and gains 
favor. Tribute might include sacrificing weak or disruptive members 
of a community when times are tough. Values such as hygiene, lit-
eracy, and decorum are unimaginable or seem silly. There is no ladder 
to climb or mortal ruler to truly obey or rebel against. Similarly, 
without scientific knowledge, people hold superstitions that provide 
meaning and either incidentally help or hinder their survival.
  Daily Life: A person in a primal culture rises and beds with 
the sun and engages in herding, hunting, gathering, scavenging, 
weaving, cooking, child-rearing, and subsistence farming as the 
weather and seasons allow. No one is too good to contribute. An 
idle hand or loose tongue offers no benefits while consuming com-
munity resources and creating conflict. Nor is life so complex that 
specialization is needed beyond core roles such as hunting or shep-
herding.  Work is often seasonal. For example, everyone helps plant 
in late spring and engages in crafts while trapped indoors in the dead 
of winter. The people may work mightily during crucial periods 
while enjoying remarkable relaxation other times. Special events 
such as funerals and marriages are attended by the entire commu-
nity, as are feast days due to a bountiful find or large kill. 
 Governance: The centers of authority in primal societies 
are local elders and warriors. The elders are not the physically fit-
test members but have proven themselves in the past and are living 
repositories of key survival skills and the wisdom of many seasons. 
Because there are few if any books to transmit lore across genera-
tions, and because the world changes in a slow, predictable way, the 
people listen to, protect, and honor elders. Elders may also act as 
representatives of the gods. At the same time, warriors help main-
tain the peace against natural threats and hostile outsiders, particu-
larly in lean times. Various trophies, from looted goods and terrible 
scars to body parts and memorable stories, testify to a warrior’s 
courage and capabilities. Occasional competitions between warriors 
also help toughen and grade them. The best enjoy the rewards of 
greater food, finer shelter, and more spouses. Typically, a middle-
age chieftain with a balance of experience, strength, and charisma 
leads the people. The chief rises to power based on proven ability, 
not bloodline or abstract measures like “coins”, though sometimes 
the chief is a compromise or puppet of the elders, warriors or both.
 Outsiders: Primal societies usually fear outsiders. A person’s 
speech and looks betray his nature. Often, a stranger’s reception 
depends on current events. If the people have enjoyed plenty and 
peace, they happily share. In contrast, during hardship and wartime, 
strangers may be attacked on sight. In general, while mistrustful of 
outsiders, people from a primal culture warmly embrace as one of 
their own the individuals who have truly proven good intent and 
demonstrated kindness and heroism.
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Medieval Feudal Culture 
(seek salvation)

People in a medieval culture are pessimistic and tethered to the past, 
their own and others’ sworn loyalties, and deeply-held beliefs. Change 
is rare and easily subtracts from life’s meager comforts. Often, serfs 
suffer to serve a few well-off nobles who parade themselves as supe-
rior by blood. Everyone faithfully repeats their forbearers’ roles and 
trusts that noble and divine agents offer wisdom regarding choices 
and the afterlife, which is vital since people suffer disease, ignorance, 
and violence. Suffering provides spiritual meaning and boosts faith. 
Faith may be in a single god, a pantheon or the absence of gods. Faith 
is fervent, mostly genuine, and trumps many other concerns.
 Mind-set: Medieval peoples strive for salvation, both from their 
bodily aches and worries and for their eternal souls in the afterlife. 
Typically, a unified religious dogma, maintained and interpreted by a 
clergy, provides a road map to salvation. All the better to offer steps, 
such as redemption via forgiveness before salvation, to keep people 
engaged. Sometimes, a medieval culture follows non-divine dogma 
with the same ardor as a religion. Whatever the details—and the devil 
is in the details—the impact is the same. There is modest to strict divi-
sion by sex, class, and profession, down to what clothing people can 
wear, ostensibly to ward off barbarism and promote faith, which is 
never easy. Hard work is also encouraged to distract and exhaust peo-
ple. Otherwise, free time and idle hands and minds lead to questioning, 
disruption, and revolt. The body and mind are kept so busy that only 
the heart, with its love of faith and loyalties, has time to thrive.
 Daily Life: A person in a medieval society rises at dawn, repeats 
rituals, works in the fields or maybe a factory, and spends time with 
family and friends. Typically, there is little news from distant places 
and communication is slow, so hearsay and rumors abound. Often, 
people require permission regarding travel, what crops they can plant 
or items they can craft, and even what profession they can practice. 
Proper moral and ethical conduct is also dictated, and the result is 
a society frozen in time with minimal economic or social freedom. 
Even family life, which might provide solace, is plagued by early and 
untimely deaths and possibly paranoia if leaders reward people for 
spying on their own loved-ones and neighbors. That said, friendships 
formed by faith, trust, and shared hardship are generally firm and last-
ing, and fun times of community celebration such as feast days, game 
days, high holy days, public executions, and noble weddings are highly 
meaningful and often joyous occasions.
 Governance: The centers of authority in medieval societies 
are the local warlord and the clergy. The warlord was likely born into 
his position as the eldest son of the previous warlord, though power 
struggles and war may alter succession. The warlord, by whatever 
title, is legislator, executor, and judge. His word is law, immediately, 
unquestionably, and without exception unless he offers a dispensation. 
Even if there is a council of elders and limited democracy, everyone 
knows that stepping outside the lines is punished. And even if the local 
warlord is kind and wise, he owes his loyalty to a higher lord above 
him, the king of the land, also born into his role as dictated by the 
gods. At the same time, clergy provide a religious foundation, act as 
gatekeepers of knowledge, help massage political impasses, and, in 
theory, act as role-models and counselors regarding life’s problems. In 
a nonreligious feudal culture, a perch of bureaucrats fill the same role 
with equal zeal. Finally, against threats from within and without, the 
warlord keeps a loyal band of knights. In some cases, only nobles can 
become knights while others join them in battle as infantry. Military 
and clerical service often allow people to improve their lot and pos-
sibly gain small parcels of land for their own use.
 Outsiders: Strangers are generally unwelcome in medieval 
societies. Medieval settlements are small points of light in a great 
darkness. Brigands, wild animals, and demonic spirits lurk in the 
woods. Heroes from within the community are cheered, even loved, 
but also somewhat suspect. Those who rise quickly may be targeted 
with claims of foul magic, treachery or worse. That said, a forgiving 
word from the warlord or from a revered clergyman or knight is usu-
ally enough to smooth situations, for a time.
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Enterprising Colonial Culture 
(seek progress)

People in an enterprising culture are optimistic and forward-thinking. 
The times are “heady” in a sense that people trust rational enlighten-
ment and the power of a tamed imagination. Change feels normal and 
is assumed to lead to improvements. Plans today can be actualized 
by tomorrow or in a year. The citizenry take pride in their amazing 
progress, look hopefully to the future, and trust that knowledge and 
reason will help them deftly solve any and all problems. In fact, they 
must keep inventing and troubleshooting, since their hulking factories 
and wondrous machines tend to break down and inflict as many chal-
lenges—blight, crowding, and pollution—as they solve. 
 Mind-set: Enterprising citizens strive for progress, includ-
ing literacy, hygiene, decorum, and industry. While wide disparities 
may exist between rich and poor, many labor—and compete heart-
ily—to climb life’s ladders. People are tasked to greet obstacles with 
a robust “fix it” mentality, and failure is said to occur due to failings 
of character, improper education or laziness. Since people are not 
naturally upstanding and schooled workaholics, this culture doesn’t 
trust instinct and views the natural world and human drives as primi-
tive beasts to harness. Primitive peoples and foreign lands ripe with 
resources are best harnessed as well. People must be educated to 
acquire skills, rough youths shaped into gentlemen, mountains flat-
tened to make way for trains, and so forth. Similarly, magic may be 
treated as a kind of science, but dark, disruptive, and superstitious 
practices are squashed. In general, whatever offers personal gain with-
out brains or toil is suspect. Even religion is more about enlightened 
virtues, work ethic, and self-improvement than appeasing gods, who 
might not really exist. Even when divine power appears real, every-
thing seems to lend itself—in time—to mortal explanation.
 Daily Life: An enterprising citizen rises before dawn to begin 
work in a factory, warehouse, office, school, church or farm. Men, 
women, and children all regularly toil 12 to 16 hours daily. Only 
the wealthy and lazy enjoy leisure. A poor person is often choked 
with industrial grime, may suffer injuries in the biting gears of 
heavy machinery, return home to crowded (but mostly sanitary) 
tenements, and earn just enough to squeak by. Middle class families 
own homes and employ a maid or tutor as they ply less physically 
strenuous trades such as medicine and law. The upper class includes 
captains of industry and monied families who acquire great wealth 
drawn from huge marketplaces. A citizen will likely purchase a daily 
newspaper to learn about events both local and distant. Similarly, 
trips to nearby cities are relatively reliable and cheap without fear of 
banditry or inclement weather.
 Governance: The centers of power in enterprising societies 
are merchant houses and the nation state. The nation might be a city 
or island or a whole continent. Whatever the case, people identify 
with their nation. They hail its history, myths, traditions, rulers, and 
aspirations because these elements have lead to their present prog-
ress. The government might be a democracy, monarchy, oligarchy, 
republic or technocracy. However the rule, all citizens necessarily 
enjoy a certain degree of mobility and freedom. Without which, 
inspiration, creativity, and ingenuity would quickly plummet. Free-
dom includes equality of opportunity: genius and gumption are 
rewarded regardless of a person’s blood. Since progress occurs when 
a norm is challenged, an enterprising society that loses freedoms 
turns into something else. Being educated and intelligent, the citi-
zens of an enterprising society rightly fear breakdown of the societal 
machine. They remain vigilant. In particular, they punish corruption, 
feeble judgment, and decadence. Rule of law is particularly impor-
tant to ensure rights of citizens and businesses in a dense, complex 
society where few people know each other personally. 
 Outsiders: Enterprising societies often view other peoples 
as pitifully inferior. They offer these folk education and work while 
taking and using their resources. Law-abiding adventuring heroes are 
welcomed as role-models. Villains are those who flaunt the law, revel 
in madness or bestial instincts, try to turn back the clock, discourage 
work, or seek to tyrannically extinguish the euphoric spirit of the age.

Decadent Imperial Culture 
(seek pleasure)

People in an imperial culture are moderate in beliefs, welcoming 
of diversity, unapologetically hedonistic, and remorselessly self-
involved. They view life as a giant game between competing politi-
cal, religious, mercantile, ethnic, and military factions, where most 
people are pawns and where there is a steady stream of resources 
to buy or steal to keep the game going. Their society enjoys enough 
natural bounty that their focus is diverted away from other strivings 
such as survival or progress. Indeed, their science and magic change 
little. Usually, the society enjoyed a modest burst of advances early 
in its history and now its people rest comfortably on their laurels.
 Mind-set: Imperial peoples strive for pleasure, be it ethical and 
enlightened, brutal and perverse, or an ironic and paradoxical blend 
of both. Regardless of individuals’ varied intentions and beliefs, impe-
rial societies lack meaningful innovation while consuming copious 
resources. Also, they easily pressure their neighbors near and far and 
enjoy relative immunity from the true consequences of their games. 
To sustain the pyramid scheme that feeds them, they need to keep 
expanding their reach through trade and war, by appealing to envy and 
fear, often in the name of offering peace and prosperity. In turn, an 
imperial culture is highly tolerant of different religions and traditions, 
all in the name of a bigger tent that can include everyone.
  Daily Life: A citizen of an imperial culture rises to visit his spon-
sor or employer—someone with vast resources at his disposal—to 
learn the day’s instructions. He rounds up and manages those below 
him, often foreigners, the poor or slaves, in order to implement the 
actual work. The measure of a citizen’s day is how much he enjoyed 
it, free from hardship or stress to be his own little philosopher-king: 
creative, thoughtful, sociable, and happy. Sometimes, a citizen may 
visit his patron to request help. He may even advance at some point to 
become independent in his own right, though ascendency to patron 
status is very rare. Most people hold enough debts, both social and 
monetary, to ensure they are locked in a comfortable, nonthreatening 
trap. Moreover, the people are sufficiently specialized that their initial 
apprenticeship was likely their first debt to their patron and moving 
into a new profession is daunting. All persons in this culture likely 
enjoy many holidays, public entertainments, celebrity appearances, 
government giveaways, and other distractions. Distractions might 
include barbaric displays such as gladiatorial melees or even little 
wars. While some citizens are soldiers, they are usually officers com-
manding mercenaries and foreigners below them. 
 Governance: The centers of authority in an imperial cul-
ture are the emperor and the merchant houses. The emperor and his 
retinue—family, allies, and personal army—are removed from the 
daily hubbub of decisionmaking. The emperor is a key figurehead to 
provide assurance and continuity to the populace and to act as a fall-
guy if events go terribly wrong. He uses his status to promote the 
wealth and welfare of himself and his allies, a goal that often requires 
expanding his nation’s reach through treaties or force in order to offer 
more bribes and gifts or build more palaces. In parallel, the merchant 
houses are both his means and his puppeteers. Each house is a little 
nation unto itself with family, citizen minions who owe their liveli-
hoods to it, and a small army to defend it and perhaps attack others if 
needed. The role of merchant houses may be invisible to the general 
populace, who might only see—for example—a single national army 
without understanding the army acts on behalf of hidden interests. 
When distractions and secrecy fail, rulers pit aggrieved groups against 
each other, then reward both sides with spoils. Ultimately, both the 
emperor and merchant houses are arbiters of the rules that guide 
their games. The ability to change the rules to one’s favor is the most 
potent outcome of any contest.
 Outsiders: Imperial societies generally welcome outsiders. 
So long as the highest echelons of power are undisturbed and remain 
happily fed, more outsiders means more laborers, more pawns, and 
more diversions. Any “heroes” who rise up to harm the peace face 
lies, fines, torture, imprisonment, execution, enslavement or worse, 
likely to further the entertainment and pleasure of the people.
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option: conStellation SiGilS
If the GM allows, you may use constellations. A constellation is a 
fixed pattern of stars in the night sky. Sages report 24 constellations, 
1 for each of the 22 divine realms of existence plus the Mortal Realm 
and the Astral Realm. Each is represented by a “sign” or “sigil”, an 
abstracted creature or object such as a tree or wolf.
 A character who joins a faction acquires a tattoo-like sigil linked to 
that faction and may learn the following ability as either an interme-
diate ability or as a major award. The sigil is approximately 2 inches 
in diameter and is usually placed in an unobtrusive place such as a 
person’s flank or under their hairline. 
————————————————————————
 Place SigilM: After a 1-minute rite, you place a highly visible 
sigil of your faction on a person, object or 5-ft space. You can only 
place a sigil on a person, object or space that lacks other sigils. If you 
place the sigil on a person, that person can pass freely through spaces 
marked with that sigil. If you place it on an object or on a space, 
then persons who lack the sigil suffer 3d6 damage (of an energy type 
specified by you) when first touching the object or passing through 
that space, or ½ damage when Will resists. The sigil is permanent (it 
does not vanish or require a recharge time when activated, though an 
Erase spell with remove it). A DC 10 Perception check reveals a sigil. 
The rite costs 250 gp in special materials.
————————————————————————
 For the various constellations, 13 are visible to the unaided eye in 
the night sky. The star sign represents the remaining hidden constel-
lations, which move in complex ways and are only visible using a 
magical apparatus or telescope. The GM may assign hidden constel-
lations to uniquely fit a campaign setting.
 As shown in Table 13-2: Constellations, the visible constellations 
link to hours of the day, months of the year, factions, and the crea-
ture types listed on page 244. When these forces predominate—for 
example, in a vampire lair of the Blood Masquerade during the 10th 
month of the year at dusk—then the sign is ascendant. Members of 
that faction use that propitious time to launch assaults and engage 
in special rites. The months are described in Table 12-7: Common 
Calendar on page 237.
 The GM is welcome to assign a +1 bonus on saves and attack rolls 
for creatures when their sign matches the month and hour below. 
In light of such cases, factions and PCs may wish to schedule their 
actions to gain the upper hand, though in practice, factions must 
remain busy all the time. 

Table 13-2: ConsTellaTion sigils

Sign
Month
of Year

Hour of 
the Day

Creature
Type

Faction
Name

Portal 1 Midnight Aberration Travelers Society

Spider 2 Pre-dawn Mutant Wraith Daggers

Tree 3 Dawn Plant Druidic Circle

Angel 4 Mid-morning Celestial Holy Templars

Knight 5 Late morning Construct Death Company

Crown 6 Noon time Person Noble Court

Lute 7 Early afternoon Fey Chimera House

Dragon 8 Mid-afternoon Dragon Sky Riders

Fiend 9 Late afternoon Fiend Midnight Sun

Ghoul 10 Dusk Undead Red Masquerade

Genie 11 Early-evening Elemental Crafts Guild

Magi 12 Mid-evening Magical Beast Magus Orb

Wolf 13 Late evening Animal Lupus Rex

Star* — — Person Titan League

*The star sign, also called the hidden sign, is a window to numerous 
hidden constellations.

Chapter 13: People

 Factions
Factions, also called guilds or societies, are far-reaching organiza-
tions for like minds to gather and scheme. 
 Factions tend to have a strong core of leaders related by blood, 
marriage, and adoption. Beyond the core stand hundreds or thou-
sands of members, depending on its locale and profile. Some 
announce themselves proudly while others lurk in shadows. The pro-
cess of finding, entering, and climbing the ranks of a faction is the 
stuff of which adventures are made.
 Frequently, factions deploy members on quests. In a world where 
factions are mildly influential or mostly amicable with each other, 
characters from different factions will cooperate. An adventuring 
party that is affiliated with several factions enjoys a diversity of ben-
efits. However, when a setting contains fractious groups, party mem-
bers will likely hail from just a couple of factions or, conversely, hail 
from multiple factions for a special quest to avert a world-shaking 
threat. It is plausible for a character to act as a double (or even triple) 
agent, though the use of magical sigils stymies such schemes.

Key Terms
Here are key terms to understand factions.
 Find: This indicates your chance each day to locate the faction’s 
local branch, or house. Factions are easier or harder to find. If you 
fail, you may try again the next day. Even if a faction is not present in 
a settlement, success means you learn where the nearest house lies.
 Entry: This states what you need to become a member of the 
faction. For simplicity, all factions require a 500 gp entry fee and a 
key ability and/or successful skill checks to enter. Some require or 
prohibit an alignment. You can reduce the entrance fee by 100 gp per 
month that you volunteer (no adventuring!)
 Constellation Sigil: Each faction links to a constellation 
such as Portal, Lute or Wolf. New members are magically branded 
with a indelible sigil that goes with that constellation. A character is 
limited to 1 sigil at a time. See the Place Sigil ability in the sidebar at 
right. 
 Profile: Who founded the faction? What its supposed secrets 
and goals? Also, what missions does the faction tend to patronize? 
Don’t believe everything you read in this section!
 Due to faction’s activities and connections, it knows quite a bit. 
A PC faction member may learn 1d4-1 rumors per week. Rumors 
include job opportunities. Each rumor has a 50% chance to be true. 
There is a 10% chance a rumor answers a specific adventure question.
 Members: Most members are townies (page 259) or alders 
(page 276) with abilities well-suited to their faction. A few members 
are monsters or powerful characters, though even when members 
are evil or horrid, they are friendly to the faction’s members.
 Anyone can hire any of the townie professions listed here, and 
members can hire each other at a 50% discount.
 A PC faction member can settle down for 2 years to adopt 1 of 
the listed townie professions. His level increases by +2 and he gains 
the chosen profession’s abilities along with a +2 bonus to the profes-
sion’s prime attribute. Adopting this profession does not count as  
multiclassing.
 Faction Skills: You can treat a faction as an entity with 
skills. This is useful to resolve a faction’s actions, whether for or 
against characters or other factions. For example, a faction might spy 
on another by making a Stealth check. If the target faction makes a 
better Perception check, then the ruse is discovered. Otherwise, the 
target has divulged a secret! Similarly, Insight opposes Bluff, Percep-
tion opposes Disguise, and Intimidate and Diplomacy oppose them-
selves. A faction can make a maximum of 3 skill checks per day.
 A PC faction member may ask his faction to make a skill check on 
his behalf up to once per level.
 Multiclassing: Factions offer training. A PC faction mem-
ber may select 1 of the listed classes for his multiclass option and 
receive training at ½ normal price. See page 39 for details.
 Special: Whenever a character likes, he may pay 2,000 gp to 
gain a unique benefit that is equivalent to an intermediate ability.
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 Known Factions
Here are various factions to consider joining.

Blood Masquerade    
This den of necromancers, vampires, other undead, and their admir-
ers enjoy and agonize over the benefits and trials of eternal undeath.
 Find: DC 18 History, Religion or Streetwise check once daily.
 Constellation Sigil: Ghoul.
 Entry: 500 gp. Also, Comeliness 15+ or pass DC 15 Bluff, Craft, 
Religion or Stealth check. Alternatively, undead or necromancer.
 Profile: Blood Masquerade acts as great dark cloak to hide and 
nurture the sentient undead, including vampires, liches, and even 
ghosts and ghouls. Necromancers living and unliving flourish amid its 
ranks, as do warm-blooded mortals who yearn for the eternal loving 
embrace of the grave.
 Much of Blood Masquerade is a mystery. Even its members fool 
themselves, claiming they are alive and worthy of redemption. The 
faction is officially organized by regions, with the older and most 
powerful in command. Undead that cause trouble are hunted and 
coerced into the fold. When internal feuds erupt, blood flows freely. 
Every member is allowed a living paramour. Some view mortals as 
cattle, pets or toys, while others view them as keys to redemption. 
 Typical missions include seeking fresh bodies, magic, or par-
amours, and defending against Holy Templars. Mostly, however, the 
house spends much time and resources cleaning up after its highly 
unruly members.
 Members: Alchemist, courtesan, cultist, dawn child, grave-
master, guildminder, infantryman, kindred, mystic, occult artist, ruf-
fian, torturer, wretch, and zembic.
 Faction Skills: Arcana +5, Acrobatics +10, Athletics +15, 
Disguise +10, History +15, Intimidate +20, Literacy +10, Music 
+10, Nobility +5, Perception +20, Religion +10, and Stealth +15, 
and Warcraft +5.
 Multiclassing: Dhampir, necromancer or shaman.
 Special: Will transform a member into an undead creature such 
as a vampire of equal level. The transformation occurs at midnight in 
the faction’s house. The member keeps his free-will. Cost: 2,000 gp.

Chimera House     
This motley band of artists, performers, courtesans, gamblers, gyp-
sies, musicians, and psychics provides aid, gifts, and entertainment.
 Find: DC 12 History, Music or Streetwise check once daily.
 Constellation Sigil: Lute.
 Entry: 500 gp. Also, Charisma 15+ or pass a DC 15 Acrobatics, 
Heal, Music or Streetwise check.
 Profile: Chimera House provides amusement, games, and 
healing. It is a young faction that brings an energetic, festive style as it 
manages a diverse pallet of interests including colorful circuses, loud 
gambling halls, fragrant opium dens, and quiet sanitariums. Like a 
chimera, it is magical and multi-faceted.
 Chimera House offers the smiling face of happiness. A medicant 
might know poisons but the House prefers he heal or provide cos-
metic boons. The House walks a fine line to provide semi-illicit goods 
and services. Fortunately, their courtesans keep lists of wealthy and 
powerful clientele. Thus, few hassle them. Rumors suggest that the 
house’s true goals are set by strange creatures.
 In addition to entertaining the general public, typical missions 
include throwing private parties, making house calls, providing dis-
crete healing and cosmetic disguises, delving for magic items, and 
acting as couriers and spies. 
 Chimera House is an excellent source of musical instruments and 
clothing, and its members can buy such items at ½ price.
 Members: Acrobat, alchemist, carnie, courtesan, gladiator, 
guildminder, healer, infantryman, occult artist, psychic, psychic sur-
geon, psiscope, seer, and symbiost.
 Faction Skills: Acrobatics +20, Arcana +5, Bluff +15, Dis-
guise +15, Heal+20, History+5, Literacy +15, Insight+10, Music 

+20, Nature +5, Stealth +5, Streetwise +5, and Trick +10.
 Multiclassing: Bard, medicant or psion.
 Special: Will transform psychic surgery on a member to allow 
him to re-choose a single past level’s worth of abilities. That is, you 
may retroactively alter selection of abilities made at an earlier level. 
You must have qualified for the ability at the time. Cost: 2,000 gp.

Crafts Guild     
This cabal of busy, money-wise merchants and artisans crank out a 
bevy of mundane and magical gear including buildings and vehicles. 
 Find: DC 6 Craft, History or Streetwise check once daily.
 Constellation Sigil: Genie.
 Entry: 500 gp. Also, Intelligence 15+ or know Technics skill or 
pass DC 15 Appraise, Craft, Dungeoneering or Mechanics check.  
 Profile: The Crafts Guild allies many small specialty crafts 
from blacksmiths and cobblers to shipwrights. By combing their 
voices and coin purses, the members of Crafts Guild hold their own 
against strong houses like Noble Court.
 For all its wide-open store fronts and teeming marketplaces, the 
Crafts Guild is reclusive. Leaders ensconce their wealth in extradi-
mensional manses. Many are immortal machines. At all hours, deep 
below city streets and under mountains, crafters develop steamgear, 
eldritch devices, electrotech and more, including rumors of danger-
ous and experimental nucleonic items. Perhaps the most powerful 
Crafts Guild faction is Voidwrights. Its members fly spellships to 
retrieve new items from other worlds and extradimensional realms. 
 Typical missions include negotiating trade agreements, seeking 
lost relics, scavenging for parts and ingredients to craft items, col-
lecting unpaid debts, gaining customers, and defending their labs. 
 Crafts Guild is an excellent source of toolkits and alchemical 
items, and its members can buy such items at ½ price.
 Members: Alchemist, artisan, bearer, golemwright, guildmin-
der, hacker, infantryman, magewright, prospector, replicant, scribe, 
stonewright, trapmaker, and technician.
 Faction Skills: Appraise +20, Arcana +20, Craft +20, 
Dungeoneering +15, Literacy +15, Mechanics +20, Nobility +5, 
Pilot +5, Streetwise +10, Trick +5, and Warcraft +15.
 Multiclassing: Artificer, elementalist or wizard.
 Special: Will craft an electrotech item or building per a mem-
ber’s specifications for 50% off its market price. Cost: 2,000 gp.

Death Company     
This loose band of warriors works as mercenaries, trade armaments, 
and learn Death Company’s secret of leaders who never die in combat.
 Find: DC 12 History, Streetwise or Warcraft check once daily.
 Constellation Sigil: Knight.
 Entry: 500 gp. Also, Constitution 15+ or pass DC 15 Athletics, 
Endurance, Intimidate or Warcraft check. Must be nonchaotic.
 Profile: “We fight forever.”  That is a popular Death Company 
motto. These warriors of all stripes live for the fray and taste of blood 
in battle. Their leaders bare tattoos that guard them from really dying 
or even falling unconscious. 
 Some believe Death Company’s founders inked tattoos to stay 
awake and alive amid a terrible battle with ghosts. Had they nod-
ded off, the ghosts would have possessed them. Others say that its 
members are possessed by a cadre of ghostly warriors. Who else vol-
unteers to die for a few coins? Death Company gets along well with 
other houses. It succeeds by brute force and grants it allegiance by 
coins rather than political machinations. Thus, it is predictable.
 Typical missions include guarding nobles, hunting fugitives and 
outlaws, slaying monsters, and invading or holding a property or 
town. Members tend to not fight each other. Contrary to its name, 
they don’t work with undead. 
 Death Company sells healing potions, and members can buy such 
items at ½ price. They also sell armaments at full price. 
 Members: Archer, berserker, bountyhunter, cavalier, guildmin-
der, healer, infantryman, monast, sniper, stormtrooper, viking raider, 
reaver, undying warrior, and warcrafter.
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 Faction Skills: 
Athletics +20, Acrobatics +5, 
Dungeoneering +10, Endur-
ance +15, Handle Animal +5, 
Heal +10, History +5, Intimi-
date +20, Music +5, Nobility 
+5, Perception+10, Pilot +5, 
Religion +5, Stealth +5, Sur-
vival +10, and Warcraft +20.
 Multiclassing: 
Fighter, mageblade or necro-
mancer.
 Special: Will craft a 
magical weapon or suit of 
armor per a member’s specifi-
cations for 50% off its market 
price. Cost: 2,000 gp.

Druidic Circle 
This far-reaching, many-lay-
ered faction celebrates the fey 
world and taps eternal laws of 
nature to empower its leaders 
with lasting power. 
 Find: DC 18 History, 
Nature or Streetwise check 
once daily.
 Constellation 
Sigil: Tree.
 Entry: 500 gp. Also, 
Wisdom 15+ or pass DC 15 
Diplomacy, Handle Animal, Nature or Survival check. Must be any 
neutral alignment.
 Profile: Druidic Circle is ancient. In primal eras and places, 
it reigns supreme, and its connections to nature and fey courts still 
afford it a powerful place, particularly amongst farmers and in rural 
settlements where druids and fey work magic to grow crops from 
ground that is well-soaked in the blood of sacrifices. 
 Sages describe Druidic Circle like its revered site of myth, the World 
Tree. Like a tree of many rings and layers, the outermost Circle is like 
tough bark. It shows a rugged life with simple pleasures. Deep within, 
however, a tree’s sap runs warm. Druidic leaders who have tasted the 
tree of life are transformed to enjoy lasting youth and beauty.
 Typical missions include protecting natural locations, aiding hurt 
animals, acting as guides and village healers, conducting monthly 
hedonistic rituals, summoning fey, and traveling to faerie courts.
 Druidic Circle is an excellent source of plants, animals, and out-
door gear. They will not sell animals for slaughter or to those who will 
likely be careless or cruel to them. Its members can buy at ½ price.
 Members: Alchemist, bearer, cavelander, cropmaster, farmer, 
guildminder, healer, infantryman, monast, sea witch, swamp rat, 
wise weald, witch doctor, and woodsman.
 Faction Skills: Arcana +5, Craft +5, Diplomacy +20, 
Handle Animal +20, Heal +15, Intimidate +5, Music +10, Nature 
+20, Perception +10, Religion +20, Stealth +5, and Survival +15.
 Multiclassing: Barbarian, druid or ranger.
 Special: Will reincarnate a member into a new body for what-
ever reason such as disability or old age. See the Reincarnate ability on 
page 53. The rite usually occurs in a natural setting. Cost: 2,000 gp.

Holy Templars     
This holy congregation aims to cleanse the world of fiends, undead, 
and corrupt mortals, and its leaders may become angels in the afterlife.
 Find: DC 18 Heal, Religion or Streetwise check once daily.
 Constellation Sigil: Angel.
 Entry: 500 gp. Also, Wisdom 15+ or pass DC 15 Heal, Insight, 
Religion or Warcraft check. Must be good.
 Profile: Holy Templars is dedicated to unmasking and eradi-

cating evil. Gods cannot easily inter-
vene in the mortal world. Thus, faithful 
servants of holy gods organize and lead 
the fight against vile creatures and cor-
rupt practices. 
    In addition to searching out and van-
quishing evil, Holy Templars founds 
churches and hospices, aids the sick 
and poor, and seeks to establish just 
societies. Some grouse about their 
inquisitions and crusades. Others say 
that no creature is innocent. Holy Tem-
plars seeks to topple Midnight Sun and 
Blood Masquerade, and are not friendly 
with Lupus Rex. They view Druidic 
Circle as a competitor for souls and 
they disapprove of Death Company, 
Magus Orb, and the lethal Wraith Dag-
gers. This leave them with few allies.
    The leaders have a line to their gods 
through their fallen members who 
serve as angels and other celestials in 
the afterlife. This takes the fight to the 
gates of Hell itself and to the deepest 
layers of Abyss.
    Holy Templars is an excellent source 
of holy symbols and holy water. Its 
members can buy such items at ½ off.
    Members: Deacon, demigodling, 
emissary, exorcist, faithling, guildminder, 
healer, infantryman, life-giver, monast, 

ritualist, slayer, stentor, and tactician.
 Faction Skills: Athletics +5, Arcana +10, Diplomacy +10, 
Dungeoneering +10, Endurance +10, Heal +20, History +10, 
Insight +20, Intimidate +10, Literacy +5, Music +5, Nobility +5, 
Religion +20, and Warcraft +10.
 Multiclassing: Cleric, inquisitor or paladin.
 Special: Will cast Raise Dead for good members and their imme-
diate kin and good allies. This occurs in a temple. The cost includes the 
material component and is a great savings. Cost: 2,000 gp.

Lupus Rex      
This tight-knit pack of shifters, werewolves, other lycans, and their 
admirers focuses on carousing, hunting prey, and defending the pack.
 Find: DC 18 History, Streetwise or Survival check once daily.
 Constellation Sigil: Wolf.
 Entry: 500 gp. Also, Strength 15+ or pass DC 15 Acrobatics, 
Athletics, Handle Animal or Nature check.
 Profile: Lupus Rex brings together lycanthropes, mainly 
werewolves and their ilk, and those who wish to join them. Although 
each pack is tight-knit, packs are highly territorial and rarely coop-
erate across regions. Instead, they keep to their own land and trust 
their honed instincts regarding friend and foe.
  Lupus Rex is the most tactical faction, often luring foes into 
unpleasant positions where they can be surrounded and brought 
down. On the other hand, Lupus Rex is also short-sighted and lacks 
long-term goals. They defend their territory, rescue their own, and 
enjoy hunting without interference. 
 Typical missions include exploring new territory, sniffing out a 
new danger, tracking fugitives, seeking revenge against those who 
have wronged them, and guiding individuals who have or wish to 
have the lycan curse. Lupus Rex views lycanthropy as normal and 
desirable, not to be cured or suppressed.
 Lupus Rex sells animals, outdoor gear, and day labor. Though they 
sell dogs, they do not sell wolves. Anyone may sell animals and gear 
to them, and its members can buy such items at ½ price.
 Members: Berserker, gladiator, guide, guildminder, healer, 
infantryman, lycan, monast, mystic, swamp rat, venturist, wise 
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weald, witch doctor, and woodsman
 Faction Skills: Acrobatics +20, Athletics +20, Disguise 
+10, Endurance +20, Handle Animal +10, Intimidate +20, Nature 
+10, Perception +15, Survival +20, and Warcraft +5.
 Multiclassing: Barbarian, shifter or witch.
 Special: Will teach a member how to use a limited form of Poly-
morph (page 101) to transform into either a dire beast or a werebeast 
(but no other creature). Cost: 2,000 gp.

Magus Orb     
This society helps arcanists exchange spells, share labs, and tap the 
secret of the Magus Orb, which allows them to share spells at a distance.
 Find: DC 18 Arcana, History or Streetwise check once daily.
 Constellation Sigil: Magi.
 Entry: 500 gp. Also, Intelligence 15+ or possess 5+ magic abil-
ities or pass DC 15 Arcana or Literacy checks.
 Profile: The origin of Magus Orb is shrouded in mystery. Some 
say its founder, the dragon Tharzakan, crafted an eldritch device 
called the Magus Orb. Others say he discovered it amid the ruins of a 
fallen empire that was devastated long ago by misused magic. 
 Magus Orb is a powerful, worlds-spanning society. Its leaders talk 
and share spells over long distances, even from other worlds and 
realms of existence. No one knows the Orb’s true locale and leaders 
are careful about who they admit into their ranks. Magus Orb avoids 
extremist views and promotes the study of magic above moral codes. 
It is on good or neutral terms with most other factions. Everyone 
needs their services and fears its magical prowess. 
 Typical missions include retrieving or stealing magic items, profil-
ing or capturing enemy spellcasters, providing spellcasting services 
to other factions, and using magic to obtain or conceal secrets. Also, 
Magus Orb holds a special affinity to dragons and sends delegations 
to learn lore from dragons.
 Magus Orb is a fine source of writing materials and scrolls. Anyone 
may sell such items to them, and members buy such items at ½ price.
 Members: Abjurer, alchemist, guildminder, infantryman, mage-
wright, mystic, scribe, seer, spell thief, stonewright, thaumaturgist, 
warmage, weave wizard, and witch doctor.
 Faction Skills: Appraise +15, Arcana +20, Craft +10, 
Dungeoneering +10, Heal +5, History +10, Insight +15, Literacy 
+20, Mechanics +5, Nature +5, Perception +5, Pilot +10, Stealth 
+10, and Trick +10.
 Multiclassing: Psion, sage or wizard.
 Special: Will craft any wondrous magic item per a member’s 
specifications for 50% off its market price. Cost: 2,000 gp.

Midnight Sun     
This coven of fiendmongers teaches members how to bargain with 
demons and devils to ensure worldly success and power in the afterlife.
 Find: DC 18 History, Religion or Streetwise check once daily.
 Constellation Sigil: Fiend.
 Entry: 500 gp. Also, Constitution 15+ or pass DC 15 Appraise, 
Bluff, Disguise or Religion check. Must be nongood.
 Profile: Midnight Sun is a loose alliance of cults dedicated to 
various demons, devils, and dark gods. They operate underground, in 
the shadows, and in the secret chambers of the ignoble and powerful. 
Many a commoner or fallen prince has despaired and turned to a vile 
fiend or god to help, for a great price.
 Midnight Sun has official churches in evil lands and operates qui-
etly in good lands. It rarely shows its hand. Members are alert to the 
presence of fiends and offer daily praise and obedience in exchange 
for a small boost of power.
 Typical missions include acquiring fiendish lore, visiting with or 
summoning a fiend to forge a bargain, improving one’s lot, hamper-
ing good creatures, and tempting fellow mortals into sin, thereby 
increasing your numbers. Midnight Sun seeks to topple the Holy 
Templars and corrupt other factions.
 Midnight Sun is an excellent source of business properties, from 
bordellos to factories. Business is a means to money, which is a tool 

to acquire power over others. Anyone may sell business property to 
them, and its members can buy such properties at 10% off.
 Members: Alchemist, aristocrat, barrister, cavelander, cultist, 
demonic host, deviant,emissary, faithling, guildminder, infantryman, 
torturer, thaumaturgist, and wretch.
 Faction Skills: Appraise +5, Arcana +20, Bluff +20, Dun-
geoneering +15, Disguise +10, History +, Intimidate +20, Mechan-
ics +5, Religion +20, Stealth +10, Trick +10, and Warcraft +10.
 Multiclassing: Blackguard, inquisitor or warlock.
 Special: Will teach you the Fiendish Ritual warlock spell (page 
96). Cost: 2,000 gp.

Noble Court     
This society is a posh space where aristocrats, courtiers, and other 
members of high society can pursue leisure and debate topical issues. 
 Find: DC 6 History, Nobility or Streetwise check once daily.
 Constellation Sigil: Crown.
 Entry: 500 gp. Also, Comeliness 15+ or pass DC 15 Appraise, 
Diplomacy, Literacy or Music check.
 Profile: Noble Court is the official platform of the aristocracy 
to gather and organize as mediators between the royalty above and 
commoners below. Once upon a time, Noble Court was the most 
powerful faction, but with the rise of magic, trade, religion, and other 
forces, they have receded to be first among equals.
 Many individuals with a noble title are members of Noble Court. 
That said, there are many nobles who are not. Even attractive com-
moners may join to act as courtiers, expert hirelings, servants or 
such to a noble family, though they lack a title. Only nobles who join 
Noble Court may become royalty.
 Typical missions include trade and treaty negotiations with nobles 
of other lands, entertaining noble guests, clearing a property of 
monsters, acting as an escort for nobles of higher title, and so forth.
 Noble Court is an excellent source of masterwork items, including 
noble clothing, and private residences. After all, a landed aristocracy 
deserves only the finest items. Anyone may sell such items and prop-
erty to them, and its members can buy these at 10% off.
 Members: Abjurer, aristocrat, barrister, cavalier, gladiator, 
guildminder, infantryman, replicant, ritualist, ruffian, paramour, 
scryer, stentor, and venturist.
 Faction Skills: Acrobatics +5, Appraise +10, Bluff +10, 
Diplomacy +20, Disguise +5, Handle Animal +5, History +20, 
Intimidate +10, Literacy +15, Music +10, Nobility +20, Streetwise 
+5, and Warcraft +15.
 Multiclassing: Fighter, gallant, or inquisitor.
 Special: Will sell you an available property of your choice at a 
50% discount off its market price (page 170). The discount is for the 
property and not any building or business on it. Cost: 2,000 gp.

Sky Riders      
This exclusive club is home to aerial riders and their mounts and 
grooms. Members work as guards, raiders, scouts, and wayfinders.
 Find: DC 12 History, Nature or Streetwise check once daily.
 Constellation Sigil: Dragon.
 Entry: 500 gp. Also, Strength 15+ or pass DC 15 Acrobatics, 
Handle Animal, Nature or Warcraft check.
 Profile: Sky Riders has few members relative to other houses, 
yet stands as a powerful force for a simple reason: “He who rules the 
skies, wins the day.” Sky Riders also offer rapid and relatively safe 
travel across long distances for wealthy and special individuals.
 A Sky Riders brigade is a unit of aerial combatants mounted on 
dragons, giant bats, griffons or such. Members with spell power are 
among the most potent as they easily bypass most mundane defenses 
and can throw long-range magical assaults from a safe distance. Sky 
Riders is friendly with creatures such as dragons that might assault 
cities and towns with impunity. Unlike other factions, skyriders con-
sciously blocks entry to individuals who might exalt monetary gain 
over the needs of the faction. Thus, few merchants travel with them.
 Typical missions include scouting a locale from the air, ferrying 
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someone to a remote location, searching and taming new aerial 
mounts, providing a show of force or acting as an honor guard, and 
assaulting a city or town.
 Sky Riders sells aerial mounts including giant bats, royal eagles, 
griffons, and pegasi. Sky Riders also specializes in breeding and train-
ing such creatures from infancy. Anyone may sell such creatures to 
them, and its members can buy these mounts at ½ price.
 Members: Archer, bountyhunter, emissary, far-trader, guide, 
guildminder, ninja, rough rider, seer, sky pirate, sky rider, sniper, 
stentor, and venturist.
 Faction Skills: Acrobatics +20, Athletics +15, Diplomacy 
+5, Handle Animal +20, Heal +5, Intimidate +10, Nature +15, 
Nobility +5, Perception +20, Pilot +15, Survival +10, and Warcraft 
+10.
 Multiclassing: Elementalist, ranger or sorcerer.
 Special: Will sell you a single trained mundane or magical flying 
mount of your choice such as a giant eagle or griffon. Cost: 2,000 gp.

Titan League     
This prideful gathering of hierians, adventuring heroes, and their 
offspring aspires to improve the world, whatever that might mean.
 Find: DC 24 History, Insight or Streetwise check once daily.
 Constellation Sigil: Star.
 Entry: 500 gp. Also, Charisma 15+ or pass DC 18 check 
involving 1 skill of your choice. Must be nonlawful.
 Profile: Titan League is home to idealistic mortals who wish 
to improve their lot, and the lot of mortals or the world in general, 
preferably with minimal divine aid. Each League house espouses 
ideals and means that are rooted in its dominant alignment. Most 
League houses are host to at least 1 hierian who defends and pro-
motes the house through his powers and charismatic leadership. A 
hierian is mortal who transformed into a powerful being as a youth. 
The hierian is superior in all attributes and has innate supernatural 
abilities. Each hierian’s beloved paramour or sidekick might some-
times also tag along.
 The League’s founders, a diverse group of hierians, attribute their 
calling and power to ancient titans, long-lost servants of the gods 
who now languish in eternal torment. Each titan represented the 
essence of a particular character class such as cleric, fighter, rogue 
or wizard. When the titans taught mortals their secrets, the gods 
punished them. For this reason, the League is generally neutral (and 
sometimes unfriendly) to deities and their temples and followers.
 Missions depend on the nature of each League house, though the 
ethos of the League as a whole predominates. Good houses tend to aid 
the poor, repel monsters, and champion benevolent governance. An 
evil house, in contrast, schemes to enslave the weak, test the strong, 
and enrich themselves whenever possible. That said, all League houses 
promote human destiny, eschew killing mortals, and often deploy 
members to locate budding young hierians. The League helps these 
youth master their nascent powers and come over to their cause.
 Members: Abjurer, animus, demigodling, guildminder, healer, 
investigator, paramour, ritualist, scribe, scryer, seer, tactician, ven-
turist, and viking raider.
 Faction Skills: Acrobatics +15, Arcana +5, Athletics +15, 
Diplomacy +10, Disguise +10, Heal +10, History +5, Intimidate 
+20, Literacy +10, Nobility +10, Perception +20, Religion +5, 
Stealth +5, Streetwise +5, and Warcraft +5.
 Multiclassing: Any 3 classes.
 Special: Will teach you any 1 basic ability for which you qualify 
from any class that is not your own. Use that class’s prime attribute to 
resolve the abilities. Cost: 2,000 gp.

Travelers Lodge     
This far-flung society provides lodging, travel supplies, and wayfind-
ers to explores, merchants, pilgrims, fugitives, and other travelers.
 Find: DC 6 History, Pilot or Streetwise check once daily.
 Constellation Sigil: Portal.
 Entry: 500 gp. Also, Dexterity 15+ or pass DC 15 Craft, 

Endurance, Pilot or Streetwise check.
 Profile: The Travelers Lodge aids pilgrims, merchants, diplo-
mats, adventurers, and even fugitives for a price. It is highly visible in 
many lands, with its inns, lodges, ships, and shops ready and eager to 
offer their services. The Lodge also offers transmission of messages 
or couriering of precious goods.
 Travelers Lodge specializes in ships, particularly magical ones. 
Among their prized lines is the explorer class ship (described at 
right). With a magically-adept pilot at its helm, the ship travels up 
to 96 miles in a single day even in calm waters or against headwinds. 
This ship, along with its spellships and realm-spanning vehicles, act 
as homes for many of the faction’s leaders.
 Typical missions include acting as a courier, reporting newsworthy 
events and maintaining newspapers, guiding customers to their des-
tinations, searching for lost ships and lost travelers, and providing 
care and service to travelers regardless of their alignment, back-
ground or faction. A small but influential faction of far-traders and 
similar canny merchants use their coin to steer the Society. Thus, 
travelers may end up “detouring to investigate” lucrative locations.
 The Lodge is an excellent source of horses and vehicles, notably 
spellships, and its members can buy such items at 10% off. 
 Members: Bearer, cavelander, dune strider, far-trader, guide, 
guildminder, ice runner, infantryman, jumper, mountebank, sailor, 
sea witch, sky captain, sky runner, venturist, and wayfarer.
 Faction Skills: Appraise +10, Athletics +5, Acrobatics +5, 
Bluff +10, Disguise +15, Endurance +20, Handle Animal +15, His-
tory +15, Nature +15, Pilot +20, and Survival +20. 
 Multiclassing: Artificer, pathfinder or sage.
 Special: Will sell you any vehicle, even a spellship, for 50% of its 
market price (pages 165 and 199). Cost: 2,000 gp.

Wraith Daggers     
This nasty den of assassins, thieves and cutthroats trades illegal goods, 
provides clandestine services, acquires leads, and silences officials.
 Find: DC 24 History, Stealth or Streetwise check once daily.
 Constellation Sigil: Spider.
 Entry: 500 gp. Also, Dexterity 15+ or pass DC 15 Bluff, Dis-
guise, Stealth or Trick check.
 Profile: Wraith Daggers is one of many pseudonyms for the 
Thieves Guild, a far-reaching crime organization that bribes, black-
mails and placates individuals and other factions to continue its clan-
destine operations. Of all factions, it is the most diffuse and difficult 
to navigate unless you’re hiring for a “job”.
 No other faction trusts Wraith Daggers enough to cooperate with 
them. Yet all of them (even Holy Templars) are known to employ 
their services. While assassinations might be illegal and undesirable 
in most lands, Wraith Daggers will happily help murder corrupt 
nobles, hated tyrants and vile monsters on behalf of desperate good 
souls. Often, shadowy sneaks, hidden sniper, and clever traps do the 
job. Few victims see the instrument of their demise.
 Typical missions include spying on other factions (for themselves 
or on behalf of other factions), trailing marks, casing locales to rob, 
executing thefts and murders, “roughing up” targets as warnings, 
moving stolen goods, and sustaining illegal activities such as gam-
bling, prostitution, and slavery. 
 Wraith Daggers is an excellent source of drugs and poisons, and 
its members can buy such items at ½ price.
 Members: Alchemist, bountyhunter, gladiator, guildminder, 
hacker, infantryman, jumper, mage hunter, ninja, ruffian, sniper, 
sneak, trapmaker, and torturer.
 Faction Skills: Appraise +5, Acrobatics +15, Athletics +5, 
Bluff +20, Disguise +20, Mechanics +15, Nobility +10, Stealth 
+20, Streetwise +20, and Trick +20. 
 Multiclassing: Rogue, shadowcaster or witch.
 Special: Will assign you any 1 of its townie (2nd-level) members 
such as a ninja or sneak as a permanent companion to serve you to 
the death or until you fail to provide him 15 gp upkeep per week. The 
assigned townie ends his service only when you die. Cost: 2,000 gp.
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 Settlements
People organize into small and large settlements. Table 13-3: Settle-
ment Size describes typical settlements by type. 

Table 13-3: seTTleMenT size

Type Population Houses Builds Spread

Outpost 1-25 1-5 0-1 1-5 acres

Small town 26-250 5-50 1-5 2-25 acres

Town 251-2,500 50-500 5-25 25-500 acres

Large town 2,501-25,000 500-5,000 25-100 1-2 sq miles

City 25,001-250,000 5,000-50,000 50-200 5-10 sq miles

Metropolis 250,001+ 50,000+ 250+ 10+ sq miles

 Houses are single-story or multi-story structures suitable for 
a family or business. In contrast, a build (a building or complex of 
buildings, including underground areas) might be a military com-
pound, temple, academy, theater, castle, shipyard, prison, apartment 
block, marketplace, or industrial plant that holds either a large group 
of people in cramped conditions or a single family or business in 
sumptuous conditions.
 A settlement’s spread is its land area. High, medium, and low den-
sity settlements host 10,000 people, 2,000 people, or 200 people 
per square mile, respectively. Settlements can swell to 2x normal 
density or recede to ½ normal density due to seasonal variation. A 
very high density locale typical of a modern city hosts 25,000 people 
per square mile.
 

Governments
The table below describes typical ways people organize in groups.

Table 13-4: loCal governMenTs

Type Who Governs

Anarchy Assorted strongmen who come and go by violence. 
They rarely exert much influence beyond their grasp. 

Consortium A competitive council of wealthy individuals (guilds, 
clans, etc), each representing the interests and members 
of a different faction.

Democracy All individuals act as coequal citizens who participate 
directly in decision-making, usually acting by majority 
rule according to a vote or tacit consensus.

Dictatorship A single powerful person (or monster) rules by might, 
charisma, and/or magic, at everyone else’s expense.

Feudalism Landed nobles govern renters, who work below them, 
and swear loyalty and service to other lords above them.

Magisterium Individuals with magical ability rule over their non-
magical brethren; anyone may be born with magical 
talent or develop it.

Militancy Those who prove their mettle in combat are rewarded 
with citizenship. Others have limited or no rights.

Monarchy An ancient family of noble or royal blood and long lin-
eage, where 1 person rules supreme at a time by order 
of succession.

Republic A set of freely elected representatives who serve the 
interests of the common people for a brief span.

Technocracy Individuals with expert skill crafting and using tech-
nological devices such as steamgear and electrotech. 
Mastery of nucleonics expedites a technocracy.

Theocracy Clerics, invokers or other religious mortals with ties to 
the divine rule over daily affairs and gate-keep who may 
access divine power.

Unknown An impersonal, nonsentient hidden force rules a leader-
less people. Those who break rules suffer a spontaneous 
punishment.

Demographics
Racial demographics are a quick way to characterize a settlement’s 
culture, language, alignment, and so forth. Both dominant and sec-
ondary races play key roles. Here are common settlements. For 
settlements that are primarily nonhuman, change “humans” to the 
dominant race.
 Classic: This settlement is common in mundane and fantasy 
settings. Humans of various cultures predominate over half-breeds 
and random visitors of other races. Among humans, one culture 
dominates the others.
Percent Races (or cultures)

70% Humans (majority culture)

20% Humans (minority cultures)

9% Half-elves, half-orcs, and halflings (3% each)

1% Other races or monstrous creatures

 Evil: Various evil-aligned races predominate. They are often 
organized under a strong leader or council to harass good-aligned 
foes. Also present are slaves plus devils, vampires or other monstrous 
and vile beings.
Percent Races (or cultures)

25% Humans (evil-aligned culture)

30% Tieflings, drow, half-orcs, goblins, hobgoblins, and kobolds 
(5% each)

40% Slaves of various races

4% Evil supernatural beings (aberrations, fiends, undead, etc)

1% Semi-sentient monsters

 Good: Various good-aligned races band together for mutual 
benefit and to ward against hostile forces. Also present are angels 
and similar supernatural beings who gently and wisely guide or rule 
as suiting their nature.
Percent Races (or cultures)

35% Humans (good-aligned culture)

60% Asimar, elves, half-elves, dwarves, gnomes, and halflings 
(10% each)

3% Good supernatural beings (angels, fey, etc)

2% Criminals, saboteurs, secret agents, and rebels

 Exotic: In this truly unusual settlement, humans are a sizable 
minority nestled among reptilian, avian, and/or feline races. Drag-
ons, fey, genies, and similar creatures are also present.
Percent Races (or cultures)

30% Humans (variously aligned)

63% Dracks, dromites, grippli, lizardfolk, pygmies, rakasha, and tengu 
(9% each)

5% Unusual creatures (such as dragons, fey or genies)

2% Semi-sentient monsters

 Steampunk: This settlement is populated by various races, 
including sentient constructs, that are adept with machines. A sizable 
portion are semi-sentient constructs such as ergos.
Percent Races (or cultures)

30% Humans (variously aligned)

20% Slith (of either or both slith subcultures)

15% Warmechs

10% Semi-sentient construct servants such as ergos

25% Dwarves, goblins, gnomes, hobgoblins, and tengu (5% 
each)
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Street Life
Settlements are full of life. Large towns and cities in peaceful times 
are host to a myriad of activities even late at night or in the early 
hours of the morning. Use the following table to help decide how 
often events occur.

Table 13-5: urban aCTiviTy

Time/Place Check for an event every..

Busiest hours in crowded areas 1d6 rounds

Less busy times and places 1d6 minutes

Quiet and sparsely populated areas 10-60 minutes

 Next, use the table below to determine what events the PCs 
encounter as they explore a settlement. The GM rolls 4d8 or picks 
as desired. Moreover, there is a 25% chance that PCs are drawn into 
the event as it occurs.

Table 13-6: urban evenTs

4d8 
Result Event

4d8 
Result Event

4 Murder* 19 Gossip

5 Parade or festival 20 Religious ministration

6 Wedding 21 Con and/or gambling

7 Search for lost animal 22 Sale/auction

8 Spying/suspicious 
loitering

23 Abuse of people or 
animals

9 Crime investigation 24 News (crier or paper)

10 Street performance 25 Fleeing suspect

11 Loud party 26 Theft/kidnapping

12 Appearance of noble 
or hero

27 Funeral or funeral 
procession

13 Brawl 28 Electioneering

14 Accident 29 Fire*

15 Competition (archery, 
ring tosses, etc)

30 Flooding*

16 Animal on the loose 31 Supernatural event*

17 Rowdy youth 32 Monstrous attack*

18 Solicitation or 
invitation

* Soldiers or other official persons will arrive in 1d6 minutes.

Industries
Urban areas thrive when they host industries based on tangible 
resources. 
 Table 13-7: Industries describes various industries. Often, a cou-
ple of industries will be a settlement’s lifeblood with prestige for 
families and factions that engage in that industry. Larger towns and 
cities have 1d4+1 major industries. Each industry requires a natural 
resource or derivative of a resource. For example, mining requires 
rich ore deposits while textiles rely on local agriculture, herding or 
hunting, or the import of cloth. Many times, the materials and meth-
ods of key industries will be shrouded in mystery, such as hidden 
trade routes and secret religious rites. The exact mix of industries 
varies, though too much emphasis on administrative, entertainment, 
and religious industries is a sign of corruption and generally leads to 
low productivity and decadence. Note that education is not listed 
since each industry educates its own through apprenticeships.
 Typically, each industry lies in a particular district of a settlement, 
and placement is meaningful. Consider a roughly circular settlement. 
Administrative, religious and magical services often sit at a settle-
ment’s center. Around the center sit crafts, entertainment, medical, 

and scientific services. Toward the perimeter lie construction, ship-
ping, and textiles. The military guards the settlement. Outside the 
settlement lies agriculture, heading, and mining. There are excep-
tions. For example, a town might be built on top of a mine, with a 
goal to protect the mine’s precious ore from outsiders. Also, most 
settlements are built on rivers or bays. This places the inner ring 
upstream, within the settlement’s north side. 
 Some industries are more prestigious than others. With the excep-
tion of the military, industries become more prestigious and pleasant 
the closer one moves to the center of the settlement.

Table 13-7: indusTries

Industry Description (people’s demeanors and daily 
activities)

Outside—friendly, hardworking, patient, thrifty
Agriculture Planting, harvesting, and processing of plant-based 

foods such as growing wheat to make flour.

Herding Husbandry of animals for food, textiles and labor 
including chickens, cows, pigs, oxen and sheep.

Mining Discovery, excavation, refinement, and transport of ore 
such as copper, iron or gold.

Perimeter—aggressive, bored, protective, suspicious 
Military Protection of the people and their settlement as well as 

law enforcement and punishment of crimes.

Outer Ring—dangerous, fatalistic, poor, rowdy
Construction Construction of buildings from small shops and homes 

to banks, castles, and cathedrals.

Textiles Weaving of clothing from materials such as cotton, fur, 
silk, and wool.

Transport Building and repair of vehicles such as carts, sailing 
ships, railways, dirigibles, and spellships.

Middle Ring—busy, disciplined, smart, welcoming 
Crafts Creation of artistic durable, goods such as packs, cook-

ware, jewelry, and statues.

Hospitality Food service, dance and musical performance, stage-
plays and parties, and also prostitution and drugs.

Medical Use of fine medicinals and the skilled, patient care of 
the infirm, injured, and sick from birth to death.

Science Use of steamgear and electrotech items such as presses, 
microscopes, and telegraphs.

Inner Ring—elitist, rich, cynical, corrupt
Administrative Writing of laws and overseeing of others’ activities, 

mainly focusing on stamp sales and tax collection.

Magic The use of magic for varied needs such as contacting the 
dead, regaining youth or foreseeing the future.

Religious Delivery of religious services, charity to the poor, com-
munity gatherings, and moral enforcement.

 People tend to hire their own. Thus, each industry will likely wel-
come a particular race. Maybe hobgoblins dominate the military 
while gnomes gravitate to crafts, halflings to hospitality, elves to 
magic, goliaths to herding, kobolds to mining, lizardfolk to agricul-
ture, and so forth.

Crime & Punishment
Most communities have a published and enforced set of laws. Most 
also have unwritten rules that are “obvious” except to visitors. Here 
are rules to adjudicate what happens when a character breaks the 
law and is captured to be judged and possibly punished. Characters 
should be very careful to not act brazenly in urban settings. Table 
13-8: Crimes describes offenses that are common to fantasy settings. 
Societies tend to grant important individuals freedom from legal 
restrictions.
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Table 13-8: CriMes

Crime Description

Assault Cause hit point damage to self or others without 
causing death, particularly if provoking an attack. Self-
defense is okay.

Blasphemy Speak against an established religion or promote an illegal 
religion. Often, cavorting with fiends, undead and other 
monstrous evil.

Defamation Speak falsely against a person or criticize a noble or 
other leader, or otherwise cause a person to unfairly 
lose wealth or title.

Extortion Threaten force for money, including bribery, blackmail, 
extortion, and kidnapping.

Infidelity Cheat on a spouse, parent an illegitimate child, marry 
without a license or bans (marry privately), or lie about 
one’s heritage.

Misconduct Act in a threatening way, violate a curfew, case a build-
ing, stalk someone, act drunken or lewd, or hamper 
activities of law.

Murder Kill someone, except official executions or in wartime. 
Human sacrifice is usually a grave offense. Self-defense 
is acceptable. 

Property 
Damage

Damage someone’s property or use without asking, 
damage common land, or cause a dangerous fire.

Smuggling Trade illegal goods and services, cast banned spells, or 
harbor banned or dangerous creatures.

Theft Steal someone’s goods, sell stolen goods, poach on 
someone’s land, forge a will, fail to pay a debt, or cheat 
in a game.

Treason Betray a community’s secrets or otherwise aid enemy 
forces, or plot general ruin of nobility or removal of a 
monarch.

 Violations can be minor, major or capital. For example, acciden-
tally knocking down someone with a wagon for 1 damage is a minor 
assault, while disfiguring them with acid is a major assault, and exe-
cuting a complex killing is a capital murder. 
 Characters who are captured and arrested will be held in prison 
overnight and then either offered bail (2 gp) for minor violations or 
held until trial in a dungeon for major ones. 
 Resolve the trial as either a Literacy check against DC 20, or 
opposed Literacy checks with a modifier of up to +/-5 for special 
circumstances including witnesses and expert testimony. Apply a +2 
bonus in the accused’s favor if he has a Charisma or Comeliness of 
15+. Success indicates the accused is exonerated. Failure leads to 
punishment.
 Characters usually hire a barrister. Preparation takes 3 full days 
and trial takes 1 full day. Usually, witnesses will testify along with the 
accused and any law enforcers who were present. Here are typical 
trial arrangements.
 Minor Crime: A single barrister (defending the accused) 
argues before a judge who rules alone. Conviction of a minor crime 
results in jail for 1d4 weeks or a public lashing that delivers 5d4 dam-
age (13 hit points). Jail time can be offset by a fine of 15 gp per week 
or free community service for 3x the length of the sentence. 
 Major Crime: Two barristers, 1 to represent the accused 
and 1 to represent aggrieved parties, argue before a panel of 3 judges 
(alder barristers). Convicts of major crimes forfeit all gear and prop-
erty to the wronged party (and/or to the court) and either provide 
forced labor for 1d6+2 years or leave the community with a warn-
ing to never return. A noble might pay a 1,000 gp to 5,000 gp fine 
instead. 
 Capital Crime: Two barristers, 1 for each party, argue 
before a judge and a jury of 9 individuals who are either commoners 
if the accused is a commoner or nobles if the accused is a noble. Con-
victs of capital crimes are quickly executed. Execution is crude and 
painful for commoners and more dignified and painless for nobles.

People & Professions
Most inhabitants of settlements are townies. Townies are 2nd-level 
chararacters, as described starting on the next page. They fill use-
ful roles. As specialists, they may sometimes sport abilities that PCs 
don’t have. Above townies stand alders and patrons (pages 276-277). 
The table below offer a typical distribution of people including gear, 
property, and social standing as explained in the box below. 

Table 13-9: CharaCTer deMographiCs

Person Level % of Pop. Gear Property Standing

Townie 2nd 75% 50 gp None 3

Townie* 2nd 8% 75 gp None 3

Alder 6th 10% 1,000 gp House 8

Patron 13th 2% 20,000 gp Estate 11

NPC hero Any 5% Varies Varies Varies
* Indicates a townie with magic abilities.

option: Social StanDinG
A character’s social standing represents how much a community 
approves of that character. High standing means trust and support: 
the character is embedded within a community and has a reputation 
that warrants loyalty. People like and aid those with high standing. In 
contrast, a low standing means mistrust and rejection: the character 
has failed to connect with a community or has betrayed its members. 
People dislike and either ignore or undermine such characters.
 Determine Standing: Social standing is determined 
based on a character’s actions over time. Some actions build stand-
ing while other actions squander it. Acts that build standing include:

 » Acquire property within the community
 » Banish frightening monsters or dispel lingering bad magic
 » Become an alder or patron
 » Donate coins and treasure to the community
 » Have a good reputation within an allied community
 » Have upstanding ancestors who lived in the community
 » Marry upward (someone with higher social standing)
 » Match the locally dominant race
 » Quell unrest or push for popular reforms
 » Rescue or raise from death a community member
 » Secure a noble title or a local noble’s blessing
 » Thwart attack on the community (grants +1 or +2 modifier)
 » Use magic to feed, heal or otherwise aid people
 » Worship the local deity

In contrast, acts that squander standing include:
 » Commit 2 minor crimes or 1 major or capital crime
 » Damage property within the community
 » Engage in an illicit affair (usually, with a married person)
 » Harm or kill people in the community
 » Harm an alder or patron or reject the local deity
 » Have a poor reputation within an allied community
 » Have disreputable ancestors who lived in the community
 » Incite civil unrest or push unpopular reforms
 » Lead an attack against the community (inflicts -1 or -2 modifier) 
 » Marry downward (someone with lower social standing)
 » Mismatch the locally dominant race
 » Speak against persons of noble title
 » Secure a local noble’s enmity
 » Use frightening magic or conjure monsters

 Utilize Standing: Social standing is relevant when a 
character seeks to influence a community as a whole. For example, 
to attain public office or rally the public around a cause or defend 
against criminal charges. Resolve relevant attempts using a Bluff, 
Diplomacy or Intimidate check (as desired) with social standing as 
a modifier (from -15 to +15). Or, 2 characters may compete for a 
community’s loyalty by making opposing checks. Success means the 
community accepts the request. Otherwise, it rejects the request.
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 Townies
Most people are not great heroes. They fill practical roles such as 
a barrister, farmer, sailor, and so forth. Some roles such as cultist, 
healer, and seer grant magical abilities and such townies are uncom-
mon though a few may be found in or near a settlement.
 Below are statistics for a generic townie followed by descriptions 
of various professions. Townies have average statistics and a profes-
sion that is equivalent to 2 class levels. They also have race abilities. 
Thus, they are equivalent to 2nd-level PCs. Townies are numbered 
from 1 to 100.  You can randomly select a townie by rolling d100.
 Hiring a townie costs 2 gp per day, or 5 gp per day for magical 
professions denoted with a * symbol or for professions that imply 
naturally hazardous work such as prospecting. Multiply the cost 5x 
for truly dangerous work. This amount does not include any addi-
tional materials a townie purchases or expends on your behalf.
 You can make a 4th-level “advanced townie” by giving him 2 pro-
fessions. Besides gaining extra abilities, apply +10 vitality, +1 saves, 
+1 attacks, and +1 DR (better armor). Ideally, the 2 professions 
share the same prime attribute. For example, the alchemist and 
magewright both rely on intelligence and fit well thematically.
 A PC can settle down for 2 years to adopt a townie profession. His 
effective level increases by +2, he gains the profession’s abilities and a 
+2 bonus to the profession’s prime attribute, and he enjoys +10 vitality 
with a +1 bonus on attack rolls and saves as typical of advancing 2 levels.

Townie (lvl 2)
Townies have the following statistics.
 Type Person
 Size Medium or Small (as a person of its race)
 Alignment  Usually any lawful, or neutral good.
————————————————————————
 Lore Check History DC 14
 Bypass Bluff, Diplomacy or Intimidate DC 24 (or DC 19 if 
offered a bribe of 1 gp).
————————————————————————
 Senses Normal for patron’s race
 Perception +1 ; Stealth +0
 Languages Common plus any racial languages.
 Initiative +0
————————————————————————
 Speed 30 ft (or by race)
 Attack d20+3
 Weapons Club (1d6), dagger (1d4, 10 ft) or longsword (1d8) 
 Damage +0
————————————————————————
 Armor None or studded leather ; DR 0 (or 3 in studded leather)
 Wounds 8
 Vitality 11
 Fortitude 13, Reflex 13, Will 13
————————————————————————
 Str 11, Con 12, Dex 10, Int 10, Wis 12, Cha 11 
      (* A townie has a 15 for the attribute linked to his profession.)
 Prime As indicated in parentheses with profession.
 Skills See profession description.
 Special A townie has the standard abilities of his race.
————————————————————————
 FP 1 ; Patron Deity Any (often Solari, Mithrais or Esmariah)
 Multiclassing None
 Treasure Mundane items worth 50 gp in the townie’s home 
and workplace.

1. Abjurist* (Int)     
Abjurists seek out and dispel harmful magic. In combat, they counter 
spells and block enemy spellcasters from acting.
 Arcane Lore: Boost Arcana and Literacy checks by +5.
 Counter SpellM: As an immediate action, you target 1 per-
son within 30 ft who is activating a magic ability. If you beat his Will, 

you negate his magic. Costs 1 vitality + the countered ability’s vital-
ity cost, if any.
 Daily DispelsM: Thrice daily, you may target 1 magical effect 
within 15 ft. You can end an area effect, magic on an item, or magic 
on a creature, as you desire. If the magic is permanent, you suppress 
it for 5 minutes. If it has a duration, the magic ends. Costs 5 vitality.
 Detect MagicM: You learn whether magic is present or 
absent within a 15-ft cone. The next time you scan the same area, you 
learn the exact location (within 5 ft) and name of 1 magic ability pres-
ent. This ability cannot locate invisible creatures or detect illusions.
 Remove CurseM: You negate 1 curse afflicting the touched 
creature. A creature can so benefit only once daily. Costs 2 vitality.

2. Acrobat (Dex)     
An acrobat is a professional performer who leaps, springs, tumbles, 
and otherwise moves with surprising speed and skill.
 Acrobat Skills: Apply a +5 bonus on Athletics, Bluff, Dis-
guise, Heal, Music, and Trick checks.
 Amazing Acrobatics: For 5 minutes, you enjoy a +20 
bonus on Acrobatics checks and ignore effects of difficult terrain. 
Costs 5 vitality.
 Calisthenics: Once daily after a 5-minute routine, you gain 
1d4+1 vitality. This may exceed your normal maximum vitality, and 
you lose these points first.
 Hustle: As a swift action up to 1/round, you gain a bonus move 
action. Costs 1 vitality.

3. Alchemist* (Int)     
An alchemist brews potions, poisons, and herbal remedies, and is 
generally adept at improving one’s appearance and health.
 Alchemist Skills: Boost Arcana and Heal checks by +5.
 AnestheticM: You transmute 1 vial of fresh blood into a 
drought that causes sleep, paralysis, and/or an absence of pain, as you 
desire, for 1 hour per level after it is consumed. A creature may resist 
using Fortitude to delay the onset for 2 minutes. Otherwise, the effect 
is immediate. Costs 2 vitality.
 ApothecaryC: You can brew drugs and poisons (page 166) 
for ½ their listed market price. One dose requires 1 hour of work, 
and you can prepare up to 10 doses in a day. Also, you can identify a 
drug or ingested poison after 1 minute of careful visual and olfactory 
inspection with an accuracy of 70% + 1% per level. 
 Brew PotionC: You place an ability that you or an adjacent 
ally knows  into a potion, salve, oil, pill or similar mix that delivers a 
single-use effect to a creature or object. The cost and time equal 50 gp 
and 1 hour for a basic ability or 300 gp and 2 hours for an intermedi-
ate ability. You or an adjacent ally pay any vitality cost when brewing 
the potion. See page 196 for details and example potions.
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 Poison Mastery: Apply a +5 bonus on Appraise, Craft, 
and Heal checks to identify, brew or neutralize poison. 
 PreserveM: An adjacent hide, organ, limb or vial of blood is 
preserved as fresh for up to 1 day per level. Costs 1 vitality.

4. Animus (Wis)     
An animus is mysteriously immune to all magic abilities and effects 
and cannot himself use or benefit from magic.
 Absorb MagicM: Up to 5x daily as an immediate action, 
when you are the target of a magic ability, you recover wound points. 
Basic magic abilities restore 1 wound point. Intermediate, advanced, 
and paragon abilities restore 2, 4, and 8 wound points, respectively. 
You cannot restore wounds beyond your normal maximum.
 Immune To All Magic: You completely ignore all magi-
cal effects and cannot use any magic items, magic abilities or other-
wise produce or experience magic except the Absorb Magic ability.
 Simple Skills: You enjoy a +5 bonus on any 2 skills.
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5. Archer (Dex)              
Archers are bow-equipped warriors who fire upon enemy troops 
from a distance in organized battles.
 Armaments: You are proficient with all light blades, cross-
bows, and bows. You also are proficient with Light armor.
  Bow Focus: Apply a +2 bonus on attack rolls and +5 damage 
when using ranged weapons against a target within 30 ft. 
 Far Shot: When you use a projectile weapon such as a bow, its 
range increment increases by 50%. When you use a thrown weapon, 
its range increment is doubled.
 Keen Vision: Apply a +5 bonus on Perception checks, or 
+10 when attempting to spot a foe at a distance.
 Rapid Shot: Instead of a single attack, you may make 2 ranged 
attacks with the same weapon in rapid succession as a standard action, 
each attack with a -2 penalty to your attack roll. You may aim at the 
same target or 2 different targets. Cannot be used with firearms.

6. Aristocrat (Cha)             
Aristocrats are trained for the responsibilities of running estates, 
managing people, and acting as diplomats and soldiers.
 Armaments: You are proficient with all light blades, heavy 
blades, and spears. You also are proficient with all types of armor and 
shields except tower shields.
 Cutting RetortM: You target a sentient foe within 15 ft. You 
respond to its words or actions with a witty, cutting rejoinder. If you 
beat its Will, it suffers 1 pain damage and is dazed for 1 round. It does 
not need to understand your language. Costs 1 vitality.
 Exceptional Beauty: Boost your comeliness by +2.
 Legal Immunity: You enjoy immunity to legal investigation 
except by nobility and you are always ensured a full court hearing 
before your peers when accused of a crime.
 Lesser Title: You hold a title of Sir (if male) or Lady (if female) 
and enjoy +5 bonus on Nobility checks and a monthly stipend of 25 
gp. You have access to a fine house worth 5,000 gp where you may 
reside for free. The property belongs to your family rather than you 
personally. You must have at least occasional contact with your family 
to collect the stipend and use the property. Lack of contact or family 
approval may result in suspension of benefits.
 Finally, you are generally well-received by other nobility. You may 
make a Nobility check in lieu of a Diplomacy check to gain tempo-
rarily lodging or simple favors from other nobles.  
 Noble Skills: You are skilled at influencing others. Apply a 
+2 bonus on Athletics, Diplomacy, Handle Animal, Music, and 
Warcraft skill checks.
 Resist Fear: Apply a +5 bonus on Will to resist attacks 
that cause fear.
 Trusted Weapon: Select 1 specific Light or 
Medium melee weapon such as a longsword. 
When using this weapon, apply a +1 bonus 
to attack rolls and +1d6 damage.

7. Artisan (Int)  
Artisans are highly gifted masters and merchants 
of their craft, whatever that may be from carpentry 
to cooking. 
 Artisan Skills: Apply a +5 bonus to Craft, 
Mechanics, Pilot, and Trick checks.
 Merchant: Apply a +10 bonus on Appraise 
checks. Also, you enjoy a 10% discount on purchases 
made for yourself or 5% on someone behalf. 
 Master Crafter: Apply a +10 bonus on 
Craft checks and a +20 bonus in 1 specialty such as 
cooking, drawing, painting, sculpting, woodwork-
ing, or so forth.

8. Barrister (Int)     
Barristers include lawyers, judges, and 
other practitioners of the law. Some are 

gifted interrogators or utilize magic items.
 Court Mediator: You enjoy a +5 bonus on Bluff, Diplo-
macy, History, Insight, Intimidate, and Nobility checks. 
 Detect Lies: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
 Legal Immunity: You enjoy immunity to legal investigation 
except by nobility and you are always ensured a full court hearing 
before your peers when accused of a crime.
 Legal Training: Apply a +5 bonus on Literacy checks, or 
+10 regarding matters of law.

9. Bearer (Str)            
Bearers transport gear long distances, act as nature guides, and 
adeptly deal with difficult terrain and foreign customs.
 Bearer’s Skills: You enjoy a +5 bonus on Athletics, Diplo-
macy, Dungeoneering, Endurance, Handle Animal, Heal, History, 
Nature, Pilot, and Survival skill checks.
 Endure Elements: You ignore effects of extreme tempera-
ture. You can exist comfortably in conditions between -40º and 140º 
F without harm. Your gear is also protected. This ability is continu-
ously in effect even when you are unconscious.
 Improved Carry Capacity: You can carry 250 pounds, or 
1 Medium or 2 Small creatures, in addition to any other weight normally 
allowed, and not be overloaded, and can drag up to 1,250 pounds or sup-
port +8 encumbrance slots. This is equivalent to a donkey. 
 Twilight Senses: You gain low-light vision. Also, apply a 
+5 bonus on Perception checks.

10. Berserker (Con)    
Berserkers are insanely rapacious warriors who fight naked to the 
death while in entranced in an unnatural rage.
 Battle Trance: Once you activate the Rage ability (below) 
and make an attack roll, you must keep attacking each round until 
the Rage effect ends or you are dead. Firstly, you attack foes before 
allies. Secondly, you attack nearby targets over distant ones. 
 Berserker Skills: Boost Endurance, Intimidate, and Sur-
vival checks by +5. However, you suffer a -5 penalty on Diplomacy 
and Literacy checks.
 Bull Rush: You shove an adjacent target. If you beat its For-
titude, the target is pushed back 1d4 x 5 ft. You must move at least 
10 ft in a straight line just prior to using this ability.

 Charge: As a swift action, apply +5 damage to your next 
melee weapon attack. You must move at least 
10 ft in a straight line just prior to using this 

ability.
     Diehard: When you fall below 0 
wound points, you are not unconscious. 
Instead you are conscious and can continue 
to take a single move or standard action each 
round until you reach -10 wounds, at which 
time you die.
 Endure Elements: You ignore 
the effects of extreme temperature. You can 
exist comfortably in conditions between 
-40º and 140º F without harm. Your gear is 
also protected. This ability is continuously in 
effect even when you are unconscious.
       Mental Barrier: Apply a perma-
nent +5 bonus to Will.
 Naked Rage: You hold a vow to 
make attack rolls while wearing no armor. 
When you wear armor, you suffer a -2 penalty 
on attack rolls and cannot use your Diehard, 
Rage or Wounding Strike abilities. Fortu-
nately, you enjoy a +2 bonus on Fortitude 

and Reflex while not in armor, or +5 if 
completely naked.
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  Rage: Once daily as a swift action, you can fly into a rage for 
2 minutes. In a rage, you temporarily gain a +1 bonus on Will and 
attack rolls, deliver +5 damage, and enjoy +5 vitality. The bonus vital-
ity goes away when the rage ends. While raging, you cannot use any 
Charisma-, Dexterity- or Intelligence-based skills except Acrobatics. 
You cannot use abilities that require concentration, activate craft abili-
ties or magic abilities except boons from your deity, or activate magic 
items except armor and weapons. You may prematurely end the rage 
as a swift action. After raging, you lose the rage modifiers and restric-
tions and are fatigued for 5 minutes (unless you have Tireless Rage).
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Weapon Proficiency: You are proficient with 1 weapon 
group such as heavy blades.  
 Wounding Strike: As a swift action, your next weapon 
attack delivers 1d2 wound damage in addition to any other damage 
dealt. Requires Rage. Costs 2 vitality.

11. Bountyhunter (Wis)   
Bountyhunters travel far as they track down their quarry. They often 
hold a letter of marque granted by a noble that allows them to break 
the law in minor ways.
 Amazing Tracker: Apply a +10 bonus on Survival checks, 
or +20 when tracking.
    Bountyhunter Skills: Apply a +5 bonus on Athletics, 
Intimidate, Perception, and Streetwise checks.
 Letter of Marque: A bountyhunter can secure a letter of 
marque at 1/10th the usual market price (that is, for 50 gp rather 
than 500 gp).
 Weapon Specialization: Select 1 weapon with which 
you have proficiency. You enjoy a +2 bonus on attack rolls and a 
+2d6 bonus on damage rolls using this weapon.
 

12. Carnie (Dex)     
Carnies are wandering entertainers whose main attraction is often 
their own odd bodies and minds as much as their skills. 
 Carnie Skills: Boost Acrobatics, Athletics, Disguise, Liter-
acy, Music, and Trick checks by +3.
 Cruel Prank: Once daily, an adjacent sentient foe is dazed 
for 1 round by your prank or stunned for 1 round if you beat its Will. 
Costs 5 vitality.
 Fascinate: You distract nonallied persons and animals within 
15 ft if their Will fails. Affected targets do not move or attack and suf-
fer a -5 penalty on Perception checks. However, if an attack roll occurs 
within the area, the effect immediately ends. Otherwise, the effect 
lasts only as long as you play music or speak as a standard action each 
round to a maximum of 5 minutes. Costs 1 vitality. 
 Flame Gout: One foe within 15 ft suffers 1d6 fire damage 
per 2 levels (max 5d6), or ½ damage if Reflex resists. Using this abil-
ity consumes a swig of alcohol. Costs 1 vitality.
 Freakish: Every carnie has a striking deformity or is nota-
bly surly. Apply either a -4 penalty on Comeliness, a -10 penalty on 
Diplomacy checks, or a -10 ft penalty to your speed. Regardless of 
the defect, a carnie also wears odd, striking clothing.
 Hideous LaughterM: One sentient creature within 30 ft 
falls prone and begins laughing uncontrollably for 1d4 rounds. While 
laughing, the target takes no actions though it can defend itself nor-
mally. Costs 2 vitality.
 Knife Volley: You can throw up to 3 daggers at once as a stan-
dard action, each with a -2 penalty on your attack roll.
 Lucky: As a move action, apply a +1d6 bonus to your next d20 
roll. Costs 2 vitality.

13. Cavalier (Str)             
Cavaliers are generally horse-mounted warriors who charge enemy 
lines in well-organized battles.
 Armaments: You are proficient with all light blades, heavy 
blades, and spears. You also are proficient with all types of armor and 

shields except tower shields.
 Charge: As a swift action, apply +5 damage to your next 
melee weapon attack. You must move at least 10 ft in a straight line 
just prior to using this ability.
  Horse Mastery: Apply a +5 bonus on Handle Animal 
checks, or +10 to influence horses.
  Mounted Combat: Apply a +5 bonus on Handle Animal 
checks. Up to once per round while mounted you can negate an 
attack against you by using your mount as a block on a successful DC 
15 Handle Animal check. The mount takes no damage.
 Spear Focus: Boost attack rolls by +2 and damage by +5 
when using any weapon from the spear group, which includes lances. 
 Spirited Charge: When mounted, apply +5 damage with 
a melee weapon. You must move at least 10 ft just prior to using this 
ability. Requires Mounted Combat.

14. Cavelander* (Con)    
Cavelanders are highly adapted to life underground and have mutated 
due to the earth’s magical energies. 
 Arcane Talent: Due to prolonged exposure to under-
ground arcane energies, you know 1 basic magic ability of your 
choice from any class. You must meet the ability’s prerequisites.
 Cave Vision: You vision improves by 1 step. If you lack dark-
vision then you gain it, which allows you to see in black and white 
in naturally dark areas. Alternatively, if you have darkvision, you gain 
nethersight, which allows you to see even in magical darkness.
 Cavelander Linguist: You know 3 languages of under-
ground creatures, typically Drow, Dwarven, and Terran.
 Cavelander Skills: Boost Dungeoneering and Survival 
checks by +2, or +10 in underground settings.
    ClimbM: You gain a Climb speed of 30 ft. You enjoy a +10 bonus 
on Athletics checks while climbing, and you are not defenseless 
while climbing.
 EarthskinM: Your skin acquires a thin but hard film of earth 
that provides +2 DR for 5 minutes. This stacks with worn armor. 
Costs 1 vitality.
 Earthy Appearance: Your skin is stone gray and your 
hair is jet black. Your pupils are also entirely black.
 Light Blindness: Abrupt exposure to bright light (such as 
sunlight or a Light spell) blinds you for 1 round and leaves you dazzled 
as long as you remain in the lit area. Being dazzled inflicts a -1 penalty 
on dice rolls and saves.
 Night Sneak: Boost Perception and Stealth checks by +5.
 

15. Courtesan (Cha)    
Courtesans provide public and personal entertainment. They are usu-
ally attractive, seductive, and artistic. 
 Beauty: Boost your comeliness by +4.
 Interlude: After 1 hour of uninterrupted romantic intimacy 
with a person, that person regains 1d4+1 vitality. A particular per-
son can benefit only once daily from this ability. Costs 1 vitality. 
 Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
 Seduction: You target 1 sentient creature outside of combat. 
If you beat its Will, you consume its attention with romance for 4 
hours + 1 hour per level, during which time it suffers a -5 penalty to 
Perception checks and does not move more than 30 ft from you. Even 
if it saves, it is distracted for 1 minute. If the locale is romantic, apply 
a -2 penalty to the target’s save. Conversely, modify the roll by +5 if 
the target is a different creature type than you. The target gets a new 
save whenever it notices an attack roll or aggressive use of magic.
 Street Entertainer: Apply a +2 bonus Acrobatics checks, 
or +5 when dancing. Boost Music and Streetwise checks by +2.

16. Cropmaster (Wis)                      
A cropmaster is a practical and spiritual leader among farmers, 
focused on ensuring good harvests and healthy animals. 
 Abundant HarvestM: Once daily after a 6 hour ritual, 
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you target plants within ½ mile and double their potential produc-
tivity over the course of the next year.  You can affect a specific area 
only once per year. Costs 5 vitality.
 Animal SanctuaryM: You place a special ward on an adja-
cent friendly animal that lasts 4 hours + 1 hour per level. Whenever a 
creature makes its first attack  for the day against the warded animal, 
it must resist using Will or be forced to not attack until the ward 
expires or the animal attacks it. 
 Cropmaster Skills: Apply a +5 bonus on Handle Animal 
and Nature skill checks.
 Cure AnimalM: You remove all ailments and wound dam-
age from 1 touched animal. Ailments include confusion, disease, 
exhaustion, fatigue, insanity, nausea, and poison. This ability does not 
remove curses such as mummy rot or lycanthropy. Costs 1 vitality. 
 Suppress FlamesM: You target up to 30-ft-cube area within 
60 ft of you and extinguish all nonmagical fires in the area. Alter-
natively, you extinguish 1 magical fire effect (such as a Wall of Fire) 
within 15 ft for 2 minutes.

17. Cultist* (Int)             
A cultist is dedicated to harnessing the supernatural power of fiends 
and ancient spirits in order to advance in life.
 Cultist Skills: Apply a +5 bonus on Arcana, Bluff, Religion 
and Stealth checks.
 Otherworldly PactM: Once daily after a 10-minute 
ritual, you call into yourself an otherworldly spirit to empower you. 
While bound, you enjoy a +2 bonus on Intimidate checks and may 
select for the day any 1 basic magic ability from any class. The binding 
lasts 24 hours or until you fail to resist the Exorcism ability. 
 Profane Lore: Apply a +5 bonus to Arcana, Bluff, History, 
Insight, and Perception checks when dealing with fiends or recalling 
lore about fiends. Also, you speak Abyssal and Infernal and have a 
permanent fiendish sigil on your body.
 Twisted BargainM: You offer an adjacent target a terrible 
bargain. For 2 minutes, an adjacent willing person enjoys a +1d4+1 
bonus on d20 rolls and use of any 1 basic magic ability of your choice. 
Afterward, its alignment permanently moves 1 step closer to neutral 
evil. Usually, you don’t mention the alignment change. This ability 
fails for persons who are neutral evil. You must be evil to use this 
ability. Costs 5 vitality.

18. Dawn Child* (Cha)    
A dawn child is a rare mortal flower whose warm, fresh blood greatly 
aids and intoxicates the undead. 
 Fey Beauty: A touch of fey blood runs in your veins. Apply a 
+2 bonus to your Comeliness.
 Romantic: You are adept at the art of intimate rapport. Apply 
a +5 bonus on Diplomacy checks, or +10 in romantic situations.
 Sun CloakM: Your blood is intoxicating to the undead. When 
you give up 1 wound point of your own blood as part of 1 hour 
of romance with an adjacent undead ally, that ally ignores harmful 
effects of exposure to running water, positive energy, light, and natu-
ral sunlight for 4 hours + 1 hour per level. Costs 10 vitality.
 

19. Deacon* (Wis)           
A deacon acts as a temple’s keeper and protector, and provides 
advice, healing, sanctuary, and intercession.
 ConsecrateM: You fill a stationary 30-ft-square area around 
you with light and holy energy that lasts 4 hours + 1 hour per level. 
Undead and fiends cannot be created or conjured in the area, and 
cannot even enter the area if a holy alter is present. This ability 
negates the effect of Desecrate and Death Zone. Costs 10 vitality.
 Divine IntercessionM: Once daily you pray as a move 
action and select a single cleric, druid or warlock basic ability.  Select 
cleric if you are good, druid if you are neutral, or warlock if you are 
evil. You can and must immediately use the ability or you lose it. Using 
it costs no vitality.
 Lay on HandsM: Your touch heals an ally’s wound damage. 

The amount of wounds healed equals 1d8 + your level (max +5). A 
creature can benefit 3x daily if it is good, 2x daily if it is neutral, and 
once daily if it is evil. You must be nonevil to use this ability.
 Priestly Office: You have experience with people. Apply a 
+5 bonus to Diplomacy and Insight checks.
 Religious Training: Apply a +3 bonus on Heal and Reli-
gion checks. You speak Celestial. Also, you can read magic scrolls.
 SanctuaryM: As a move action, the next foe that directly tar-
gets you before your next turn must resist using Will or not do so and 
take a different action. Your attacking ends the effect. Costs 1 vitality.

20. Demigodling* (Con)      
A demigodling shows the supernatural powers of a specific deity who 
parented him or one of his ancestors.
 Divine BloodlineM: A god’s blood runs in your veins. At 
any time, you may inflict 1 point of wound damage to yourself to 
produce a drop of blood that heals 1d4+1 wound points for an adja-
cent willing or helpless creature (besides yourself).
 Divine Lore: Boost Religion checks by +5, or by +10 
regarding your divine parent and his home realm.
 Divine PowerM: Once daily for 5 minutes you enjoy the 
power of your deity. You temporarily gain a +2 bonus on attack 
rolls and Will saves, deliver +5 damage per hit, and enjoy +5 vital-
ity points. The bonus vitality points go away when this ability ends. 
Requires Divine Bloodline.
 Fascinate: You distract nonallied persons and animals within 
15 ft if you beat their Will. Affected targets do not move or attack 
and suffer a -5 penalty on Perception checks. However, if an attack 
roll occurs within the area, the effect immediately ends. Otherwise, 
the effect lasts only as long as you play music or speak as a standard 
action each round to a maximum of 5 minutes. Costs 1 vitality. 
 Power of the Gods: You know either 1 advanced ability 
or 2 basic and 1 intermediate ability listed under your deity.

21. Demonic Host* (Con)   
A demonic host is possessed by a fiendish spirit and is highly evil. Any 
unlucky person may temporarily acquire this profession.
 Demonic Recovery: As a swift action, you heal 1 wound 
point. You are limited to healing 5 points over a 24-hour period.
 Demonic Skills: Apply a +5 bonus on Acrobatics, Arcana, 
Athletics, Bluff, Endurance, Insight, Intimidate, and Religion checks.
 Demonic Weaknesses: When you fail to resist using 
Reflex against an adjacent foe who assaults you with holy water or 
a holy symbol, you suffer 1d6 pain damage plus 1 wound damage. 
Moreover, if you are targeted by the Exorcism ability and fail to resist 
using Will, then you lose this profession and return to your previous 
profession, if any.
 Fiendish Speech: You speak Abyssal, Celestial, and Infernal.
 Force PushM: One target up to size Large within 30 ft is 
pushed back 10 ft, or 5 ft if Fortitude resists. If there is no room to 
move back, it is knocked prone instead. Costs 1 vitality.
 LevitateM: When you concentrate as a standard action, you 
mentally move 1 target weighing up to 250 pounds a distance of 30 
ft up or down. You can move yourself, a willing creature, or an unat-
tended object out to a distance of 60 ft. Costs 2 vitality.
 Malign Aura: You show an unnatural brand on your body. 
Also, encounters with animals, celestials, and children begin as 1 grade 
worse that usual. Finally, nonpersons you face in combat target you 
before targeting others. 
 Night Plague: Each night there is a 1 in 6 chance that you 
are plagued by nightmares and awaken with only 1d4 vitality points.
 Profane Lore: Apply a +5 bonus to Arcana, Bluff, History, 
Insight, and Perception checks when dealing with fiends or recalling 
lore about fiends. Also, you speak Abyssal and Infernal and have a 
permanent fiendish sigil on your body.
 Vile VomitM: Creatures within a 15-ft cone suffer 1d4 vile 
damage per level (max 5d4), or ½ damage when Reflex resists. 
Costs 1 vitality.
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 Warlock Powers: You learn 2 basic magic abilities for 
which you qualify drawn from the warlock class.

22. Deviant* (Con)                                
A deviant has traded his soul for eternal youth and beauty. He relies on 
a secret art object such as a painting to sustain his life.
 Artisan’s Touch: Deviant’s often masquerade with a trade 
and are adept at crafting or repairing their secret object. Apply a +2 
bonus on Craft checks, or +5 when creating or repairing items like 
your secret art object.
 Beauty:Boost your comeliness by +4.
 Curse of Eternal YouthM: You become a young adult 
(remove any prior aging effects) and you do not advance in age 
categories. Instead, an art object worth at least 100 gp ages in your 
place, deteriorating year by year. The art object will turn to dust 
when you would normally die of old age, and when it does, you 
too suddenly age and die within 1d4 rounds. Fortunately, you can 
renew the art object by sacrificing a child or young adult person at 
the base of the art object and anoint yourself and the object with 
the sacrifice’s blood. The ritual takes 1 minute and restores the art 
object by 5 years per level of person sacrificed. Using this ability is 
an evil act.
 Killing Slice: Once daily you inflict +15 damage as a swift 
action when you successfully hit using a light blade. Costs 5 vitality.
 Unnatural AffectionsM: Once daily, you can target 
a person within 15 ft. If his Will fails, he is friendly to you for 4 
hours + 1 hour per level. While charmed, he will not act in a way 
that brings harm to you, himself or his allies though he will engage 
in unusual behavior. The target follows you, responds eagerly to 
romantic moments, and protects you against immediate threats. You 
cannot dismiss the effect, and when the magic ends there is a 50% 
chance that the person is disillusioned and unfriendly to you. Costs 
2 vitality.

23. Dracolyte* (Con)                       
A dracolyte studies draconic mysteries and can transform into a 
drake, or possibly some other kind of dragon. 
 Draconic FormM:  You take the form of a dragon with a 
breath weapon. The dragon’s level equals your level. Typically, you 
transform into the type of drake selected using Drake Heritage. Your 
equipment melds into the new form and you use its statistics except 
you retain your Intelligence, alignment, and vitality points. The effect 
lasts 5 minutes. Costs 10 vitality.
 Dragon Lore: You speak Draconic. Also, you enjoy a +2 
bonus on Appraise, Arcana, Diplomacy, Insight, and Perception checks 
involving dragons or when in dragon form.
 Drake Heritage: Select a specific drake heritage, such as 
a fire or frost. Boost your effective level by +5 when using Draconic 
Form to transform into a drake of that heritage.
 Scarred For Life: You suffer from permanent disfigure-
ment, making you less attractive. Apply a -5 penalty to your Comeli-
ness (minimum 1). No amount of mundane or magical intervention 
erases the disfigurement.

24. Dune Strider* (Con)   
A dune strider survives the hot, harsh desert as a nomad, merchant, 
protector, tracker, and warrior.
 Desert Acclimation: You are immune to blindness due to 
light exposure. You enjoy a +2 bonus on Athletics, Endurance, Per-
ception, Stealth and Survival checks in desert terrain. Also, ignore 
penalties associated with concealment in dusty or sandy conditions.
 Dune Stride: Boost your speed by +10 ft bonus when mov-
ing over sand or other desert terrain. Also, desert terrain is never 
difficult for you.
 Endure Heat: You enjoy +5 DR against fire and can com-
fortably endure temperatures up to 140º F without having to resist 
using Fortitude. Your equipment is likewise protected. This ability is 
continuously in effect even when you are unconscious.

 Merchant Skills: Apply a +5 bonus on Appraise, Craft, 
Handle Animal, and Heal checks.
 Sand BurrowM: For the remainder of your turn, you gain 
a burrow speed of 30 ft which you can use to move through sand 
but no other material. You do not leave a path as the sand closes up 
behind you. Costs 2 vitality.
 Track: Apply a +5 bonus on Survival checks, or +10 when 
tracking in desert terrain.

25. Emissary* (Cha)     
An emissary is a divine representative who marks or brands other 
mortals to induct them into the lasting service of his god.
 Baptismal RiteM: After a 10-minute ritual, 1 adjacent 
willing person is marked with an invisible seal such that its soul 
is destined at death to proceed to the afterlife realm of your deity 
regardless of the person’s alignment. Magical compulsion of any kind 
does not count as making a creature willing. Costs 1 vitality.
 Charismatic: Boost all Charisma-based skill checks by +2.
 Cult SigilM: You apply a permanent sigil to an ally. The sigil 
indicates your deity. Only you and those who also have your sigil 
can see it. For others, it is invisible. The abilities Erase and Remove 
Curse eliminate the sigil.
 Evangelist: You promote your deity. Apply a +3 bonus on Lit-
eracy and Religion checks. Also, you speak 1 supernatural language 
(Abyssal, Celestial, Infernal or Sylvan).
 Know Deity: If you beat an adjacent person’s Will, you learn 
which deity he worships. Costs 2 vitality.
 Sermon: All persons within 90 ft and line of hearing must 
resist using Will or halt their activities and listen to you for 10 min-
utes. Any attack roll in the area ends the effect. Costs 2 vitality.
 SustenanceM: You do not need to eat or drink (unless you 
wish to), and you enjoy a +5 bonus to resist ingested poisons and 
sleep magic.

26. Entertainer (Cha)                      
An entertainer uses song, dance, conversation, and romantic persua-
sion to provide distraction and pleasure.
 Disguise SelfM: Your surface traits—hair color, garment 
style, gender, voice pitch, etc—transmute to grant you a +10 bonus 
on Disguise checks for 1 hour. You can grow or shrink 1 ft and mod-
ify your Comeliness by +/- 5 points. Costs 1 vitality.
 Entertainer Skills: Boost Acrobatics, Bluff, Craft, Diplo-
macy, Literacy, Music, Nobility, Stealth, Streetwise, and Trick checks 
by +5.
 Fascinate: You distract nonallied persons and animals within 
15 ft if you beat their Will. Affected targets do not move or attack 
and suffer a -5 penalty on Perception checks. However, if an attack 
roll occurs within the area, the effect immediately ends. Otherwise, 
the effect lasts only as long as you play music or speak as a standard 
action each round to a maximum of 5 minutes. Costs 1 vitality. 
 IllusionistM: You conjure 4 torch-like orbs, 1 humanoid 
apparition, 4 voices, 1 loud animal or machine noise, or a series of 
amusing stage tricks. The effects last 5 minutes, remain within 30 ft, 
and do not cause damage or require a save, though they might fool 
the unwary.  
 Pleasing Expertise: Select 1 artistic discipline such as 
dance (Acrobatics), acting (Diplomacy), oratory (Literacy), music 
(Music) or stagecraft (Trick). Apply a +5 bonus to this skill, or once 
daily a +10 bonus. This bonus is in addition to Entertainer Skills.

27. Exorcist* (Wis)    
An exorcist lends aid through prayer, securing burial, quoting 
dogma, detecting evil, and ending possession.
 Counselor: You enjoy a +5 bonus on Diplomacy and Insight 
checks as you assist people to solve their problems.
  Detect EvilM: You learn whether fiends and/or undead are 
present within a 30-ft cone.
 ExorcismM: You target 1 fiend, undead or possessed creature 
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within 15 ft. If you beat its Will, it is destroyed (if undead), banished 
to its home realm (if a fiend) or freed from possession. Costs 5 vitality.
 Holy BlastM: You project a 15-ft cone of luminous holy 
energy. The energy harms aberrations, undead, and fiends while 
leaving other creatures unscathed. The damage equals 1d6 per 2 
levels (max 5d6). Costs 1 vitality.
 PrayerM: For 5 minutes, you and allies within 60 ft enjoy a 
+1 bonus on d20 rolls. Foes suffer a -1 penalty on d20 rolls. Costs 1 
vitality.
 Secure BurialM: Following a 1 minute ritual, an adjacent 
corpse cannot return as undead within the next 7 days. A second 
ritual costing 5 gp per level of the corpse is required to ensure lasting 
rest for 100 years.

28. Faithling* (Wis)    
A faithling channels his deity, enjoys a taste of divine power, offers his 
deity’s words of wisdom, and stands firm in faith.
 Bonus Faith Points: At each new level or new year, you 
gain 2 bonus faith points. See the call-out on page 129 for details.
 Detect Believer: You learn whether an adjacent person’s 
deity matches your deity. Will resists for persons who do not wish to 
be analyzed. Costs 1 vitality. 
 Divine InsightM: You gain insight regarding an immediate 
choice you face such as whether to open a chest or enter a room. 
You pray to your deity and receive an answer of weal (good for-
tune), woe (bad fortune), or unclear (mixed fortune). The chance 
that you receive an answer equals 70% + 1% per level. The answer 
is based on the likely outcome within the next 10 minutes. Costs 2 
vitality.
 Divine Abilities: Select 1 basic boon and 1 intermediate 
boon listed under your deity. You learn and can use these boons as 
abilities.  You must meet the abilities’ prerequisites, if any.
 Religious Insight: Boost Religion checks by +5, or by 
+10 once per day. 
 Unshakable Faith: No magical effect can alter your 
alignment or the alignment of an ally within 15 ft of you.

29. Farmer (Wis)                      
Farmers have a wide range of practical skills needed to raise animals, 
grow crops, and fend off predators and monsters.
 Animal Husbandry: You are skilled with animals. Boost 
Handle Animal checks by +5 or by +20 bonus with domesticated 
animals including horses.
 Farmer Skills: You have many practical skills for agricultural 
life. Apply a +5 bonus on Athletics, Craft, Endurance, Heal, Insight, 
Mechanics, Music, Nature, Perception, Pilot, and Religion checks.

30. Far-Trader (Int)             
A far-trader is a faction member who keeps up trade, monitors 
finances, stays in contact with other houses, and procures items.
 Faction Training: Apply a +2 bonus on Craft, History, 
Insight, Literacy, and Streetwise checks.
 Far-Wise Merchant: You can trade illegal items not 
found in your local area in 3d4 days when you pay a 10% transaction 
fee. Requires both Merchant Network and Merchant Secrets.
 Lifetime Member: You automatically qualify to join a fac-
tion of your choice, with the lifetime membership paid, and you gain 
a free faction sigil (see Place Sigil under Guildminder on page 265). 
 Linguist: You are fluent in 3 languages of your choice. You can-
not select druidic, thieves cant or other secret languages.
 Market Wise: You enjoy a 10% reduction on the price of 
goods and services that you personally buy.
 Merchant Network: Your faction is linked into a mer-
cantile network. You can trade legal items not found in your local 
area in 2d4 days when you pay a 10% transaction fee.
 Merchant Secrets: You can trade illegal items found in 
your local area in 1d4 days without effort or danger when you pay a 
10% transaction fee.

31. Fleshweaver* (Int)                    
Fleshweavers specialize in reshaping skin, bones, organs and blood to 
give people new appearances.
 Erase ScarsC: After 1 hour of work, 50 gp in materials, and a 
successful DC 15 Heal check, you remove all scars from a patient. A roll 
of 1 on the Heal check creates 1d4 new scars instead. Costs 2 vitality.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to halt 
bleeding. Normally, a DC 15 Heal check stabilizes a bleeding character. 
 RebirthingC: After 1 day of work, you permanently change a 
patient’s race, sex or both. This requires 3 fresh organs and 1 vial of 
fresh blood from a creature of the target race and sex. The new form 
must be the same size and creature type as the original. The procedure 
inflicts 2d6 wound damage and grants the target a +10 bonus on Dis-
guise checks to not be recognized as its previous self and to possibly 
look like someone else. The target loses its old race statistics and abili-
ties and gains a new set of race statistics and abilities. Costs 5 vitality.
 Sculpt FleshC: After 1 hour’s work, 1 vial of fresh blood plus 
150 gp in other materials, and a successful DC 25 Heal check, you 
improve a patient’s comeliness by +1d4. A check roll of 1 has the 
opposite effect. The effect lasts 1 month. Multiple treatments don’t 
stack. Costs 2 vitality.
 Skin Weaving: Boost Craft checks by +5, or by +10 using 
flesh or hide to craft leather armor, human-hide books, and so forth.
 Wrongness: You are odd in appearance and habits. Apply a -3 
penalty on all Charisma-based skill checks.

32. Gladiator (Str)             
Gladiators provide entertaining combat in public and private venues, 
whether for fun or to the death.
 Arena Armaments: You are proficient with Medium 
armor plus 1 of the following sets of weapons: subdual weapons and 
spears, light blades and close quarters weapons, or heavy blades and 
axes. 
 Arena Weapons: Select 1 weapon group with which you 
are proficient. Apply a +2 bonus on attack rolls and +5 damage 
when using weapons of that type. If the weapon has a range, the 
bonus applies only to targets within 30 ft.
  Burst of Glory: Once daily, after you spend a move action 
to evoke a rise from a surrounding crowd of 3 or more allies or 
bystanders, you enjoy a +2 bonus on attack rolls for 2 minutes. 
Afterward, you are fatigued. Costs 1 vitality.
 Improved Grapple: You grapple an adjacent foe up to 1 
size larger when you have 1 hand free and  beat the target’s Fortitude. 
Apply a +5 bonus to initiate or resist grappling. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Recuperate: Once daily after 1 minute of rest you recover 
2d6 vitality.
 Toughness: Boost your maximum wounds by +3 points.

33. Golemwright* (Int)   
A golemwright conjures, forges, and repairs constructs with great 
artistic passion and pride of craftsmanship.
 Artificer Training: Apply a +3 bonus on Arcana, Craft, 
and Mechanics checks. Also, you can read magic scrolls.
 Fantastic MachineM: You summon a level 1 ergo (page 
245) within 30 ft to complete tasks for up to an hour, or a level 2 
ergo for 10 minutes, or a level 5 ergo for 2 minutes. Costs 5 vitality.
 Forge ConstructC: You may create any construct type 
creature. Its level must be equal to below your level. Each level costs 
10,000 gp and 10 days of uninterrupted work or 160 hours of work 
otherwise. The construct starts loyal to you and obedient to your 
verbal commands.
 Repair ConstructC: You repair 1d4 wound points per 
level to an adjacent construct. Costs 2 vitality.
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34. Gravemaster* (Int)            
A gravemaster acts as a mortician and master of the undead arts, able 
to create undead from corpses.
 Animate DeadM: You create skeletons or zombies from 
humanoid corpses within 60 ft. You can animate a number of levels of 
undead up to 2x your level, and you can maintain a number of levels 
at once equal to 4x your level. The undead obey your mental com-
mands and remain for 1 hour per level before turning to dust. See 
raDiance Masters guiDe regarding undead statistics. Costs 2 vitality.
 Command UndeadM: You target 1 undead creature 
within 30 ft. If it is sentient and you beat its Will, it is dazed 1d4 
rounds. If it is nonsentient, it obeys your verbal commands for 5 
minutes and then ignores you thereafter for 4 hours + 1 hour per 
level, or it is dazed for 1 round if its Will resists. Costs 2 vitality.
 Ghoul MinionM: One touched humanoid corpse imme-
diately rises as an allied level 2 ghoul (see raDiance Masters guiDe) 
under your total mental control. Afterward, the corpse turns to 
dust. You can only maintain 1 ghoul at a time. Costs 5 vitality. 
 Gravemaster Lore: Boost Arcana, Disguise, Heal, His-
tory, and Religion checks by +4.
 See InvisibilityM: As a standard action, you clearly notice 
for 1 round any invisible or incorporeal creatures within 30 ft.
 Wrongness: You are odd in appearance and habits. Apply a -3 
penalty on all Charisma-based skill checks.

35. Guide (Wis)             
Guides assist travelers through treacherous terrain. Some guides are 
familiar with ruins but most stick to trade routes.
 Guide Skills: Apply a +5 bonus on Athletics, Dungeoneer-
ing, Handle Animal, Heal, Perception, and Pilot checks.
 Linguist: You are fluent in 3 languages of your choice. You can-
not select druidic, thieves cant or other secret languages.
   Track: Guides are good trackers. They enjoy a +5 bonus on 
Survival checks, or +10 when tracking in natural environments.
 Wilderness Survival: Guides know what’s safe to eat 
and drink, where it’s safe to sleep, which direct to head when lost, 
and so forth. Apply a +10 bonus on Nature and Survival skill checks.
 

36. Guildminder (Cha)     
A guildminder is a low-level leader within a faction whose main 
charge is to sustain the faction’s holdings, members, and traditions.
 Faction Lore: Apply a +5 bonus on History checks, or +10 to 
recall facts about people, items, and locations related to your faction.
 Legal Training: Apply a +5 bonus on Literacy checks, or 
+10 regarding matters of law.
 Lifetime Member: You automatically qualify to join a fac-
tion of your choice, with the lifetime membership paid, and you gain 
a free faction sigil (see Place Sigil below). 
 Guildmaster Title: You acquire a titled office within your 
faction. The options include Captain, Defender, Groom, Pageantist, 
Secretary or Treasurer. A position pays a salary of 25 gp per month. 
You must be present and working at least 7 days each month or 12 
weeks each year, whichever you like. Otherwise you lose the title 
and salary until you spend at least 1 month fulfilling your duties. 
While fulfilling duties, you are not adventuring.
 Guildmaster Training: You have various practical skills 
for managing a faction. Apply a +3 bonus on Craft, History, Insight, 
Literacy, and Streetwise checks.
 Place SigilM: After a 1-minute rite, you place a highly visible 
sigil of your faction on a person, object or 5-ft space. You can only 
place a sigil on a person, object or space that lacks other sigils. If you 
place the sigil on a person, that person can pass freely through spaces 
marked with that sigil. If you place it on an object or on a space, 
then persons who lack the sigil suffer 3d6 damage (of an energy type 
specified by you) when first touching the object or passing through 
that space, or ½ damage when Will resists. The sigil is permanent (it 
does not vanish or require a recharge time when activated, though an 
Erase spell with remove it). A DC 10 Perception check reveals a sigil. 

The rite costs 250 gp in special materials.

37. Hacker (Int)     
A hacker is adept at rapidly working with and, when necessary, sabo-
taging steamgear and electrotech items.
 Electrotech: You study invisible mundane forces of nature 
(called immateria) such as electrics, kinetics, nucleonics, optics, and 
sonics. You can make checks using the Technics skill (page 177) and 
enjoy a +2 bonus on Mechanics and Technics checks.
 Gearhead: Apply a +5 bonus on Mechanics checks, or +10 
when using steamgear.
 Hacker’s Life: Hacking is dangerous and you know how to 
stay a step ahead of the law and your foes. Apply a +5 bonus on Bluff, 
Disguise, Pilot, Stealth, Streetwise, and Trick checks.
 Hacking: For 5 minutes, you enjoy a +20 bonus on either 
Mechanics or Technics checks, as you decide when activating the 
ability. Costs 5 vitality.

38. Healer* (Wis)              
A healer dedicates his life to aiding the sick and injured, whether 
binding wounds or removing curses.
 Cure AilmentM: You remove an ailment from yourself or a 
touched ally. Ailments include blindness, confusion, deafness, disease, 
exhaustion, fatigue, infertility, insanity, nausea, poison, and taint. This 
ability does not remove curses such as lycanthropy. Costs 2 vitality.
 First Aid: Apply a +5 bonus on Heal checks, or +10 to halt 
bleeding. Normally, a DC 15 Heal check stabilizes a bleeding character. 
 Healing SurgeM: Your touch heals a living creature of 1d6  
wound damage per 2 levels (max 10d6). Costs 2 vitality.
 RevivifyM: You return to life a creature that has died within the 
past 3 rounds. The creature returns with 1 wound point. Ailments at 
its time of death remain. Costs 5 vitality. 

39. Ice Runner* (Con)            
An ice runner survives the cold, harsh arctic as a nomad, merchant, 
protector, tracker, and warrior.
 Arctic Acclimation: You are immune to blindness due to 
light exposure. You enjoy a +2 bonus on Athletics, Endurance, Per-
ception, Stealth and Survival checks in arctic terrain. Also, you ignore 
penalties associated with concealment in snowy or icy conditions.
 Endure Cold: You enjoy +5 DR against cold and can com-
fortably endure temperatures down to -40º F without having to resist 
using Fortitude. Your equipment is likewise protected. This ability is 
continuously in effect even when you are unconscious.
 Ice Stride: Boost your speed by +10 ft when moving over snow, 
ice or other arctic terrain. Also, arctic terrain is never difficult for you.
 Merchant Skills: Apply a +5 bonus on Appraise, Craft, 
Handle Animal, and Heal checks.
 Snow BurrowM: For the rest of your turn, you gain a bur-
row speed of 30 ft which you can use to move through snow and 
loose ice but not solid ice of 1 ft or more, or any other material. You 
do not leave a path as the snow closes up behind you. Costs 2 vitality. 
 Track: Apply a +5 bonus on Survival checks, or +10 when 
tracking in arctic terrain.

40. Infantryman (Str)             
Infantrymen are skilled with all sorts of armor and weapons as well 
as the best-practices and daily trials of warfare.
 Armaments: You are proficient with all light blades, heavy 
blades, and spears. You also are proficient with all types of armor and 
shields except tower shields.
 Bull Rush: You shove an adjacent target. If you beat its Forti-
tude, the target is pushed back 1d4 x 5 ft. You must move at least 10 
ft in a straight line just prior to using this ability.
 Rapid Attack: You may make 2 attacks with the same melee 
weapon in rapid succession as a standard action. You may direct 
attacks to the same foe or different foes. Apply a -2 penalty on both 
attack rolls.
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 Soldier Skills: Apply a +4 bonus on Athletics, Endurance, 
Handle Animal, Perception, and Warcraft checks. 
 Weapon Specialization: Select 1 weapon with which 
you have proficiency. You enjoy a +2 bonus on attack rolls and a 
+2d6 bonus on damage rolls using this weapon.

41. Investigator (Int)            
An investigator analyzes crime scenes, tracks criminals, interviews 
witnesses, interrogates suspects, and more.
 Analyze Corpse: Apply a +5 bonus to Heal checks. More-
over, on a successful DC 12 Heal check, you learn 1 fact per point of 
Intelligence bonus about the corpse’s manner of death, such as time 
of death or weapon used.
 Blades Proficiency: You are proficient with light blades 
and enjoy a +1 bonus on attacks and damage using light blades.
 Case Building: You can evaluate a building to determine its 
defenses, best entrance and exit routes, changes of guard, and likely 
occupants. After 1 minute of observation from a distance of 120 ft 
or less, roll d20 and add your Intelligence bonus. For every 5 points, 
you learn the true answer to 1 question about the building’s security 
and design.
 Investigator Skills: Apply a +5 bonus on Bluff, Insight, 
Intimidate, Perception, Stealth, and Streetwise checks.
 Trapfinding: Boost Perception checks by +5, or by +10 to 
notice traps.

42. Jumper* (Con)    
Jumpers are quick with keen senses and possess an intuitive power to 
rapidly move via extra-dimensional spaces.
 Dimension DoorM: You vanish and reappear in any unoccu-
pied space  up to 500 ft away, even if unseen, and may take 1 adjacent 
Large or smaller creature or object with you. You arrive dazed for the 
rest of your turn, and if the destination is occupied, you suffer 1d6 
wound damage and appear the nearest open space. Costs 5 vitality.
 Dimension StepM: You vanish and reappear up to 30 ft away 
in an open space of your choice within line of sight. After you arrive, 
you are dazed for the rest of your turn. You can take gear or an ally 
weighing up to 250 pounds. Costs 2 vitality.
 Innate Power: Boost your maximum vitality by +3 points.
 Jumper Skills: Apply a +3 bonus on Bluff, Insight, and Per-
ception checks.
 Quick Reactions: Apply a +2 bonus on initiative checks 
when wearing Light or no armor.

43. Kindred* (Cha)    
Kindred are admirers, pets, and servants of vampires and other 
undead. They are alive yet enjoy some gifts of the grave.
 Courtier of the Masquerade: Apply a +2 bonus 
Acrobatics, Diplomacy, Disguise, Music, and Nobility checks.
 Death WardM: For 2 minutes, you or a touched ally are 
immune to the effects of all ailments, curses, and necrotic energy 
damage. Costs 2 vitality for you or 5 vitality for an ally.
 False LifeM: You or a touched living ally gains temporary 
wound points equal to +1d10 + your level. The points last for 5 
minutes and then go away. Costs 1 vitality.
 Grave Lore: Boost Arcana and Religion checks by +5.
 Improved Grapple: You grapple an adjacent foe up to 1 
size larger when you have 1 hand free and  beat the target’s Fortitude. 
Apply a +5 bonus to initiate or resist grappling. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Kindred Weaknesses: You suffer a -1 penalty on dice 
rolls and saves in daylight, and a -5 penalty on all attack rolls and skill 
checks against vampires.
 Spectral BiteM: As a swift action when using Vampiric Bite, 

apply a +2 on your attack roll and apply +5 necrotic vitality damage 
as a swift action. Costs 2 vitality
 Vampiric Bite: As a swift action you can show or hide a pair 
of sharp nasty fangs that deliver 1 wound damage +1d4 vitality dam-
age against an adjacent foe that fails to resist using Fortitude. 

44. Life-giver* (Con)    
A life-giver is a hearty, peace-loving person who specializes in heal-
ing and restoring the dead to life.
 Lay on HandsM: Your touch heals an ally’s wound damage. 
The amount of wounds healed equals 1d8 + your level (max +5). A 
creature can benefit 3x daily if it is good, 2x daily if it is neutral, and 
once daily if it is evil. You must be nonevil to use this ability.
 Raise DeadM: After a 1-hour ritual, you restore a dead crea-
ture to life, full wounds, and 0 vitality. It must have died within the 
past 1 day per level. The ritual requires 5000 gp in materials. You can-
not raise a creature that wishes to not return to life. Costs 10 vitality.
 Religious Training: Apply a +3 bonus on Heal and Reli-
gion checks. You speak Celestial. Also, you can read magic scrolls.
 Vow of Peace:  Apply a permanent -2 penalty on your 
attack rolls.

45. Lingering Spirit (Cha)   
A lingering spirit is a confused dead person trapped between realms. 
Raising this person from death restores his previous profession.
 Angry Confusion: You suffer mild confusion resulting in 
a -2 penalty on all Intelligence-based skill checks.
 IncorporealM: You become incorporeal. Mundane attacks 
against you have a 90% miss chance and magic attacks have a 50% 
miss chance. Incorporeal creatures cannot handle solid objects, can 
pass through solid objects such as walls, may choose to be invisible 
to enjoy a +10 bonus on Stealth checks and avoid line of sight, and 
must materialize (end this ability) to make attack rolls. Materializing 
and dematerializing are swift actions that cost 5 vitality each.
    ScareM: One living creature within 15 ft is shaken for 5 minutes 
or 1 round if it resists using Will. If it is 5+ levels below you, it is 
frightened instead, fleeing the best it can or cowering if it cannot 
flee. Costs 1 vitality.
 Slow: You can take a standard action or move action each turn 
but you cannot do both, nor can you move 2x in a turn.
  Spirit PounceM: An intangible extension of yourself 
pounces on 1 targeted foe within 15 ft. The target suffers 1d6 vitality 
damage and is knocked prone if you beat its Will. Costs 1 vitality.

46. Lycan* (Con)              
Lycans descend from werewolves and other lycanthropes. They can 
take bestial form, track scents, and see in darkness. 
  Bull Rush: You shove an adjacent target. If you beat its Forti-
tude, the target is pushed back 1d4 x 5 ft. You must move at least 10 
ft in a straight line just prior to using this ability.
 Improved Trip: An adjacent foe must resist using Reflex or 
be knocked to the ground, suffer 1d6 vitality, and be made prone. 
You enjoy a +5 bonus on rolls to initiate or resist a trip attack.
  JumpM: You leap outward, downward or upward up to 30 ft as 
a standard action without a running start or Athletics check or fear 
of harm on impact. Costs 1 vitality.
  Outdoor Athlete: You enjoy a +5 bonus on Athletics and 
Survival checks.
  Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Track: Apply a +5 bonus on Survival checks, or +10 when 
tracking in natural environments.
 Twilight Senses: You gain low-light vision. Also, apply a 
+5 bonus on Perception checks.
 WereformM: As a swift action, for 5 minutes you trans-
form into a tough, snarling animalistic hybrid form. The form may 
be lupine, feline, ursine, or other as befitting your heritage. While 
transformed, you enjoy a +1 bonus to attack rolls and +2 DR. Also, 
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you gain a bite that delivers 1d8 damage and claws that deliver 1d6 
damage to an adjacent foe when you beat its Reflex. You may use 
either attack as a standard action. Add your Strength modifier to 
the damage dealt. The transformation cannot occur in metal armor. 
Costs 1 vitality.

47. Mage Hunter* (Con)   
A mage hunter tracks mages to capture or kill. He can spot them, 
ignore their spells, and even repress their magic.
 Anti-Mage: When an adjacent creature uses a magic ability, you 
gain a single free melee weapon attack against it as an immediate action. 
Requires Detect Magic User and Arcane Inquisitor. Costs 1 vitality.
 Arcane Inquisitor: Apply a +5 bonus on Arcana and 
Insight checks. You can practically smell the scent of magic.
 Detect Magic UserM: You learn whether 1 creature 
within 30 ft possesses magic abilities. After you concentrate for a 
second round on the same creature, you learn how many abilities 
and of what tier. Finally, after concentrating on the target for a third 
round, if you beat its Will you learn whether or not it is a person and 
also the names of its 3 most potent magic abilities. Costs 1 vitality.
 Hunter’s Focus: As a move action you concentrate to 
achieve focus. While you possess focus, you enjoy a +2 bonus on 
Perception checks and can use the Ignore Spell ability (below). After 
using any magic ability or Ignore Spell, the focus ends. In fact, when-
ever you use a magic ability, you cannot achieve Hunter’s Focus for 2 
minutes afterward.
 Ignore Spell: As an immediate action while enjoying the 
benefits of Hunter’s Focus, you ignore 1 magic attack that targets 
you. Costs 2 vitality.
 Spell Tracker: Boost Survival checks by +5, or by +10 
when tracking creatures experiencing ongoing magic effects, from 
curses to magical protections.
 Supress SpellcastingM: You target a foe within 15 ft with 
a terrible incantation. If you beat its Reflex, it cannot use any magic 
abilities for 1d4 rounds if the foe is a person, or for 1 round if it is 
some other creature type. Costs 2 vitality.

48. Magewright* (Int)             
A magewright brews potions, scribes scrolls, identifies magic items, 
and repairs what he can using magic.
 Brew PotionC: You place an ability that you or an adjacent 
ally knows  into a potion, salve, oil, pill or similar mix that delivers a 
single-use effect to a creature or object. The cost and time equal 50 
gp and 1 hour for a basic ability or 300 gp and 2 hours for an inter-
mediate ability. You or the adjacent pay any vitality cost when brewing 
the potion. See page 196 for details and example potions.
 Continual FlameM: You cause an unattended adjacent 
object to permanently shed strong illumination in a 15-ft-radius area 
and weak illumination an additional 30 ft. Using this ability consumes 
25 gp worth of materials.
 Fantastic MachineM: You summon a level 1 ergo (page 
245) within 30 ft to complete tasks for up to an hour, or a level 2 
ergo for 10 minutes, or a level 5 ergo for 2 minutes. Costs 5 vitality.
 Identify: Apply a +5 bonus on Appraise checks. Also, after 
expending 1 hour of study and 1 vitality, you determine all properties 
of an adjacent magic item within view. You don’t need to touch it.
 Magewright Skills: Apply a +4 bonus on Arcana, Craft, 
Literacy, Mechanics, and Warcraft checks.
 Make WholeM: You completely repair a mundane object of 
up to 10 cubic ft per level regardless of damage so long as at least 
75% of the original material is present. Body parts mend into a whole 
corpse. This ability can reattach a construct’s severed limbs, and it can 
mend a broken magic item at a cost equal to ¼ the item’s original 
creation cost. Costs 2 vitality.

49. Monast (Wis)    
Monasts make their home in monasteries and spend their days doing 
much work including studying tomes and tilling land.

 Ascetic Training: Your body is toned to perfection. Boost 
Acrobatics and Athletics checks by +5.
 Improved Grapple: You grapple an adjacent foe up to 1 
size larger when you have 1 hand free and  beat the target’s Fortitude. 
Apply a +5 bonus to initiate or resist grappling. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Monastic Literacy: You enjoy a +10 bonus on Literacy 
and Religion checks due to your many hours study and transcription.
 Practical Hands: You spend time doing hard work. Apply 
a +5 bonus on Craft and Handle Animal checks. 
 PrayerM: For 5 minutes, you and allies within 60 ft enjoy a +1 
bonus on d20 rolls. Foes suffer a -1 penalty on d20 rolls. Costs 1 vitality.

50. Monster* (Con)    
People are monsters too. Once daily, this person can transform into a 
specific monster and wreck havoc as well as heal himself.
 Bonus Vitality: Boost your maximum vitality by +5.
 Monstrous FormM: When first taking this ability, select 
a specific creature such as a dryad, gremlin or illithrix. Its level can-
not exceed your own + 2. Once daily, can may take the form of this 
specific monster for 5 minutes, and you recover all wound damage as 
you do so. All your equipment melds into the new form and you use 
its statistics except that you retain your Intelligence, alignment, and 
vitality points. Costs 10 vitality.
 Wrongness: You are odd in appearance and habits. Apply a -3 
penalty on all Charisma-based skill checks.

51. Mountebank (Cha)   
A mountebank is a suave conman who can swindle even the more 
insightful of characters out of their gear and fortune.
 ForgeryM: You conjure a false 1-page (or smaller) document as if 
you had used the Literacy skill with a +10 bonus on your check. Costs 1 
vitality. 
 Glibness: For 5 minutes, you enjoy a +20 bonus on Bluff 
checks and ignore magic that detects lies. Costs 5 vitality.
 Mountebank Skills: Boost Insight, Perception, Stealth, 
and Trick checks by +5.
 SuggestionM: If you beat the Will of a person within 30 ft, he 
does his best over a 1-hour period to complete a task that you phrase 
in 10 words or less. The person will not deliberately harm himself 
and the effect has a 50% chance to end each round that any of his 
allies’ lives come in danger. Costs 2 vitality.

52. Mystic* (Wis)                       
Mystics are spirit guides, mediums, and dreamwalkers who travel 
like ghosts through the world.
 DreamsightM: You fall asleep for 6 hours and view for 10 
minutes a location up to 10 miles away per level that you have previ-
ously visited. Costs 2 vitality.
 Inchoate: Penalize Endurance and Perception checks by -5.
 Inspired ProgenyM: Once daily, when engaged in roman-
tic intimacy, the contact results in a magical pregnancy and birth of 
your child within 9 days. The child has your alignment and mark of 
your totem spirit. You are fatigued while the pregnancy occurs.
 See InvisibilityM: As a standard action, you clearly notice 
for 1 round any invisible or incorporeal creatures within 30 ft.
 Spirit GuideM: You silently commune with your totem spirit 
as a swift action to gain insight and resolve. The chance you receive 
a benefit equals 30% + 2% per level. Success grants you a +5 bonus 
on your next skill check. Failure grants a +2 bonus. Costs 1 vitality.
 Spirit RoamM: You or a touched person enter a deep trance 
in which you spirit separates from your body in order to roam semi-
incorporeally. The subject may roam for 5 minutes up to 2 miles away 
from his body. In this form, the subject is clearly visible to and notices 
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corporeal and incorporeal creatures. The subject cannot affect or be 
affected by corporeal creatures and cannot move through solid corpo-
real barriers or fly. Magic items remain functional but other items are 
inert. If the subject falls to 0 vitality or suffers damage that would kill 
him, then his spirit immediately returns to his body and he awakens 
with 0 vitality and no change in wounds. Costs 5 vitality.

53. Ninja* (Dex)     
Ninjas are silent, invisible, schooled killers who specialize in break-
ing and entering to assassinate even the wary. 
 Assassination: Once daily as a swift action, the next adja-
cent target that you hit with a weapon that same round that is sur-
prised, helpless or defenseless suffers +15 damage. Costs 5 vitality.
 Invisible StepM: You are invisible for the remainder of your 
turn. You enjoy a +10 bonus on Stealth checks and avoid line of sight 
while invisible. Any attack by you ends the effect. Costs 1 vitality.
 Night Sneak: Boost Perception and Stealth checks by +5.
 Ninja Skills: You are trained to entertain others. Boost Lit-
eracy, Music, and Trick checks by +3.
 Spider ClimbM: You gain a climb speed of 30 ft for 5 minutes. 
While climbing, you are not defenseless and you enjoy a +5 bonus to 
Athletics and Acrobatics checks. Costs 1 vitality.
 Throwing Stars: You target a foe within 30 ft with tiny, 
sharp throwing stars. The target suffers 1 wound damage, or 2 
wounds if you beat its Reflex.
 Vow of Silence: You hold a vow to not speak or make 
excessive noise. On any day that you do, you lose access to your 
Invisible Step and Spider Climb abilities for 24 hours.
 Weapon Specialization: You are proficient with light 
blades and enjoy a +2 bonus on attacks and +2d6 damage using these 
weapons.

54. Occult Artist* (Cha)          
Occult artists use magic to create stunningly beautiful artistic mas-
terpieces such as painting, sculptors, novels, and so forth.
 Artist: You are skilled at fine arts, music, and writing. Boost 
Craft, Literacy, and Music checks by +3.
 Conjure MaterialsM: You conjure 2 gp of crafting or 
writing materials that last 4 hours + 1 hour per level, though if you 
finish a composition, it is permanent. Costs 1 vitality.
 Craft Occult ArtC: You place a magic ability you know 
into an art piece such as a mural, novel painting, plaque, statue or urn. 
The craft cost and time equal 1,000 gp and 2d6 days for a basic ability 
or 2,500 gp and 5d6 days for an intermediate ability. Costs stack for 
multiple abilities. The market price equals 2x the craft cost. When any 
person studies the item for 10 minutes and passes an Insight check, he 
learns for 24 hours the abilities placed into the item. The DC equals 
12, or 6 if the ability is from a class that shares the person’s prime 
attribute. The benefits last until the person studies another occult art 
piece, at which time he benefits from the new piece instead. Thus, a 
person can only benefit from 1 art piece at a time.  
 Greater Muse: This improves Otherworldly Muse, such 
that you enjoy a +5 bonus on Craft checks and select 2 basic or 1 
intermediate magic ability of your choice.
  Mad Genius: You are unstable. Roll 1d6 at the start of each 
day. A result of 1-4 means you are mostly normal and suffer a -1 pen-
alty on attack rolls. A 5 means mania: apply a -5 penalty on Insight 
and Perception checks. A 6 means depression: you lose 3 vitality that 
can only be regained the next day.
 Otherworldly MuseM: Once daily after a 10-minute 
romantic interlude with another person, you call into yourself an 
otherworldly spirit to empower you. While bound, you enjoy a +2 
bonus on Craft checks and may select for the day any 1 basic magic 
ability from any class. The binding lasts 24 hours or until you fail to 
resist the Exorcism ability.

55. Oracle* (Wis)            
Oracles tap the powers of the afterlife to understand and predict 

future events. Often they work together in small groups.
 DivinationM: After 1 hour of prayer, you receive a response 
(yes/no/maybe/irrelevant) from your deity regarding a number 
of questions up to your level. Questions must be 10 words or less. 
Costs 25 vitality.
 Divination Pool: Once daily as a move action, you and 
up to 5 adjacent allies pool your vitality for the purpose of using the 
Divination ability. You share the vitality cost divided in any way you 
all agree. All participants are fatigued after using this ability.
 Double Vows: When first learning the Divination ability, 
select 2 vows such as not speaking, having sex, accepting money or 
harming others. On days you fail to keep the vows, you lose access to 
your Divination Pool ability.
 Oracle Skills: Boost History, Insight, and Literacy checks by +3.

56. Paramour (Cha)    
A paramour is a beautiful maiden or handsome youth who lives for 
romance, can reinvigorate others, and makes a fine spouse.
 Beauty: Boost your comeliness by +4.
 Many Kisses: Up to 4x daily, after 1 minute kissing an adja-
cent ally, the ally heals 2d6 vitality. Each use costs 1 vitality.
 Romantic: Boost Diplomacy checks by +5, or by +10 in 
romantic situations.
 Special Skills: Select any 4 skills. You have a unique back-
ground and enjoy a +5 bonus on checks using those skills.

57. Prospector (Int)                        
A prospector is comfortable underground and adept with dun-
geoneering, explosives, and treasure-finding. 
 Dark Sight: You gain darkvision, or nethersight if you already 
have darkvision. Darkvision allows you to see in darkness as easily as 
in daylight, though it is black and white only. Nethersight improves 
darkvision to work in magical darkness. 
 Detect TreasureM: You learn the worth in gold of coins, 
precious metals, and gems in a 15-ft cone. When you focus on the 
same area a second time, you learn the gp worth within each space.
 ExcavateM: You excavate a 5-cubic-ft volume of earth and/or 
unworked stone (not worked stone), moving the material aside. You 
may keep as intact any affected stone or break the stone into loose 
earth. Costs: 2 vitality.
 Firearms/Explosives Expertise: Apply a +5 bonus 
on Mechanics checks or +10 when crafting firearms and explosives. 
 Miner’s Armaments: You are proficient with Light armor 
and with axes (including picks) and hammers.
 Prospector Skills: Apply +5 bonus on Appraise, Athlet-
ics, Craft, Dungeoneering, Mechanics, Perception, Pilot, and Sur-
vival checks.

58. Psiscope* (Wis)    
A psiscope is a specially trained psychic interrogator who is mostly 
blind and deaf but can probe minds with ease.
 Blind and Deaf: Your senses are very limited. You suffer 
a -20 penalty on Perception checks to notice anything beyond 5 ft. 
Moreover, you treat shadowy conditions as darkness and darkness as 
magical darkness.
 Detect ThoughtsM: You note the presence or absence of 
thoughts (from conscious, sentient creatures) within a 60-ft cone. 
After concentrating for a second round, you learn the number of 
thinking minds and the Intelligence of each. After concentrating for 
a third round, you learn the current surface thoughts of 1 creature 
of your choice that is within range for 2 minutes if you beat its Will. 
Costs 2 vitality.
 Probe ThoughtsM: You focus on 1 willing, helpless sen-
tient target for up to 2 minutes. You may access all its memories and 
knowledge. You can learn the answer to 1 question per round, to the 
best of the subject’s knowledge. Each round, the subject may resist 
using Will to block the effect that round but suffer 1 wound dam-
age. You pose questions and learn answers telepathically without need 
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for a shared language. Less intelligent creatures may yield only visual 
images. Requires Detect Thoughts. Costs 10 vitality. 
 Psychic Training: Boost Bluff, Endurance, and Insight 
checks by +2. Also boost Will by +2 to resist magic abilities.

59. Psychic* (Wis)              
A psychic develops mental powers to read thoughts, move objects at 
a distance, and assault others’ will.
 Detect ThoughtsM: You note the presence or absence of 
thoughts (from conscious, sentient creatures) within a 60-ft cone. 
After concentrating for a second round, you learn the number of 
thinking minds and the Intelligence of each one. After concentrating 
for a third round, you learn the current surface thoughts of 1 crea-
ture of your choice that is within range for 2 minutes if you beat its 
Will. Costs 2 vitality.
 Force PushM: One target up to size Large within 30 ft is 
pushed back 10 ft, or 5 ft if Fortitude resists. Costs 1 vitality.
 LevitateM: When you concentrate as a standard action, you 
mentally move 1 target weighing up to 250 pounds a distance of 30 
ft up or down. You can move yourself, a willing creature, or an unat-
tended object out to a distance of 60 ft. Costs 2 vitality.
 Mage HandM: You telekinesis a single unattended object 
weighing up to 5 pounds and within 30 ft. You can telekinesis the 
object up to 10 ft.
 MindlinkM: You form a telepathic bond for 5 minutes with a 
sentient ally within 30 ft. Once the bond is formed, it works over any 
distance. You can maintain only 1 bond at a time.
 Mind ThrustM: One sentient foe within 30 ft suffers 1d6 
psychic damage per 2 levels (max 5d6), or ½ damage if Will resists. 
Costs 1 vitality.
 Psychic Training: You gain a +2 bonus on Bluff, Endur-
ance, and Insight checks. You also enjoy a +2 bonus on Will to resist 
magic abilities.

60. Psychic Surgeon* (Wis)   
A psyche surgeon uses his mental powers to heal the sick, transfer 
vitality between persons, and change past choices.
 Cure WoundsM: One touched ally heals 1d6 wound dam-
age per 2 levels (max 5d6) as you magically knit its flesh and bones. A 
creature can benefit only once daily from this ability. Costs 1 vitality.
 Empathic TouchM: With a subtle touch, you forfeit up to 
5 vitality so that an adjacent ally may gain the same amount of vital-
ity. You can transfer only once daily to each particular ally.
 First Aid: Boost Heal checks by +5, or by +10 to stop 
bleeding.
 Power TransferM: This improves Empathic Touch to move 
up to 10 vitality between any 2 adjacent allies. Costs 2 vitality.
    Psychic SurgeryM: An adjacent willing creature with class 
levels may re-choose 1 or more ability selections made at any 1 pre-
vious level. Costs 1 hour, 2,000 gp in rare crystals, and 10 vitality.

61. Reaver* (Con)                        
A reaver is a servant of pure evil that rips apart nearby foes with a 
single word.
 Mage ArmorM: A shimmering field grants you +4 DR for 1 
hour. Mage Armor does not stack with real worn armor or Bone Armor. 
Costs 1 vitality.
 Malign Aura: You show an unnatural brand somewhere on 
your body. Also, encounters with animals, celestials, and children 
begin as 1 grade worse that usual. Finally, nonpersons that you face 
in combat move to attack you before targeting others.
 Mass HarmM: You irradiate foes with a harmful fiendish 
aura. All foes within 30 ft suffer 4d12 vile damage. Costs 10 vitality.
 Profane Lore: Apply a +5 bonus to Arcana, Bluff, His-
tory, Insight, and Perception checks when dealing with a fiend or 
recalling lore about fiends. Also, you speak Abyssal and Infernal 
and have a permanent fiendish sigil on your body that betrays your 
allegiance.

62. Replicant (Con)     
A replicant is an artificial person of any race, a simulacrum crafted by 
a medicant to perform specific skills.
  Attractive: Apply a +2 bonus to your Comeliness.
 Bonus Racial Abilities: You gain 2 abilities listed under 
your race. These are added to the 2 racial abilities all townies have.
 Bonus Skills: You enjoy a +5 bonus on any 2 skills.
 False Body: You are immune to all ailments including poison 
and disease. You do not need to breathe, eat or sleep and have no need 
to make Endurance checks. You cannot be raised from death if slain 
except using Miracle or Wish. You gain only ½ the benefit of spells 
that heal wound damage. However, once daily, you may attempt a 
DC 15 Heal check to regain wound points equal to the check result 
minus 15. Thus, a Heal check with a result of 23 heals 8 wounds.
 Limited Lifespan: Your lifespan equals 1,000 days. At the 
end of the last day, you fall to 0 wounds and die the next round. A 
Miracle or Wish grants you a normal lifespan.
 Pack Mule: Treat your Strength score as 4 points higher than 
normal when determining your carry capacity.
 Replicant Skills: Apply a +5 bonus on Acrobatics, Athlet-
ics, Bluff, Perception, Stealth, and Survival checks.
 Slam Attack: An adjacent foe must resist Fortitude or suffer 
1d6 damage. Add your Strength modifier to the damage dealt.

63. Ritualist* (Wis)    
Ritualists are priests who perform various rituals that bind believers 
to their deity and to each other. 
 BaptismM: After a 10-minute ritual, 1 adjacent willing person 
is marked with an invisible seal such that its soul is destined at death 
to proceed to the realm of your deity regardless of its alignment. A 
person can benefit only once ever, and magical compulsion of any 
kind does not count as making a creature willing. Costs 1 vitality.
 Basic Boon: Each day, you know and can use 1 basic ability 
listed under your deity after 10 minutes of prayer and supplication.
 Divine CelebrationM: After a 1-hour ritual, all persons 
within 30 ft who participate in the ritual and worship your deity or 
hold your alignment enjoy a +2 bonus on saves for 24 hours. A per-
son can benefit once daily. Costs 2 vitality.
 Divine EnergyM: While holding your deity’s symbol, you 
invoke around an adjacent alter of the deity a 30-ft-radius supernatu-
ral zone for 5 minutes. The “features” of the deity’s home realm (see 
table on page 240) exist in the area for the duration. Costs 5 vitality.
 Empathic BondM: This improves Lasting Bond (below), 
such that the couple enjoys a +5 bonus on saves when adjacent 
to each other, or +2 when within 30 ft. Moreover, the 2 enjoy an 
empathic link that works out to any distance, such that each knows 
the general mood and status of the other. This is a marriage or blood 
bond between family or close friends. Costs 2 vitality.
 Lasting BondM: After a 10-minute ritual, 2 adjacent will-
ing persons enjoy a permanent bond. Whenever the 2 are adjacent 
to each other, they enjoy a +2 bonus on saves. When they are within 
30 ft of each other, they enjoy a +1 bonus. A person is limited to 1 
lasting bond at a time. If a target is already bonded, the magic fails. 
The bond ends when either or both die. Costs 1 vitality.
 Ritualist Skills: Boost Diplomacy, Insight, and Religion 
checks by +3.
 Triple Vows: You hold vows of chastity, obedience, and pov-
erty. In practice, on any day that you engage in romantic activity, act 
in a chaotic manner or disobey your superiors, or own more than 50 
gp total in possessions, you lose your magical abilities on the next day 
and for 1 week thereafter.

64. Rough Rider (Dex)             
A rough rider is a traveling mounted warrior who is highly proficient 
with firearms and quick on the draw to defeat and rob foes. 
 Firearms Specialist: Apply a +2 bonus on attack rolls and 
+2d6 damage when using firearms.
 Mount Mastery: Boost Handle Animal checks by +5, or 
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by +10 when dealing with mounts such as horses and griffons.
 Outlaw Skills: Apply a +3 bonus on Acrobatics, Athletics, 
Bluff, Intimidate, Perception, Survival, and Trick checks.
 Rapid Shot: You can make 2 attacks with a firearm as a stan-
dard action but suffer a -2 penalty on all attacks you make that round.
 Rapid Reload: You can reload ranged weapons as a move 
action rather than as a standard action.
 Treasure Stash: You have 1,000 gp that you may spend on 
a firearm plus any other items of interest.

65. Ruffian (Str)              
Ruffians are adept at intimidating the weak. They may have some 
aristocratic blood or be knavish pretenders. 
 Bully: If you beat an adjacent person’s Fortitude, he loses 1d6 
vitality and either moves back 5 ft or falls prone, as you desire.
 Cruel Prank: Once daily, an adjacent sentient foe is dazed 
for 1 round by your prank or stunned for 1 round if you beat its Will. 
Costs 5 vitality.
 Fearful Strike: As a swift action, a foe hit by your melee 
weapon must resist using Will or flee in fear for 5 minutes. You can 
target a particular foe only once daily.
 Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
 Swashbuckler’s Mark: As a move action, you leave a 
lasting scar on a dazed or defenseless foe.
 Humiliate: This improves Bully such that the person loses 
4d6 vitality, or ½ that amount even when he resists, and also suffers 
1 wounds, bursts into tears, and soils himself. 
 Trusted Weapon: Select 1 specific Light or Medium 
melee weapon such as a longsword. When using this weapon, apply a 
+1 bonus to attack rolls and +1d6 damage.

66. Sailor (Con)              
Sailors travel far over the ocean. They are notable climbers, swim-
mers, and grapplers and speak several languages.
 Fast Athlete: Apply a +10 bonus to Athletics checks. Also, 
when climbing or swimming, you move at your normal speed (rather 
than ½ speed) and you are not defenseless.
 Improved Grapple: You grapple an adjacent foe up to 1 
size larger when you have 1 hand free and  beat the target’s Fortitude. 
Apply a +5 bonus to initiate or resist grappling. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Multi-Lingual: You speak 3 extra languages of your choice.
 Sailor Skills: Apply a +5 bonus on Craft, Nature, Pilot and 
Survival checks, or +10 when using these skills on a ship or in water.

67. Scribe* (Int)           
Scholars are highly educated across many disciplines, though they 
typically lack practical skills and work best in a library.
 Comprehend LanguagesM: You can comprehend any 1 
mundane language for 4 hours + 1 hour per level. Costs 1 vitality.
   Detect SignM: You learn which constellation signs, if any, 
presently rules the current date, adjacent person, or space you stand 
in (page 251). When you concentrate for an additional round, you 
learn the perimeter of the sign’s effect over an area, if any.
 Multi-Lingual: You speak 3 extra languages of your choice.
  Scholarly: You know your way around a library and are quick 
with books. Boost Literacy checks by +5, or by +10 within a library.
 Scribe ScrollC:  You place a magic ability that you or an adja-
cent ally know into a scroll or similar single-use media that a charac-
ter with this ability or with Arcane Training or Artificer Training can 
use. The cost and time equal 25 gp and 1 hour for a basic ability; or 
150 gp and 2 hours, 325 gp and 4 hours, or 750 gp and 8 hours for 
an intermediate, advanced or paragon ability, respectively.

 Seal of Letters, Arts, and Sciences:  Apply a +5 
bonus Arcana, History, Mechanics, Music, Nature, Nobility, Reli-
gion, and Warfare checks. You are a truly knowledgeable person.

68. Scryer* (Int)                      
A scryer can magically view remote locations and has fair knowledge 
of history, magic, and people’s motives. 
 ScryingM: You remotely view a locale using a mirror or crystal 
ball worth at least 500 gp. Select a specific destination and attempt 
an Arcana or History check. The DC equals 5 for a familiar location, 
10 for a visited location, 20 for a described location, and 30 for a 
location known in name only. If you succeed, you can see and hear 
the location as if you were actually there. Costs 5 vitality to activate 
+ 1 vitality per minute of viewing.
 Scryer Lore: Apply a +5 bonus on Arcana, History, and 
Insight checks.

69. Sea Witch* (Wis)    
A sea witch is at home in the sea. He can swim with ease, breathe 
water, summon a fish swarm, and move tides. 
 Endure Cold: You enjoy +5 DR against cold and can com-
fortably endure temperatures down to -40º F without having to resist 
using Fortitude. Your equipment is likewise protected. This ability is 
continuously in effect even when you are unconscious.
 Gust of WindM: You project a 60-ft line of forceful wind. 
Medium and smaller creatures cannot move toward you for 1 round. 
If you beat their Reflex, they are also knocked prone (or are pushed 
back 1d6 x 10 ft if flying). The wind grants a sailed ship standard 
speed for 1 round. Costs 2 vitality.
 Rip TideM: You move 1 foe immersed in water within 30 ft up to 
120 ft in any direction so long as they remain in or adjacent to water. 
Foes with a Swim speed may resist using Fortitude. Costs 1 vitality.
 SwimM: You have a Swim speed of 30 ft and enjoy a +10 bonus 
on Athletics checks when swimming.
 Water BreathingM: You can breathe in water as easily as 
in air for up to 4 hours + 1 hour per level over a 24 hour period. You 
can use the hours nonconsecutively and may expend hours to grant 
touched allies the ability to breathe water too. Costs 2 vitality.

70. Seer* (Wis)     
Seers are skilled at finding lost items, animals and people as well as 
speaking with the dead, particularly ghosts.
 AuguryM: You gain insight regarding an immediate choice you 
face such as whether to open a chest or enter a room. You receive 
an answer of weal (good fortune), woe (bad fortune), or unclear 
(mixed fortune). The chance that you receive an answer equals 70% 
+ 1% per level. The answer is based on the likely outcome within the 
next 10 minutes. Costs 2 vitality.
 Locate ObjectM: You learn the distance and direct to locate 
a specific familiar object or type of object within 500 ft of you (if 
such object is present). Costs 2 vitality.
 Speak With DeadM: After a 10-minute rite, you can ask 
1 question per 2 levels over the course of 5 minutes from a corpse 
that you touch. The corpse only knows what the creature did in life, 
including languages that it spoke. If the creature was good, it can 
resist using Will. The corpse must be mostly intact and have a mouth. 
You can use this ability up to once per week on the same corpse. 
Costs 2 vitality.
 Spirit SightM: For 5 minutes, you can see incorporeal and 
invisible creatures as easily as you can see corporeal and visible crea-
tures. Costs 1 vitality.
 Weekly Locate CreatureM: You concentrate as a standard 
action to locate a specific familiar creature or type of creature within 
500 ft. If the creature is present, you learn its distance and direction. 
You are limited to using this ability once per week. Costs 5 vitality.

71. Sky Captain* (Dex)           
A sky captain is highly adept at navigating and piloting spellships and 
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traveling swiftly at a discount.
 Air Traveler’s Discount: You enjoy a lifetime discount 
of 50% on all expenses for traveling on or renting a spellship. The 
discount does not include buying a spellship.
 Expeditious PassageM: For 5 minutes, you increase by 
+30 ft the speed of an airborne vehicle you are on, adjacent to, or 
on. Multiple applications of this ability do not stack, nor does this 
ability cause a motionless vehicle to move or give you any special 
control over it. Costs 1 vitality. 
 Sky Mastery: Improve your level by +4 when determining 
effects of piloting a spellship. Requires Adept Pilot.
 Spice Mind: On any day that you take 1 dose of desert spice, 
you enjoy a +10 bonus on pilot checks for the remainder of the 
day. Moreover, once daily you may apply a +20 bonus if you take a 
second dose for the day. Desert spice costs 25 gp per dose. See page 
166 for details.
 Sky Pilot: Boost Pilot checks by +5, or by +10 when using 
mundane or magical airborne ships such as dirigibles and spellships.
 Sky Traveler: Apply a +5 bonus on Diplomacy, History, and 
Nature checks.

72. Sky Pirate (Dex)    
A sky pirate can fly air vessels such as dirigibles, jump and flit to 
board target ships, and deal skillfully with foes.
 Blade Warrior: You are proficient with Medium armor 
and light blades.
 FlitM: As a standard action, you gain the ability to fly with a 30 ft  
speed for the remainder of your turn. You must end flight on a solid 
surface that supports you. Costs 1 vitality.
 Feather FallM: As an immediate action, you or 1 ally within 
120 ft descends gently to the ground rather than falls. Costs 1 vitality.
 Piloting: Boost Pilot checks by +5, or by +10 once daily.
 Romantic: Apply a +5 bonus on Diplomacy checks, or +10 
in romantic situations.
 Sky Pirate Skills: Apply a +5 bonus on Acrobatics, 
Appraise, Athletics, Disguise, Intimidate, Stealth, Streetwise, and 
Trick checks.

73. Sky Rider (Dex)    
A sky rider is skilled with flying mounts such as royal eagles and grif-
fons. These riders often staff a community’s air defense.
 Aerial Empathy: Apply a bonus on +5 Handle Animal 
checks, or +10 when riding or otherwise dealing with creatures that 
can normally fly such as bats, dragons, and griffons.
 Aerial HelperM: You conjure a Tiny flying animal such as 
a hawl, owl or raven. It remains for 5 minutes. It can keep watch, 
scout, courier notes or entertain a crowd. It can’t attack. It has 2 
wound points, 10 vitality, DR 1, a fly speed of 30 ft, and Perception, 
Stealth and Trick modifiers of +10 + your level. Its saves equal your 
own. Costs 1 vitality.
  Bow Focus: Apply a +2 bonus on attack rolls and +5 dam-
age when using ranged weapons against a target within 30 ft. 
  Focused Shot: Once daily as a move action apply a +10 
bonus to 1 ranged attack roll. Costs 2 vitality.
 Skyrider Armaments: You are proficient with Light 
armor and all bows, crossbows, and light blades.
 Sky Rider: Up to once per round while on an aerial mount 
you can negate an attack against you by using the mount as a block 
on a successful DC 15 Handle Animal check.  The mount takes no 
damage.

74. Sky Runner* (Dex)    
A sky runner is a widely-traveled and skilled pilot, often engaged in 
semi-legal, rebellious or even nefarious activities.
 ChannelingM: You can direct a basic or intermediate magic 
ability that you know to affect a vehicle that you are on, in or adja-
cent to as if the vehicle were the caster rather than you. The vitality 
cost equals 5x its usual cost. Thus, an ability that usually costs 1 vital-

ity instead costs 5 vitality. Abilities that normally affect your person 
such as a DR bonus now affect the entire vehicle instead.
 Expeditious PassageM: For 5 minutes, you double the 
speed of a vehicle in which you are in, adjacent to, or on. Multiple 
applications of this ability do not stack, nor does this ability cause a 
motionless vehicle to move or grant any other power over its move-
ment. Costs 1 vitality. 
 Magical Talent: You know 2 basic or 1 intermediate 
magic abilities of your choice for which you qualify from any class. 
 Sky Pilot: Apply a +5 bonus on Pilot checks, or +10 when using 
mundane or magical airborne ships such as dirigibles and spellships.
 Sky Runner: Apply a +5 bonus on Bluff, Disguise, and 
Streetwise checks.
    Travel Credits: You gain 1,000 gp worth of letters of credit 
that allow you and/or your allies to travel for free or at a reduced 
price, each use depleting the ability to a minimum of 0 gp credit.

75. Slayer* (Wis)     
A slayer is a pious warrior who is dedicated to protecting a commu-
nity against aberrations, fiends, and undead.
 Blessed WeaponM: When targeting an aberration, fiend or 
undead with a melee weapon, apply a +2 bonus on attack rolls and +5 
holy damage.
 Detect EvilM: You learn whether fiends and/or undead are 
present within a 30-ft cone.
 Death GuardM: As a swift action, you ignore the effects of 
all ailments, curses, and necrotic damage until the start of your next 
turn. Costs 2 vitality.
 Double Vows: When first learning this ability, select 2 vows 
such as not speaking, having sex, accepting money or harming oth-
ers. On days you fail to keep the vows, you lose access to your Slay 
Evil ability.
 Slay EvilM: As a swift action as part of a weapon attack, 1 adja-
cent aberration, fiend or undead creature must resist using Will or 
be reduced to -1 wounds and begin dying. Even if it resists, it suffers 
3d6 holy damage. Costs 5 vitality.
 Slayer Skills: Apply a +2 bonus on Acrobatics, Athletics, 
Insight, Perception, and Stealth checks.

76. Sneak (Dex)     
Thieves are at home in crowded urban environments. They relieve 
the wealthy of money and weasel out of trouble.
 Assassination: Once daily as a swift action, the next adja-
cent target that you hit with a weapon that same round that is sur-
prised, helpless or defenseless suffers +15 damage. Costs 5 vitality.
 Improved Sneak Attack: When a foe is dazed, sur-
prised, helpless, stunned, or otherwise defenseless, apply a +2 bonus 
to your attack roll and +10 damage. Being grappled does not cause 
a target to be helpless or defenseless. Ranged attacks count as sneak 
attacks only if the target is within 30 ft. 
 Sneak Attack only works against corporeal living creatures with dis-
cernible weak points. You must be able to see the target well enough 
to pick out a vital spot and must be able to reach such a spot. You can-
not use Sneak Attack while striking a creature with concealment or 
striking the limbs of a creature whose vitals are beyond reach.
 Sneak Skills: Apply a +5 bonus on Appraise, Arcana, Bluff, 
Disguise, Mechanics, Stealth, Streetwise, and Trick checks. Also, you 
speak Thieves Cant.
 Weapon Finesse: Apply a +2 bonus on attack rolls using 
Light weapons.

77. Sniper (Dex)     
A sniper acts as an assassin for the military or a guild and is patient to 
strike from a distance.
 Bow Focus: Apply a +2 bonus on attack rolls and +5 damage 
when using ranged weapons against a target within 30 ft. 
  Focused Shot: Once daily as a move action apply a +10 
bonus to 1 ranged attack roll. Costs 2 vitality.
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 Armaments: You are proficient with light blades, crossbows, 
and bows. You also are proficient with Light armor.
 Deadly Shot: When using your ranged weapon, 1 foe within 
30 ft suffers +15 damage. Costs 5 vitality.
 Feral Senses: You gain low-light vision. Also, apply a +5 
bonus on Perception checks.
 Precise Shot: You shoot or throw ranged weapons at a target 
engaged in melee without taking the standard –5 penalty on your 
attack roll.

78. Spell Thief* (Cha)             
A spell thief is adept at borrowing others magic, either to disrupt 
their plans or to scribe and sell their arcane lore.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Draconic.
 Detect Magic UserM: You learn whether 1 creature 
within 30 ft possesses magic abilities. After you concentrate for a 
second round on the same creature, you learn how many abilities 
and of what tier. Finally, after concentrating on the target for a third 
round, you learn the names of its magic abilities if you beat its Will. 
Costs 1 vitality.
 Infiltrator: You move quietly and attentively through shad-
ows. Apply a +5 bonus on Perception and Stealth checks.
 Pilfer MagicM: When you beat an adjacent foe’s Will—or 
touch a willing ally—the target temporarily loses 1 basic magic abil-
ity and you gain use of that ability.  You can select a specific ability 
you have observed the target use, or you can select an ability on a 
successful DC 15 Arcana check. Otherwise, the ability you get is 
determined by a random die roll. This ability has no effect if the tar-
get has no basic magic abilities. The effect lasts 24 hours or until you 
die or use this ability again. Costs 1 vitality.
 Scribe ScrollC:  You place a magic ability that you or an adja-
cent ally know into a scroll or similar single-use media that a charac-
ter with this ability or with Arcane Training or Artificer Training can 
use. The cost and time equal 25 gp and 1 hour for a basic ability; or 
150 gp and 2 hours, 325 gp and 4 hours, or 750 gp and 8 hours for 
an intermediate, advanced or paragon ability, respectively.
 Spell Secret: You know 1 basic magic ability of any class. You 
must meet the ability’s prerequisites, if any. It is magic you discovered 
intuitively. Requires Arcane Training.
 Spell ThiefM: This works like Pilfer Magic except you may 
borrow a basic ability or an intermediate ability. Costs 2 vitality.
 Stealthy Magic: You enjoy a +5 bonus on Arcana and Trick 
checks. Also, a successful DC Trick check made as a swift action while 
using a magic ability ensures that no one notices you used that ability. 
The Trick DC equals 10 + 5  per tier (max DC 30 for paragon tier).

79. Stentor* (Cha)                       
A stentor may act as a town crier, discreet messenger, translator of 
any and all languages, or courier of secrets across far distances.
 MessageM: You whisper a message that is clearly audible to 1 
target within 90 ft. You only need line of effect, not line of sight. 
    SendingM: You send a message of 25 words or less to a willing 
creature that you have met before and know by name in the same 
world or realm of existence as you. Costs 2 vitality.
 TonguesM: You can understand and fluently use 1 language for 
10 minutes. Costs 2 vitality.
 VocalizeM: Creatures within 500 ft clearly hear your words 
for 5 minutes, which you may speak at a normal volume, even 
through obstacles such as stone, except iron. Costs 2 vitality.

80. Stonewright* (Int)                      
A stonewright is a mason, engineer, builder, earth mover, and overall 
arcane expert of construction.
 Engineering Skills: A stonewright has exceptional build-
ing skills including underground construction. Apply a +5 bonus on 
Dungeoneering checks, or +10 regarding new and used construction.
 Move EarthM:  You raise or lower the level of earth (dirt 

or unworked stone) within 500 ft of you. You can affect up to one 
10-ft-square area per level, raising or lowering it by 2 ft per level. 
The effect lasts while you concentrate + 2d6 rounds. Costs 5 vitality.
 Stone ShapeM: You mold adjacent stone into new shapes. 
You affect up to 10 cubic ft + 1 cubic ft per level. You can form rocks 
into a stone bridge, warp a pillar to make it fall, form a hole in a wall, 
or so forth. Costs 2 vitality.
 Wall of StoneM: You conjure a 1-ft-thick stone slab that is 
5-ft x 20-ft or 10-ft x 10-ft. The slab appears within 30 ft of you in any 
spot where it can anchor (meld) into existing voluminous stone or 
dense earth on at least 1 side. The wall has DR 10 and 120 hit points 
per 5-square-ft area. It lasts 5 minutes. Costs 2 vitality.

81. Stormtrooper (Con)    
A stormtrooper is a sturdy, artificially crafted warrior equipped with 
an electrotech battle suit and nasty zap gun.
 Combat Training: You are proficient with Medium armor, 
light blades, and all electotech weapons.
 Cybernetic Suit: You wear a medium battle suit. It has a 
price of 10,000 gp. However, it is precisely fitted, imprinted, and 
wired to you such that it only responds to your commands and can 
only ever be removed to afford bodily functions.
 Electrotech: You study invisible mundane forces of nature 
(called immateria) such as electrics, kinetics, nucleonics, optics, and 
sonics. You can make checks using the Technics skill (page 177) and 
enjoy a +2 bonus on Mechanics and Technics checks.
 Endure Elements: You ignore the effects of extreme tem-
perature. You can exist comfortably in conditions between -40º and 
140º F without harm. Your gear is also protected. This ability is con-
tinuously in effect even when you are unconscious.
 Limited Lifespan: Your lifespan equals 1000 days. At the 
end of the last day, you fall to 0 wounds and die the next round. A 
Miracle or Wish grants you a normal lifespan.
 Stormtrooper Skills: Boost Athletics, Endurance, 
Intimidate, Nobility, Perception, Pilot, Survival, and Warcraft skills 
by +5.
 Zap Gun: You start play with a zap gun or equivalent electro-
tech weapon with a price of 2,000 gp. See page 179. Unlike a stan-
dard zap gun, yours is keyed to you and only works in your hands.

82. Swamp Rat* (Con)    
A swamp rat survives hot, disease-ridden swamps and jungles as a 
nomad, merchant, protector, tracker, and warrior.
 Fetid Body: You are immune to the effects of disease, though 
you can still carry disease. You enjoy a +2 bonus on Athletics, Endur-
ance, Perception, Stealth and Survival checks in jungle or swamp 
terrain. Moreover, you ignore penalties associated with concealment 
in misty or foggy conditions.
 Spider ClimbM: You gain a climb speed of 30 ft for 5 minutes. 
While climbing, you are not defenseless and you enjoy a +10 bonus 
to Athletics and Acrobatics checks. Costs 1 vitality.
 SporesM: You release a cloud of spores. Adjacent foes suffer 1d4 
damage per round for 2 minutes as the spores burrow into their skin. 
After 2 minutes, the growths fall off. Cure Ailment or a DC 22 Heal 
check ends the effect. Costs 2 vitality.
 Sun-Rest: The sun heals you. For each hour of exposure to 
natural sunlight on a clear or party-cloudy day, you recover 1 vitality 
to a maximum of 5 vitality in a 24-hour period. You must be a living 
good-aligned person.
 Torrid Endurance: You enjoy +5 DR against acid and 
can comfortably endure temperatures up to 140º F without having 
to resist using Fortitude. Your equipment is likewise protected. This 
ability is continuously in effect even when you are unconscious.
 Track: Apply a +5 bonus on Survival checks, or +10 when 
tracking in arctic terrain.
 Vine Stride: Apply +10 ft bonus to your speed when moving 
through swamp or jungle terrain. Also, such terrain is never difficult 
for you.
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83. Symbiost* (Dex)    
A symbiost, or symbiont doctor, can detect biological implants as 
well as grow, implant, remove, and repair them.
 Detect SymbiontM: You learn whether symbionts are 
present within a 15-ft cone. When you scan the same area again, you 
learn the exact location (within 5 ft) and name of 1 symbiont pres-
ent. Costs 1 vitality.
 Graft SymbiontC: You enjoy a +5 bonus on Heal checks. 
Also, you can place a symbiont into a patient after spending 10 min-
utes and 250 gp worth of materials. The process inflicts 1 wound 
damage on the patient.
 Grow SymbiontC: You grow a symbiont from freshly har-
vested organs. The process take 1 day and costs 1,000 gp. The market 
price is 2000 gp. Growing a symbiont requires fresh water, a surgical 
bay, and the body part specified in the symbiont’s description. See 
page 202 for details.
  Remove SymbiontC: After 10 minutes of work, you safely 
remove a symbiont from a patient to reuse in another patient. You 
must pass a DC 18 Heal check. A failed check means the symbiont is 
destroyed and the patient suffers 2d6 wound damage.
 Symbionics Lab: By inheritance, gift or whatnot, you gain 
a laboratory shop worth 1,000 gp. The tiny structure is worth 500 
gp. The contents include 500 gp worth of toolkits, alchemical items, 
and/or potions and scrolls.
 Symbiont Inheritance: You possess a symbiont (page 
202). It has a value of 2,000 gp though it is uniquely imprinted to 
you. It can be removed but it cannot be sold to someone else.

84. Tactician (Cha)    
A tactician helps direct and bolster troops on the battlefield, often 
boosting their leverage against specific foes. 
 Battle Training: Boost Athletics, Endurance, Handle Ani-
mal, Intimidate, Perception, and Warcraft checks by +3.
 Bane Blade: Specify 1 type of foe such as construct, fiend or 
undead. If you select person, choose a specific race such as dwarf or 
goblin. Apply a +2 bonus on attack rolls and +5 damage against foes 
of that type for 2 minutes. Requires Dark Lore. Costs 5 vitality.
 Stealth Maneuvers: You and allies within 30 ft enjoy a +5 
bonus on Stealth checks and +10 ft speed for 5 minutes. Costs 1 vitality.
 Swift and Silent Tide: This improves Stealth Maneu-
vers, such that you and allies within 30 ft enjoy a +10 bonus on 
Stealth checks and +30 ft speed for 5 minutes. Costs 2 vitality.
 Tide of Bane Blades: This improves Bane Blade such that 
you and each of your allies within 30 ft enjoy a +2 bonus on attack 
rolls and +5 damage for 5 minutes.  Costs 5 vitality.
 Warrior: You are proficient with Medium armor and 1 
weapon group of your choice.

85. Technician* (Int)    
A technician is steeped in the sciences and modestly adept to craft, 
repair and use firearms, steamgear, and electrotech.
 Electrotech: You study invisible mundane forces of nature 
(called immateria) such as electrics, kinetics, nucleonics, optics, and 
sonics. You can make checks using the Technics skill (page 177) and 
enjoy a +2 bonus on Mechanics and Technics checks.
   Firearms Proficiency: You are proficient with firearms. 
Also, boost Mechanics checks by +2, or by +5 to craft and repair 
firearms.
 MendingM: Your touch repairs minor breaks and tears in an 
unattended mundane adjacent object up to 5 pounds in weight or 
2 square-ft in size, whichever is greater. This ability does not affect 
creatures.
 Recharging TouchM: You can emit electrical energy in a 
skillful way that recharges or even directly motivates (activates and 
runs) an electrotech device within 15 ft. Once daily, you may build 
up in yourself a reserve of 3 hit points of electrical energy per level. 
You may expend the points all at once or release them gradually 1 
or 2 points at a time over the course of the day. You cannot target 

creatures with this ability. Costs 2 vitality. 
 Technical Mastery: Boost Craft, Heal, Literacy, 
Mechanics, and Pilot checks by +3. 
 Technics Expertise: Boost your Technics checks by +5, or 
by +10 once per day. Requires Electrotech.

86. Thaumaturgist* (Int)   
A thaumaturgist summons creatures of all kinds though he special-
izes in a specific type of creature.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Draconic.
 Summon CreaturesM: You perform a 1-minute ritual 
to summon 1 or more creatures. The creature’s total levels cannot 
exceed your level. Most creatures will seek to pervert or escape your 
instructions when possible, and good creatures will refuse to harm 
persons though they may “teach a lesson” or “test” people. You must 
provide verbal instructions in a language the creatures know. Other-
wise, they do nothing or attack the nearest creature besides you.  They 
serve you for 10 minutes and then vanish. Costs 10 vitality.
 Thaumaturgic Specialty: Select 1 specific creature 
such as angel, chimera or treant. Boost your effective level by +8 
when using the Summon Creatures ability to summon that specific 
creature, or +2 when summoning a creature of the same type.
 TonguesM: You can understand and fluently use 1 language for 
10 minutes. Costs 2 vitality.

87. Torturer (Wis)     
Torturers are adept with torture devices and specialize in extracting 
confessions and other information from people.
 Detect Lies: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
 First Aid: Boost Heal checks by +5, or by +10 to stop bleeding.
 Ignore Pain: You ignore harmful effects of abilities that con-
tain the word Pain or inflict pain damage.
 Light Blades: You are proficient with light blades. 
 Painful Cut: With a Light blade or tiny torture implement 
in hand, you inflict 1d6 pain damage per 2 levels (max 5d6) against 
an adjacent person, or ½ damage if Fortitude resists. This supersedes 
the normal damage delivered by the implement.
 Torturer’s Skills: Boost Bluff, Diplomacy, Insight, and 
Intimidate checks by +5.
 Torturer’s Tools: You gain 1,000 gp worth of light blades 
and torture implements (pages 161, 165, and 168-169). 
 Wounding Cut: You deliver 1 wound damage in addition 
to other damage dealt when using a light blade. Costs 1 vitality.
 Wrongness: You are odd in appearance and habits. Apply a -3 
penalty on all Charisma-based skill checks.

88. Trapmaker (Dex)    
A trapmaker excels at setting traps, including magical ones, as well 
as detecting, defusing and avoiding traps.
  Fire TrapM: Your touch sets a password-protected trap on a 
container or door. Opening the container or door without speaking 
the password activates the trap and causes 1d4 fire damage per 2 lev-
els (max 5d4) to adjacent creatures, or ½ damage if Reflex resists. You 
can stack traps and maintain a number of traps at once equal to your 
level. Exceeding this limit cancels your oldest trap. Costs 1 vitality.
 Quick Trap: You make a single-use nonmagical trap such as 
deadfall after 2 minutes of work for no cost. The trap activates when 
a creature steps into a designated 5-ft space. The trap has Perception 
and Mechanics DCs of 15. When triggered, the trap dazes the crea-
ture for 1d4+1 rounds (no save), stuns if for 1 round, or inflicts 3d8 
damage (your choice). Adjacent creatures must resist using Reflex or 
be similarly affected. The trap does not reset itself.  The cost is 5 gp 
if it can be used only once, or 50 gp if it is built for reuse.
 Trapfinding: Apply a +5 bonus to Perception checks, or 
+10 to notice traps.
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 Trapmaker: Boost Mechanics checks by +5, or by +10 to 
craft traps.

89. Undying Warrior* (Con) 
An undying warrior fights with skill, remains up after others fall, can 
resist harmful energy, and may return from death.
 Armaments: You are proficient with 
Light and Medium armor, light blades, and 1 
ranged weapon and 1 melee weapon of your 
choice.
 Diehard: When you fall below 0 wound points, 
you are not unconscious. Instead you are conscious and 
can continue to take a single move or standard action each 
round until you reach -10 wounds, at which time you die.
 Double Vow: Select 2 vows such as not speaking, eating, 
accepting money, having sex, or moving more than 500 ft from a 
specific location. When you fail to keep either or both of the 2 
vows, you loose access to your undying warrior magic abilities 
for 24 hours.
 Oak Body: Boost your maximum wound points 
by +5. 
 Resist EnergyM: For 5 minutes, you or a touched 
ally enjoy +10 DR against 1 energy type, or a +2 bonus 
versus all energy types. Costs 1 vitality.
 Scarification: Due to ritual scarification, 
reduce your Comeliness by 2 points.
 UndyingM: Once daily, when you die, you 
return to life 3 round later with 1d4 wounds and 5 vital-
ity points. However, reduce your maximum wounds by 1. When 
you reach 0 maximum wounds, you die.
 Weapon Mastery: Select 1 weapon with 
which you are proficient. You enjoy a +2 bonus on 
attacks and +2d6 damage when using that weapon.

90. Venturist (Con)        
A venturist is an explorer, traveler, and dungeoneer who 
can survive danger alongside a professional adventurer.
 Armaments: You are familiar with axes, bows, and light 
blades, and with Light and Medium armor.
 Durable: Apply a +2 bonus to Fortitude, Reflex, and Will.
 Monied: You gain 1,000 gp worth of any coins and gear.
 Recuperate: Once daily after 1 minute of rest you recover 
2d6 vitality.
 Venturer Skills: Boost Athletics, Dungeoneering, Endur-
ance, Heal, Perception, and Streetwise checks by +3.
 Zest for Living: Boost your maximum vitality by +3.

91. Viking Raider (Str)    
Viking raiders are tough, ocean-going warriors who are skilled with 
axes and hammers and often survive by pillaging. 
 Endure Cold: You enjoy +5 DR against cold energy and can 
comfortably endure temperatures down to -40º F without having 
to resist using Fortitude. Your equipment is likewise protected. This 
ability is continuously in effect even when you are unconscious.
 Grapple: You grapple an adjacent foe up to 1 size larger when  
you have 1 hand free and beat the foe’s Fortitude. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Raider Skills: Boost Appraise, Athletics, Endurance, Intimi-
date, Pilot, and Survival checks by +5.
 Toughness: Your body is a tough fighting machine. Boost 
your maximum wounds by +3 points.
 Weapon Specialist: You are proficient with axes and ham-
mers and enjoy a +2 bonus on attacks and +2d6 damage using these 
weapons.

92. Warcrafter* (Int) 
A warcrafter, or warcraft engineer, is trained in 

the use of magic for fortifications and battlefields to 
aid allies and hinder foes. 

  Bridge the GapM: You conjure a shimmer-
ing 10-ft-wide bridge or 5-ft-wide ladder for 5 min-
utes. The bridge is 10 ft long per level, and the ladder 
is 20 ft high per level. It ignores all attacks except Dis-

pel Magic. You can dismiss the bridge or lad-
der at will and can maintain only 1 at a time. 
Costs 2 vitality.
 Mine FieldM: You conjure a field of 
magical traps. You affect a number of 10-ft 
squares equal to your level. A foe moving 
through an affected area has a 1 in 4 chance 
per square of activating a trap. If so, it must 
resist using Reflex or suffer 1d10 damage 
and be dazed for 1 round. A foe can move at 

a 5 ft speed to automatically avoid the mines. 
Costs 2 vitality. 
    Smoke ShieldM: You conjure smoke 
and lights that make it difficult for foes to tar-
get your band of allies. For 5 minutes, melee 
and ranged attacks against you and your 
allies within 30 ft suffer a 20% miss chance. 
Costs 2 vitality.

 Stone ShapeM: You mold adjacent 
stone into new shapes. You affect up to 10 cubic ft 

+ 1 cubic ft per level. You can form rocks into a stone 
bridge, warp a pillar to make it fall, form a hole 

in a wall, and so forth. Costs 2 vitality.
     War Builder: You are schooled 
in the art of war. Boost Dungeoneer-
ing and Warcraft checks by +5.

93. Warmage* (Int)  
A warmage provides formidable specialized magical support for 
military operations and law enforcement.
 AlarmM: You set an alarm with a perimeter of up to 10 ft per 
level. Any creature not specified by you that crosses the perimeter 
evokes either an audible or silent alarm, as you desire. The alarm 
remains up to 24 hours or until dismissed. You can use this ability at 
will but you can maintain only 1 alarm at a time.
 FireballM: You project a red ray out to 90 ft that blossoms into 
a 15-ft-radius ball of fire. Creatures in the area suffer 1d6 fire dam-
age per level, or ½ damage when Reflex resists. Costs 2 vitality.
 KnockM: You open 1 mundane lock or negate 1 Arcane Lock 
effect. Costs 2 vitality.
 Mage ArmorM: A shimmering field provides +4 DR for 1 
hour. Mage Armor does not stack with real worn armor or Bone 
Armor. Costs 1 vitality.
 Magic MissileM: You project 1 bolt per 2 levels (max 5 
bolts). Each bolt unerringly hits a target within 90 ft for 1d4+1 force 
damage.
 MessageM: You whisper a message that is clearly audible to 1 
target within 90 ft. You only need line of effect, not line of sight. 
 Warmage Skills: Boost Arcana and Warcraft skills by +5.

94. Wayfarer* (Int)    
A wayfinder specializes in discreetly teleporting himself, valuable 
goods, and /or customers over very long distances.
 TeleportM: You and up to 5 allies or 1000 pounds of gear 
move to a location up to 100 miles away per level. The trip is 1 way. 
You must have a specific destination in mind, and you must succeed 
on an Arcana check to arrive there. The DC for the location equals 5 
if familiar, 10 if visited, 20 if described, or 30 if known in name only. 
A failed check means you arrive 1d6 miles away from your desired 
destination, possibly in a dangerous locale. You are always shunted 
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from solid material to the nearest open space. Costs 10 vitality + 2 
vitality for each ally or 200 pounds of gear (max 20 vitality).
 Weak Body: A wayfarer has 2 fewer wound points than nor-
mal but enjoys +3 vitality points he can only spend to use Teleport.
 Wayfarer Skills: Apply a +3 bonus on Arcana and History 
checks, and you understand 1 additional language of your choice.

95. Weave Wizard* (Int)   
These spellcasters often use scrolls and can draw upon an invisible, 
universal pool of magical lore from wherever they are. 
 Acolyte of the Weave: You can tap into a great, diffuse 
pool of magical lore. Up to 3x daily as a move action, you may expend 
1 vitality to maybe access any basic magic ability that you don’t know. 
The chance of success equals 70% + 1% per level. If you succeed, you 
must immediately use the ability that round and pay its usual vitality 
cost, if any. If the attempt fails, you gain no benefit.
 Arcane Training: Apply a +3 bonus on Arcana and Lit-
eracy checks. You can read magic scrolls. Also, you speak Draconic.
  Eunuch: You have accepted the life of an eunuch in order to 
enter this profession. You cannot parent offspring by any means. 
 Mana Pool: Once daily as a swift action, you expend 1 vital-
ity so that you and an adjacent ally can pool your vitality for the 
purpose of your next attack—you both may share the vitality cost 
equally or in any ratio for which you both agree. 
 Minor Arcana: Select 1 basic craft or magic ability from 
any class. You learn and can use that ability as if it were listed for your 
class. You must meet the ability’s prerequisites, if any, and the class’s 
alignment restrictions, if any. 
 Scribe ScrollC:  You place a magic ability that you or an adja-
cent ally know into a scroll or similar single-use media that a charac-
ter with this ability or with Arcane Training or Artificer Training can 
use. The cost and time equal 25 gp and 1 hour for a basic ability; or 
150 gp and 2 hours, 325 gp and 4 hours, or 750 gp and 8 hours for 
an intermediate, advanced or paragon ability, respectively.
 Vow: Select a vow such as not speaking, eating, accepting money, 
moving more than 30 ft, or harming others. When you fail to keep the 
vow, you loose access to your weave wizard magic abilities for 24 hours.

96. Wise weald* (Wis)    
A wise weald is a friend, protector, and speaker for plant-life includ-
ing the woods, and can transform into a tree.
 EntangleM: You evoke and animate plant life in a 15-ft radius 
around a point up to 90 ft away. Each round, creatures in the area 
must resist using Reflex. Those that fail are held tightly for that turn, 
unable to move, limited to a single action, and suffering a -2 penalty 
on d20 rolls. Those that save move at ½ speed. The effect lasts 5 min-
utes. This only works outdoors or underground. Costs 2 vitality.
 GoodberryM: Your conjure 2d4 berries, nuts or similar small 
uncooked edibles. When eaten, a berry provides nourishment as if 
it were a normal meal for a person and cures either 1 wound dam-
age or 1d4 vitality. A creature can benefit from up to 3 berries in a 
24-hour period. Costs 1 vitality.
 Speak With PlantsM: For 5 minutes, you can ask ques-
tions and receive answers from natural plants. They are cooperative 
but can only report what they observe without inferences. A plant 
will gladly watch a 10-ft-square area for you. Costs 2 vitality.
 Tree ShapeM: You become a tree. In tree form, you see and 
hear normally but can take no other actions. Apply a +20 bonus on 
Disguise checks to be mistaken for a normal tree. You radiate faint 
magic. You can return to your normal form as a move action. Lasts 4 
hours + 1 hour per level. Costs 2 vitality.
    Weald Keeper: Boost Nature and Survival checks by +5.
   Woodland Stride: You move through any sort of natural 
undergrowth (natural thorns, briars, overgrown areas, etc) at your 
normal speed and without taking damage or suffering any other 
impairment. Undergrowth that is enchanted or magically manipu-
lated to impede motion still affects you.

97. Witch Doctor* (Wis)   
Witch doctors are masters of the natural and occult worlds and often 
act as priests and healers for primitive people. 
 Detect SpiritsM: You learn whether nonperson creatures 
with magic abilities are present within a 30-ft cone. Costs 1 vitality.
 First Aid: Boost Heal checks by +5, or by +10 to halt bleed-
ing. A DC 15 Heal check stabilizes a bleeding character. 
 Herbalist: After 10 minutes of work and 5 gp worth of herbs, 
you can cure 1 disease, neutralize 1 poison, end infertility, or end 1 
case of fatigue, blindness, deafness, nausea or confusion. A creature 
can benefit once daily per point of Constitution bonus (minimum 1). 
 Possess AnimalM: You can possess a natural animal’s body 
while shunting its spirit into a 500 gp gem or jar. The animal must 
be within 120 ft. You do not need line of sight. Initiating possession 
takes 1 minute. If you beat the animal’s Will, you enter its body and 
gain its statistics except its mental attributes, memories, abilities, 
and alignment (which you keep as your own). Meanwhile, your body 
is asleep (unconscious) and the animal’s spirit is held in the gem. The 
effect lasts 1 hour. When the hour expires, or the gem is destroyed, 
or you or the animal’s body dies, then the magic ends and all spirits 
return to their bodies (or to the afterlife if one’s own body is slain). 
Costs 2 vitality.
 Resist EnergyM: For 5 minutes, you or a touched ally enjoy 
+10 DR against 1 energy type, or a +2 bonus versus all energy 
types. Costs 1 vitality.
 Shamanic Lore: Apply a +2 bonus on Arcana, Insight, 
Nature, Religion, and Survival checks.
 Voodoo DollC: You construct a tiny doll that incorporates 
a piece of a target creature such as a hair or nail. For each level of 
the target the doll costs 5 gp and takes 1 hour to craft. When you are 
done, the doll acts as a conduit for harm or benefit to the target. The 
doll lasts 1 day per level before self-destructing. At any time, you can 
inflict vitality damage equal to 1d4 + your level. Once daily, you can 
inflict wound damage equal to 1d4 per 4 levels (round down). To end 
the effect, the doll must be destroyed, the caster slain, or the target 
subject to Remove Curse.
 Wrongness: You are odd in appearance and habits. Apply a -3 
penalty on all Charisma-based skill checks.

98. Woodsman (Con)             
A woodsman lives outside urban areas in the wilderness and has 
many useful survival skills including hunting and handling animals.
  Bow Focus: Apply a +2 bonus on attack rolls and +5 damage 
when using ranged weapons against a target within 30 ft. 
    Endure Elements: You ignore the effects of extreme tem-
perature. You can exist comfortably in conditions between -40º and 
140º F without harm. Your gear is also protected. This ability is con-
tinuously in effect even when you are unconscious.
 Twilight Senses: You gain low-light vision. You also enjoy a 
+5 bonus on Perception checks.
 Woodsman Skills: Apply a +5 bonus on Athletics, Han-
dle Animal, Nature, and Stealth checks and a +10 bonus on Survival 
checks.

99. Wretch* (Wis)    
A wretch is a quasi-living person who helps others to the afterlife. A 
person may acquire this profession after seeming to die.
 Death KnellM: An adjacent living creature that is uncon-
scious with less than 0 wound points must resist using Will or die. 
When it dies, you gain 1d4 wound points and a +1 bonus on your 
next d20 roll. Costs 1 vitality.
 Disguise SelfM: Your surface traits—hair color, garment 
style, gender, voice pitch, etc—transmute to grant you a +10 bonus 
on Disguise checks for 1 hour. You can grow or shrink 1 ft and mod-
ify your Comeliness by +/- 5 points. Costs 1 vitality.
 Undead Traits: You are immune to all ailments including 
poison, necrosis, and disease. You do not need to breathe, eat or sleep 
and have no need to make Endurance checks. You regain hit points 
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 Alders
An alder is a community leader who is highly experienced and acts 
as a booster, protector, and guide to townies below him and also a 
support to patrons above him. An alder is often adult or middle-aged 
with a family and successful business or small estate. However, an 
exceptional youth might become an alder after a rare or impactful 
experience.
 An alder may play an official or unofficial role and may or may not 
possess a noble title. Whatever their status, the community relies on 
alders to preside over events and lead during difficult times. Alders 
make up about 10% of a community’s total population. A town or 
city council typically consists of an odd number of alders (to avoid a 
tie result when voting), and these alders might easily be elected by 
the local people and/or appointed by higher nobility. Experienced 
mages, senior priests, military officers, top crime figures, famous 
performers, and patriarchs of large families are also alders.
 You can advance an alder to higher level by granting him a sec-
ond profession that relies on the same attribute as his original pro-
fessional. For example, the swamp rat and woodsman both rely on 
Constitution. Adding a second profession advances the alder to 8th 
level and provides +10 vitality, +1 saves, +1 attacks, and +1 DR. 
Similarly, you can add 2 levels worth of abilities (10 points) from 
a character class such as druid or witch. The call-out on page 39 
explains how to use points.
 A PC can settle down for 3 years to become an alder. His level 
increases by +3 and he gains the alder’s listed abilities. He does not 
gain any other benefits suggested by the alder’s statistics.

Alder (lvl 6)
Alders have the following statistics.
 Type Person
 Size Medium or Small 
 Alignment  Usually any lawful, or neutral good.
————————————————————————
 Lore Check History DC 22
 Bypass Bluff, Diplomacy or Intimidate DC 32 (or DC 27 accom-
panied by a 10 gp bribe).
————————————————————————
 Senses Normal for patron’s race
 Perception +7 ; Stealth +2
 Languages Common plus any racial languages.
 Initiative +1
————————————————————————
 Speed 30 ft (or by race)
 Attack d20+6 (or +8 using favored weapon)
 Weapons Dagger (1d4, 10 ft) or longsword (1d8) 
 Damage +1
————————————————————————
 Armor None (or breastplate) ; DR 0 (or 5 in breastplate)
 Wounds 8
 Vitality 32
 Fortitude 17, Reflex 14, Will 18
————————————————————————
 Str 12, Con 14, Dex 12, Int 12, Wis 14, Cha 14
      (* An alder has a 17 for the attribute linked to his profession.)
 Prime As indicated in parentheses with profession.
 Skills As listed under the alder’s townie profession and as 
described below.
 Special An alder has abilities that are standard for his race and 
townie profession.
————————————————————————
 FP 3 ; Patron Deity Any (often Solari, Mithrais or Esmariah)
 Multiclassing None
 Treasure Various items worth 1,000 gp in the alder’s estate 
and workplace.

Alder Abilities
Alders have the abilities of their townie profession plus the following 
additional abilities. 
 Boost Morale: As a move action in combat, allies within 
60 ft who can see or hear you regain 1 vitality and enjoy a +1 bonus 
on all dice rolls until the start of your next turn. Costs 1 vitality.
 Councilor Skills: Alders are often called to help solve 
community problems. Apply a +5 bonus to Diplomacy, History, 
Insight, Literacy, Nobility, Perception, Religion, and Warcraft checks.
 Divine IntercessionM: Once daily you pray as a move 
action and select a single cleric, druid or warlock basic ability. Select 
cleric if you are good or lawful, druid if you are chaotic or neutral, 
or warlock if you are evil. You must immediately use the ability or 
you lose it. Use costs no vitality.
 Favored Weapon: You are proficient with 1 weapon. Also, 
apply a +2 bonus on attacks and a +2d6 bonus on damage using that 
weapon.
 Iron Will: You are mentally resilient. Apply a +2 bonus to 
your Will. This bonus is already applied to the statistics block above.
 Local Fame: Persons within a 1-mile radius know your 
name, current location, and most of your activities, for better or ill.
 Moment of Choice: You retreat for 1 minute to consider 
an immediate choice that you and your allies face such as whether to 
open a chest or enter a room. You receive an answer of weal (good 
fortune), woe (bad fortune) or unclear (mixed fortune) if you do 
the action. The chance you receive an answer equals 70% + 1% per 
level. The answer is based on the likely outcome within the next 10 
minutes. Costs 2 vitality.
 Second Wind: Once daily, after 1 minute of rest, you 
recover 4d6 vitality. Requires Iron Will.

from necrotic or vile energy and are harmed by holy and cure energy. 
You are immortal and cannot be raised from death if slain.
 Unromantic: You suffer a -5 penalty on Diplomacy checks, 
or -20 in romantic situations, making romantic encounters a near-
impossibility for you.

100. Zembic (Str)     
A zembic exists in a twilight state, looking and acting in most ways 
like a zombie though he is still alive. Remove Curse restores the per-
son’s original profession.
 Angry Confusion: You suffer mild confusion resulting in 
a -2 penalty on all Intelligence-based skill checks.
 Bite Attack: An adjacent foe suffers 1d4 damage (or 1d2 
damage if Small) if you beat its Reflex. Add your Strength modifier 
to the damage dealt.
 Blood Scent: You can detect bleeding creatures within 30 ft 
by sense of smell. A bleeding creature is below full wound points. If 
a creature is upwind, the range increases to 60 ft. If it is downwind, 
the range is 15 ft.
 Disembowel: You extract the guts of an adjacent stunned 
person or animal as a standard action and then devour the guts as a 
move action. This kills the target and heals you 2d6 vitality. A person 
whose guts are extracted but not eaten can be returned from death 
using Raise Dead. Otherwise, Regenerate is required prior to using 
Raise Dead, and Miracle or Wish restores life regardless.
  Improved Grapple: You grapple an adjacent foe up to 1 
size larger when you have 1 hand free and beat the foe’s Fortitude. 
Apply a +5 bonus to initiate or resist grappling. A grappled creature 
cannot move from its space and can only use a Light melee weapon 
that is already in hand. Each round, you must expend a move action 
to maintain the grapple, and the foe can try to beat your Fortitude as 
a standard action to break the grapple. If you desire, you can block a 
grappled foe’s mouth with 1 hand to prevent speech.
 Slow: You can take a standard action or move action each turn 
but you cannot do both, nor can you move 2x in a turn.
 Stunning Slam Attack: An adjacent foe suffers 1d6 
damage (or 1d4 damage if Small) if you beat its Reflex. Add your 
Strength modifier to the damage dealt. Moreover, a struck target is 
stunned for 1 round if you beat its Fortitude.
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 Patrons
A patron is a high-standing leader: a bishop, general, king, queen, 
court mage, guild patrician, or so forth. A patron rules institutions, 
settlements, and nations with a semi-divine mandate. Patrons usually 
have noble titles and notable wealth along with courtiers, guards, 
and such befitting their status, though an exiled, imprisoned, or 
impoverished patron may temporarily lack these accouterments.
 Unlike a PC, a patron is preordained for his role. The king rules 
because he was marked by the gods from birth and serves as a true 
sovereign. Similarly, the bishop was called by his god to rise from 
amongst minor acolytes. This contradicts a merit-based system. 
Patrons serve the gods as much as they govern their people. In fact, 
a royal patron is divinely selected and possesses a measure of super-
natural lordship.
 A PC with alder abilities can settle down for 6 years to become 
a patron. Boost the character’s level by +6 and grant him a patron’s 
listed abilities. He does not gain followers or other benefits sug-
gested by the statistics. This also ends his adventuring career and he 
becomes an NPC.
 

Patron (lvl 13)
Patrons have the following statistics.
 Type Person
 Size Medium or Small (as a person of its race)
 Alignment  Usually any lawful.
————————————————————————
 Lore Check History DC 36
 Bypass Bluff, Diplomacy or Intimidate DC 46 (or DC 36 
accompanied by a 1,000 gp bribe).
————————————————————————
 Senses Normal for patron’s race
 Perception +8 ; Stealth +1
 Languages Common plus any racial languages.
 Initiative +1
————————————————————————
 Speed 30 ft (or by race)
 Attack d20+10 (or +12 using a favored weapon)
 Weapons Dagger (1d4, 10 ft) or longsword (1d8) 
 Damage +1
————————————————————————
 Armor None (or breastplate) ; DR 0 (or 5 in breastplate)
 Wounds 8
 Vitality 67
 Fortitude 22, Reflex 20, Will 28
————————————————————————
 Str 12, Con 14, Dex 12, Int 14, Wis 16, Cha 16

  (* A patron has a 19 for the attribute linked to his profession.)
 Prime Charisma
 Skills As listed with townie profession plus the bonuses listed 
below.
 Special  A patron has racial, townie, and alder abilities.
————————————————————————
 FP 7 ; Patron Deity Any (often Solari, Mithrais or Esmariah)
 Multiclassing None
 Treasure Various items worth 20,000 gp in the patron’s estate 
and workplace.

Patron Abilities
Patrons gain the following abilities in addition to their racial, townie, 
and alder abilities. 
 Aura of Courage: You are totally immune to fear and all 
allies within 30 ft enjoy a +5 bonus on saves to resist fear.
 Charm PersonM: A targeted person within 15 ft is friendly 
to you for 5 minutes if you beat his Will. While charmed, he will not 
act in a way that brings harm to you, himself or his allies. Otherwise, 
he will follow you and respond aggressively to creatures that threaten 
you. He will take you to safety if you are incapacitated. You can dis-

miss the charm as a swift action. If you treat the person well, he may 
remain friendly after the charm wears off. This ability does not grant 
a shared language or alter a person’s alignment. Costs 1 vitality. 
 CommandM: You issue a simple verbal suggestion that a per-
son within 30 ft obeys if you beat his Will. Options include: approach 
you, drop held items, fall prone, halt (do not move), kneel and pray, 
leave you, praise a deity, sit down, stand up, or strike an adjacent 
creature. The effect lasts 1 round during combat or 1 minute out of 
combat. A person who resists is immune to it for the rest of the day. 
Costs 2 vitality.
 Detect AlignmentM: You focus on 1 creature within 30 ft 
and learn its alignment if it fails to resist using Will. Otherwise, you 
learn only whether it is chaotic or nonchaotic. Costs 1 vitality.
 Detect Lies: Boost Insight checks by +5. Also, once daily for 
5 minutes, you automatically note which statements uttered in your 
presence are untrue. You do not learn the truth, only what is false.
 Diehard: When you fall to 0 wound points or below, you 
are not unconscious. Instead you are conscious and can continue to 
take a single move or attack action each round until you reach -10 
wounds, at which time you die.
 Double Attack: You can make 2 nonmagical attacks, or 1 
magical attack and 1 nonmagical attack, in rapid succession as a stan-
dard action. You can direct the attacks to the same foe or to 2 differ-
ent foes. The attacks are made without penalty.
 GeasM: You target 1 creature within 30 ft. If it fails to resist using 
Will and has levels less than ½ your own, it is compelled to carry out 
a service or refrain from some action or course of activity, as desired 
by you, for up to 1 day per level. You cannot compel a creature to 
kill itself or perform acts that would result in certain death, but you 
can geas it to complete any other instructions of 25 words or less. A 
clever target can subvert some instructions. Each day that an affected 
creature freely chooses to disobey the geas, it suffers a cumulative -2 
penalty to all d20 rolls(max penalty -8). You can cancel the effect at 
any time. Remove Curse also ends it. Costs 5 vitality.
 Heroic Moment: Once daily as a swift action you may 
apply a +10 bonus on a single d20 roll of your choice.
 High Noble Title: You possess a high noble title of Duke 
or Duchess (if a monarch), Bishop or Matroness (if religious) or a 
similar title. You receive a monthly stipend of 1,000 gp and have land 
holdings worth 100,000 gp (in addition to the listed personal trea-
sure above).
 Mental Barrier: Apply a permanent +5 bonus to your 
Will. This bonus is already reflected in the patron’s statistics.

Royal Patron (lvl 20)
Apply +35 vitality, +4 saves, +4 attacks, +4 DR, +150,000 gp of 
property, and the following abilities in addition to those possessed by 
the standard patron. 
 AweM: Creatures that are 5 or more levels below you revere 
you and must resist using Will before attacking you. Once a creature 
resists, it is immune to the effect for the rest of the day.
 Beauty: Boost your comeliness by +4.
 BeguileM: As the Charm Person ability but lasts 24 hours. 
Costs 5 vitality.
 Karmic RetortM: You designate a foe as a swift action. For 
5 minutes,whenever that foe strikes you, record the hit point damage 
dealt. The next time you strike that foe, deal damage as normal or the 
largest amount recorded, whichever is more. Costs 5 vitality.
 Magic Resistance: Apply a +5 bonus on saves to resist 
magic abilities. Also, when you are targeted by a magic ability that 
does not allow a save, your foe must beat your Will anyway, and if 
you successfully resist then the magic has no effect.
 Mass Vitality: Once daily, you and all allies within 90 ft 
regain 4d6 vitality. Requires Boost Morale.
 MindbarM: As an immediate action, you ignore 1 attack that 
allows you to resist using Will. Costs 5 vitality.
 QuestM: As Geas (above) except you can affect any creature and 
it does not receive a save to resist. Costs 10 vitality.
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 Sentiments
You have just won a fabulous treasure, but in the process you have 
also lost your best friend to a pack of rapid zombies. How do you 
feel?  Now, where does that feeling take you?

The Seven Sentiments
Here is some advice on how to “play” a well-rounded character. 
 People—humans, dwarves, elves, goblins, and other character 
races—experience “natural sentiments”. These sentiments make up 
a colorful pallet of life. There are seven: anger, curiosity, disgust, fear, 
happiness, love, and sadness.
 Characters experience sentiments in response to their own and 
others’ actions. For example, when a character’s family is killed by a 
dragon, he probably feels sadness about the loss, anger at the dragon, 
disgust at the gore and mess, fear that more murders may occur, and 
possibly some other sentiments. Even happiness is possible! What if 
the dragon’s actions now conveniently provide a long-awaited politi-
cal or moral pretext to seek revenge on a local dragon nest?
 Hopefully, sentiments don’t require explanation. We all feel them. 
Rely on everyday definitions. Thus, sadness includes everything from 
regret to depression, love refers just as much to amorous interest 
as it does to caring, and anger might be righteous, 
brutish or anywhere in between.
 The geometric figure at right organizes 
the sentiments to show how they oppose 
or link to each other. Happiness opposes 
sadness while disgust opposes curiosity, 
and so forth. Love sits in the middle since 
it is complex and links to all the other 
sentiments.
 The sentiments don’t capture 
every reaction. Feel free to 
be inventive, to mix and 
match as you would paints. 
Shame, for example, 
includes disgust with one-
self and also fear of social 
disapproval. 

Sentiments at 
the Game Table

You can incorporate the sentiments 
into your game to encourage deeper 
role-playing. After a game session—or 
ideally, after a major encounter—each 
player considers how the sentiments 
apply and jots down ideas in the rele-
vant boxes. For example, you might write 
“victory over the dragon” in the happiness box, 
“disgusted by summoning the demon yet again,” 
in the disgust box, and so forth. 
 As you reflect, consider sentiments about…

•  Yourself
•  Your allies
•  Your foes

 Also consider, how does your character show or hide each senti-
ment? A character might seethe quietly with anger, fly into a wrath-
ful harangue, or vigorously chop a pile of wood. 
 What options for action do the sentiments suggest? Will anger 
inspire a quick and foolish attempt at revenge or focus one’s energy 
toward a future victory?
 To step up the drama, consider how a character feels about his 
personality traits. Meezlo is a kobold, and as a kobold, he delights to 
see others fall into traps, particularly his traps. But as a good-aligned 
kobold, he feels some sadness or maybe disgust regarding his sadistic 
impulses. It is up to you to consider how deep to delve, and to what 
extent the sentiments genuinely influence choices or just add spice.

Bonus XP For 
Role-Playing

The GM is welcome to assign 
bonus XP for skillful role-
playing. Table 13-9: Bonus XP 
offers a quick guideline to award 
bonuses. Consider how many 
sentiments the player managed 
to juggle and assign an amount 
from +0% to +20%, rounding 
up. For example, a +10% bonus 
on 8 XP equals +1 XP.
 Here is a more detailed example. Did a player role-play his char-
acter to show fear during his bout with a dragon and then happiness 
upon finding its treasure? Good but a tad predictable. Better yet, the 
player might include disgust at the dragon’s stinking corpse, anger 
at an ally who failed to be useful in combat, and curiosity about a 
cryptic remark the dragon made as it lay dying. Assess the sentiments 
by how they have altered the character’s choices and behavior.
    In light of the subjectivity of role-playing, the GM is always the 
final decision-maker regarding XP bonuses.

Sentiments & Alignment
The sentiments link to a character’s alignment. 

 Morals: Generally, good characters 
promote positive sentiments like happi-
ness, curiosity, and love for themselves 
and everyone else. Neutral characters 
avoid harming others while helping them-
selves to experience pleasant lives. Evil 

characters promote anger, fear, and sad-
ness for others, and often seek to 

corrupt positive sentiments 
toward selfish ends. Consider, 
an evil character might be 
quite happy about poisoning 
a rival in order to gain that 
rival’s wife for himself, all in 
the name of love.
    Ethics: Generally, lawful 

characters seek to ignore, sub-
due or master the sentiments in the 

same way that a farmer works to trans-
form a field of wild oats and weeds into a 
tidy, bountiful field. Conversely, chaotic 
characters tend to trust the sentiments, 
living in the moment and embracing what-
ever comes. In between, neutral characters 

hold that sentiments can be irrational and 
uncivilized but also inspiring and energizing. A 

neutral character might say that one can build a water-
wheel on a river to harness nature’s forces but it is a fool’s 

errand to fight the sea.

Sentiments & Race
The sentiments link to the various character races. 
 Some races such as asimar, drow, and elves are sophisticated and 
perhaps decadent. In contrast, other races such as dwarves and gob-
lins are plainspoken and perhaps brutish. An elf will compose a poem 
about loyalty while a dwarf will make a painful cut in his hand as a 
scar memorializing his loyalty.
 Moreover, some races delight in the positive emotions whole oth-
ers relish negative ones. For example, elves are happy to see others 
prosper, curious about nature’s beauty, and likely to celebrate love 
with romance and caring. In contrast, goblins are happy to watch 
others bleed, curious about the limits of pain, and likely to grant 
their love in creepy and discomforting ways. Humans are diverse and 
experience the sentiments in varied ways.

Table 13-9: bonus xp
Number of 
Sentiments

Bonus
XP

0 +0%

1-2 +5%

3-4 +10%

5-6 +15%

7 +20%
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Marketplace
Here are commonly available items to equip 
characters. Gear takes up slots. Your charac-
ter’s maximum slots equal his Strength score. 
Pages 160-161 and 164-165 list more items.

Light Armors (1 slot)
Armor DR Cost Material

Leather shirt 1 3 gp Natural

Cloth 1 5 gp Natural

Leather 2 10 gp Natural

Silkweavemwk 2 310 gp Natural

Studded leather 3 25 gp Mixed

Warmech clippons 3 325 gp Mixed

Chain shirt 4 100 gp Metal

Elven mailmwk 4 400 gp Metal

Medium Armors (3 slots)
Armor DR Cost Material

Hide 4 15 gp Natural

Scalemail 4 50 gp Metal

Chainmail 5 150 gp Metal

Lamellar 5 175 gp Natural

Breatplate 5 200 gp Metal

Monsterhidemwk 6 550 gp Natural

Dwarfplatemwk 7 900 gp Metal

Heavy Armors (5 slots)
Armor DR Cost Material

Splintmail 6 200 gp Metal

Banded mail 6 250 gp Mixed

Mechaplatemwk 6 1100 gp Metal

Ironwood 7 500 gp Natural

Half-plate 7 600 gp Metal

Full plate 8 1500 gp Metal

Godswroughtmwk 8 1800 gp Metal

Shields (1, 2 or 3 slots)*
Armor DR Cost Material

Buckler +1 15 gp Mixed

Light wood 
shield

+1 3 gp Natural

Light steel shield +1 9 gp Metal

Heavy wood shield +2 7 gp Natural

Heavy steel shield +2 20 gp Metal

Mithral shieldmwk +2 320 gp Metal

Tower shield +3 30 gp Natural

* Light shields are 1 slot, heavy shields are 2 
slots and tower shields are 3 slots.

Basic Pack (3 slots, 13 gp)
This pack includes a travelers outfit, which you 
wear, plus the following items: standard ID 
papers, traveling papers, 2 days trail rations, 
a full waterskin, a backpack with a bedroll, a 
wooden holy symbol, 2 empty belt pouches 
(for coins), a sunrod (to light the way for up to 
6 hours), and a tindertwig (to start camp fires). 

Expert Pack (5 slots, 130 gp)
On top of a basic pack, consider an expert 
pack with more items: 50 ft of silk rope, 2 
pitons and a grappling hook, a flask of oil 
(1 pint), a second sunrod, 2 more days of 
rations, a flask of alchemist’s fire, a vial of 
antitoxin, a flask of holy water, a small mir-
ror, a 10-ft pole, and a journal book with an 
ink vial and ink pen.

Magic Armaments (page 191)
Item Cost Slots

Angeltears leather armor 2,000 gp 1

Arcane bow 2,000 gp 3

Daredevil’s mail 2,000 gp 2

Demonskin leather armor 2,000 gp 1

Eldritch gun 2,000 gp 1

Flame blade 2,000 gp 1

Forcemail vest 2,000 gp 0

Frostbrand axe 2,000 gp 1

Healleaf armor 2,000 gp 1

Nightstalker suit 2,000 gp 1

Starscale scalemail armor 2,000 gp 2

Basic Wonders (page 203)
Item Cost Slots

Bardic mandolin 2,000 gp 1

Boots of the hare 2,000 gp ¼

Camel pack of healing 2,000 gp ½

Darkvision goggles 2,000 gp ¼

Divine prayer book 2,000 gp ¼

Energy crystal 2,000 gp ¼

False eye 2,000 gp ¼

Flit mantle 2,000 gp ½

Gloves of the magi 2,000 gp ¼

Hat of disguise 2,000 gp ¼

Infinite flare 2,000 gp ¼

Magician’s cloak 2,000 gp ½

Prestidigitator’s wand 2,000 gp ¼

Skeleton key 2,000 gp ¼

Traveling coat 2,000 gp ½

Truefriend cantina 2,000 gp ¼

Potions (page 196)
Potion Cost Slots

Curing 600 gp ¼

Healing 100 gp ¼

Heroism 600 gp ¼

Invisibility 600 gp ¼

Mana 600 gp ¼

Water breathing 600 gp ¼

Light Weapons (1 slot)
Weapon Statistics Cost

Boomerang 1d3, 150 ft range 1 gp

Dagger 1d4, 10 ft range 2 gp

Dart 1d4, 20 ft range 5 sp

Crossbow, light 1d8, 80 ft range 35 gp

Gauntlet, Spiked 1d4 5 gp

Pistol 1d10, 50 ft range 250 gp

Revolver 2d6, 30 ft range 450 gp

Sling 1d4, 50 ft range 1 cp

Sword, short 1d6 10 gp
     

Medium Weapons (2 slots)
Weapon Statistics Cost

Battle axe 1d8 10 gp

Chakram 1d4, 120 ft range 15 gp

Crossbow, heavy 1d10, 120 ft range 50 gp

Longsword 1d8 15 gp

Mace 1d8 5 gp

Rapier 1d6 20 gp

Shortbow 1d6, 60 ft range 30 gp

Shotgun 2d8, 30 ft range 750 gp

Warhammer 1d8 12 gp

Whip, barbed 1d3, 10 ft reach 2 gp

Heavy Weapons (3 slots)
Weapon Damage Cost

Chain, spiked 2d4, 10 ft reach 25 gp

Greatclub 1d10 5 gp

Greatsword 2d6 50 gp

Halberd 1d10, 10 ft reach 10 gp

Hunting Rifle 2d10, 80 ft range 400 gp

Lance 1d8 10 gp

Musket 1d12, 150 ft range 500 gp

Quarterstaff 1d6 1 cp

Longbow 1d8, 100 ft range 75 gp

Spear 1d8, 20 ft range 2 gp

Sword, bastard 1d10 35 gp

Living 
Standard

Weekly 
Cost

Example
Lifestyle

Good 25 gp Keep private quarters with fine food and clothing.

Extravagant 50 gp Enjoy a luxury lifestyle with personal assistants.

Living 
Standard

Weekly 
Cost

Example
Lifestyle

Poor 3 gp Use basic travelers accommodations.

Common 12 gp Share quarters in inns with tavern meals.

Marketplace
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Cost of living .................153
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Crime   .....................257,258
Critical hits ...................226
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Goblin ...........................23
Golemwright .................264
Goliath ...........................24
Good ...........................126
Governments  ......248-250,256
GP limits ......................153

Grapple .............44,57,72,92
Gravemaster ...................265
Greenwyrm ...................135
Grippli ...........................25
Guide ...........................265
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Scientist ........................123
Scribe ..........................270
Scrolls  ..........................198
Scryer ...........................270
Sea witch ......................270
Seer .............................270
Sentiments ....................278
Settings  ............................7

Settlements ...................256
Shadowcaster ....................88
Shaken ..........................228
Shaman ..........................90
Sharing vitality ...............229
Shifter ...........................92
Ship’s passage  .................168
Shock ..........................229
Sickened .......................228
Sigil magic ....................251
Six attributes ....................10
Skill challenges ...............103
Skill descriptions .............104
Skills ......................102,251
Sky captain .....................270
Sky pirate ......................271
Sky rider ........................271
Sky runner .....................271
Sky Riders .....................254
Slayer ...........................271
Sleep ............................228
Slith ...............................34
Slots ............................153
Slowed ..........................228
Sneak ...........................271
Sniper ...........................271
Social standing ...............258
Solari ...........................145
Sorcerer .........................94
Special maneuvers  ..........227
Special materials ..............159
Specialist .......................124
Spell thief ......................272
Spellbook ......................100
Spellcasting  ....................168
Spellships  ..................... .199
Squeezed .......................225
Standard action ..............225
Starting distance  ............224
Stealth ..........................107
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Character Name

Class/es and Level/s

Race Sex

Player Name

Deity

Size

Score
Attribute
Modifier

STR

CON

DEX

INT

WIS

CHA

Attributes

Movement

Other

Best

Hit Points
CurrentMax

Vitality

Wounds

Bleeding Disabled

Diseased Poisoned

Max Vitality = level * 5 + Con Mod

Armor Shield Other

++=DR

Damage Reduction

Languages:

Vision /Senses:

OtherDex Mod

=

Fort

=10+

=10+

=10+

Will

Reflex

+ +

+

+

1/2 level  Attr Mod Other

Saves

Resistances:

Str
Con

Dex
Int

Wis
Cha

+

+

Conditions:   dazed | stunned | confused
shaken | frightened | panicked | fatigued
exhausted | unconscious | distracted | dead

Armor:

Napped Today?

Night's rest = lvl *Con Mod

Speed

Current

Initiative Bonus

Encounters

+

Prime Mod

+
1/2 level

=Attack Bonus

Class Prime Attribute

Attack

Religion

Alignment

Appearance

Age SkinWeightHeight Hair Eyes

Age Bracket Comeliness

Faith Pts
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DEX

Skills
Attr Mod Other

Acrobatics +=
+=Appraise

+=Arcana

+=Athletics

+=Bluff

+= Int

Cha

Int

Wis

Cha

Int

Dex

+=

Craft

+=

Diplomacy

+=
Endurance +=

Heal

+=

History

+=

Insight

+=

Intimidate

+=

Literacy

+=

Mechanics

+=

Nature

+=

Nobility

+=

Perception

+=
+=

Pilot

+=

Religion

+=
+=
+=Stealth

+=Streetwise

+=
Trick +=

Warcraft

Dex

Int

Int

Str

Cha

Cha

Con

Wis

Int

Wis

Str

Int

Dex

Int

Cha

Wis

Dex

Wis

Cha

Wis

Dex

Disguise

Dungeoneering

Handle Animal

Music

= +

Survival

Weapons
Weapon                                Rating        Attack        Damage          Range       Special



Sigil

Affiliations

Faction

Encumbrance

Total
Slots

Max
Slots

Known Abilities

Theme

Theme, Background, Awards

Background

Culture
Template

Item Description                        Slots
Gear
Item Description                       Slots

Wealth

cp: sp: gp: pp:

Gems / Jewels:

Property:

Monthly Upkeep:Monthly Income: Over-loaded?
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Current Situation

Experience Points

World Date Location
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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 (“Wiz-
ards”). All Rights Reserved.
 1. Definitions: (a)”Contributors” means the copy-
right and/or trademark owners who have contributed 
Open Game Content; (b)”Derivative Material” means copy-
righted material including derivative works and translations 
(including into other computer languages), potation, modi-
fication, correction, addition, extension, upgrade, improve-
ment, 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 ele-
ments, 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, like-
nesses 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 Mate-
rial 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 consid-
eration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclu-
sive license with the exact terms of this License to Use, the 
Open Game Content.
 5. Representation of Authority to Con-
tribute: 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 dis-
tributing, 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, inde-
pendant 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 Trade-
mark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, indepen-
dant Agreement with the owner of such Trademark or Reg-
istered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the own-
ership 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 desig-
nated 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 permis-
sion 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 the Open Game Content due to stat-
ute, 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.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, 
Andy Collins, David Noonan, Rich Redman, Bruce R. 
Cordell, based on original material by E. Gary Gygax and 
Dave Arneson. 
 This book contains material from the d20 System Refer-
ence Document found at www.d20srd.org/
 All written content herein is considered open game con-
tent.
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