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Introduction

Warning: Get ready to drink from the fire hose.

Unearthed Arcana exposes you to more variant rules and alterna-
tive methods of gaming than anyone can hope to use in a single
campaign. On top of those, a bunch of House Rule sidebars written
by various members of the Wizards of the Coast R&D department
describe personal variants they've used in their home campaigns.
In fact, there’s probably more in here than you could reasonably use
in a dozen campaigns, and some of it you probably won't ever get
around to actually introducing to your game.

Take a deep breath—it’s okay.

Just as no player actually casts all the new spells in the latest
rulebook, and no DM actually uses all the new creatures in the
latest manual of monstrosities, you shouldn't feel any compul-
sion to use all these variants, even in a lifetime of gaming.
Instead, pick and choose the ones that feel right for your style of
gaming, your players, and your campaign. Some groups may latch
on to a specific variant—whether the taint rules, Sanity checks,
spell points, or legendary weapons—in a heartbeat, making it a cen-
tral feature of their game world. Others find a few smaller changes
to incorporate, such as a variant class or class feature, reputation
checks, oralternative massive damage thresholds. Use the checklist
at the back of the book to track what you're using, and what changes
you make to the variants you use.

The “trick” behind getting your money’s worth from this book
is an attitude of curiosity and experimentation. Some groups may
have a conservative outlook: “We like the way our game works and
don't want to wreck it.” It's okay to think that way—but nothing
in this book can wreck your game unless you let it. If you try out a
variant and it doesn’t work for you after a session or three, go back
to the way you were playing, or just start over from where you were
before you tried out the new rules. No harm, no foul.

The adventurous groups, though—the ones willing to learn
new ways to play their familiar game—stand to reap the biggest
rewards from Unearthed Arcana. In a way, this book perfectly rep-
resents the game itself: Adventurous characters get rewarded,
though it takes work to reap those rewards.

When you turn to the next page, the inundation begins. Just
remember to take small sips at first—try out a small number of
variants for starters, gradually increasing the level of change until
you reach your comfort level. Don't worry that you're not using all
the new stuff at once. After all, there’s always another campaign
waiting to be born, and maybe in that one you finally try out the
new metamagic components, ot the spelltouched feats, or . ...
—Andy Collins

WHAT’S INSIDE?

It’s usually true that you don’t need to read a D&D rulebook
from front to back to get the most out of it—and that’s never
been more true than in the case of Unearthed Arcana. Using the
table of contents as a guide, you can simply flip to a part of the
book that looks interesting and start reading. That said, here’s a
summary of what each chapter contains.

Chapter 1: Races introduces the concept of racial variants,
keyed either to a particular environment or a certain elemental
type. It offers a way to reduce a character’s level adjustment, which
can pay off in more rapid advancement at higher levels. Much of
the chapter is devoted to bloodlines—a way to make characters
distinctive by giving them a hint of monstrous ancestry. Finally,

it presents paragon classes that enable characters to develop into
quintessential examples of their race.

Chapter 2: Classes is full of ways to tailor the standard D&D
character classes. It provides a system allowing divine spellcast-
ers to cast their spells spontaneously, as well as some variant
class features. You can replace the standard bard, paladin, and
ranger classes with prestige versions of those classes, or you can
create gestalt characters who gain levels in two classes at the
same time. For a simpler approach to class selection, try out the
generic classes at the end of this chapter.

Chapter 3: Building Characters offers options for detailing
a character—a new way of determining which skills a character
knows, a system for complex skill checks, and selections of traits
and flaws that make characters more distinctive. Spelltouched feats
and weapon group feats add even more variety to what characters
can do. Instead of using the standard rules for the Craft skill, you
can give characters craft points that they spend to create alchemical
substances and magic items. The largest section of this chapter deals
with character background, a way to create a character of higher
than 1st level who has a unique personal history.

Chapter 4: Adventuring s a treasure trove of ideas for chang-
ing basic aspects of the way the game works. If you want to try
out a new system for how Armor Class is determined, or the
benefit that armor provides, or how characters are affected by
damage, you'll find options here. You can give characters action
points, which they use to improve their chances of succeeding
ata task. You can change the way combat works by keeping track
of a creature’s facing, or by using a hexagonal grid rather than a
square grid. You can even modify the most fundamental concept
in the d20 System rules by getting rid of the d20 altogether!

Chapter 5: Magic is in many ways a counterpart to Chapter
4, except that the variants here are all related to the effects of
magic on the game. You can give each character and creature a
magic rating, which determines its caster level. You can gener-
ate individualized lists of summon spells related to each caster’s
wotld view or goals. Metamagic components allow spellcasters
to use spells with the effect of a metamagic feat already built in.
The spontaneous metamagic variant gives casters the opportu-
nity to assignh metamagic effects to a spell just as it is cast. The
spell point system gives casters more flexibility in their daily
spell choices. Rather than limiting casters to a certain number
of spells per day, you can use the recharge magic system to de-
termine how often a character can cast a particular spell or a
spell of a certain level. You can change the role of magic in the
game without altering any other rules by using the material on
legendary weapons, item familiars, and incantations.

Chapter 6: Campaigns takes a look at concepts that can flesh
out characters and affect (for good or ill) the way they interact
with their world. Contacts are NPCs who can provide various
forms of aid to player characters. Reputation and honor help
to determine how the other residents of the campaign world
perceive the PCs. For a darker and grittier campaign world, one
in which characters are up against perils they can’t control, you
can incorporate the rules for taint or insanity (or both). Finally,
for a different way of determining how characters fullfill the
requirements for feats and prestige classes, check out the variant
on test-based prerequisites.

Afterword: When Worlds Collide offers some brief advice
for DMs on how to use a wide variety of variant rules during
play without necessarily creating different campaign worlds for
different combinations of variants.

-
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n many ways, a character’s race provides a foundation
for defining his place in the game world. Whether elf
or dwarf, half-orc or half-dragon, a character’s race is the
cornerstone upon which the character crafts an identity.

The races in the Player’s Handbook provide a variety of
interesting roles. Add in the options presented in the Monster

Manual or various campaign settings, and the variety becomes

impressive indeed. But what if that variety isn’t enough?

That’s where this chapter comes in. The four variant sys-
tems presented here throw open the doors of racial options.

You can play a troll-blooded human or a jungle-born halfling,

afire-touched elf or a paragon of dwarvenkind. These variants

can be used individually or alongside one another, depending

on the whims of the DM.

So dig in! You may never look at gnomes the same way
again....

ENVIRONMENTAL
RACIAL VARIANTS

Racial variants are a great way add diversity to your game
without drastically changing the ecology of your world. One
method of altering the existing races is to introduce environ-
mental variants, a number of which are presented here.

You may decide that one or more of these variants represent
the “standard” version of a given race in your world. For in-
stance, in a desert-based campaign the desert races presented
below could replace the normal versions of the races described
in the Player’s Handbook and Monster Manual.

SN
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Alternatively, these variants could coexist with the stan-g
dard races (or even with other variants) in your world. For
example, you can use them as world-building tools—the
existence of racial offshoots may constitute living proof of
an ancient racial migration in response to some disaster.

Bach racial variant modifies the race to which it is
applied (hereafter called the standard race) in minor
ways. All racial traits of the standard race—racial skill
bonuses, bonus feats, special sensory capabilities (such
as darkvision and low-light vision), ability modifiers,
combat bonuses against specific foes, and racial weapon
proficiencies—are retained unless the variant specifies
otherwise. For instance, a human retains his extra skill
points and extra feat at st level, a dwarf retains his
stonecunning ability, and an elf retains her ability
to spot secret doors, unless the variant description
specifically indicates otherwise.

Many of the variant races described in this sec-
tion provide alternate ability score adjustments. In
these cases, the adjustments given here supersede
the standard race’s adjustments. For example, the
aquatic goblin’s ability score adjustments are —2
Strength, +2 Constitution, and —2 Charisma. These
adjustments take the place of the goblin’s normal —2
Strength, +2 Dexterity, and —2 Charisma.

Because humans are, by nature, the most adaptable
of races, environmental variants are generally not
included for humans. The exception is aquatic J§
humans, which, due to their ability to live and

‘h‘.
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sufficiently different
from other humans
to warrant an envi-
ronmental variant.
AQUATIC
RACES

Beneath the sur-

face of the ocean

lies an exotic and
alien world, com-
plete with canyons,
mountains, volca-
noes, and forests.
Inky depths con-
ceal sunken cities,
sleeping deities, and
titanic monsters. For
residents of the aquatic
realm, the sunny world
of the air is as mysteri-
ous and unknown as
the black depths of
the sea.

Players wanting their
characters to be ocean
dwellers can use these
variants. Or, their char-
acters might encounter
these races while jour-
neying beneath the sea.
The following cultural
attributes are common
to most aquatic races.
Personality: An
aquatic race usually
shares the tempera-
ment and interests of
the standard race, but
its members tend to be
more serene than their
landborn cousins.

Illus. by M. Nelson

breathe underwater, are

Physical Description:
A water creature is taller
and thinner than a standard
member of her race. Her
feet and hands are webbed to
facilitate swimming. (Aquatic
elves even have fins along their :
limbs that serve the same pur- - \ ‘ "
pose.) A water creature’s skin ranges
from pale green to dark blue. Her hair | =%
usually matches her skin colorbut may  “* oy
be one or two shades darker. £
Water dwellers wear very little cloth- ™
ing, and what they do wear tends to cling ~ #
tightly to their bodies. Some favor jewelry k-
made of coral and other undersea treasures.
Relations: The attitudes of water creatures tend to
be very similar to those of their landborn cousins. Members of

aquatic races generally treat landborn creatures with guarded
pleasantness on the rare occasions when they meet.
Alignment: Having avoided most of the political,
economic, and military turmoil of the surface world,
water creatures tend to take a much more
placid view of life than their landborn
“ ] cousins do. Members of an aquatic race
favor neutrality in at least one aspect of
alignment, if not both.
Lands: The civilizations of
water dwellers often mirror
those of their standard races,
though water folk favor more
loosely organized governments
and more open societies. Wa-
ter creatures generally have
plenty of space available
- for building, so they rarely
structure their habitats as
densely populated cities.
Instead, undersea races
prefer to maintain loosely
 defined territories in
which families and
individuals can carve
out their own niches.
Religion: Water crea-
tures usually pay hom-
age to at least one deity
related to oceans, storms,
or nature, such as Obad-
. Hai. Otherwise, their
worshiping habits are
similar to those of their
standard races.
Language: Water crea-
tures speak any languages
spoken by members of
¢+ their standard race.
Many also learn Aquan
to facilitate communica-
tion with other under-
water creatures.
| Adventurers: While
| there are plenty of ad-
~\_ ventures to be found
gl
. beneath the waves, wa-
_ ter creatures occasion-
ally venture onto land to
fulfill some important
goal. Some are lured by
" the alien ways of the sur-
* | face people; others feel a
L wanderlust that can be
| ' tamed only by walking
the earth.

Aquatic gnome

i 13

General Aquatic
Racial Traits

All aquatic races have the fol-
lowing racial traits.

Fungle gnome



* Aquatic: An aquatic race gains the aquatic subtype. An aquatic
creature can breathe underwater. It cannot also breathe air
unless it also has the amphibious special quality. An aquatic
creature can hold its breath outside the water for 2 rounds per
point of Constitution. After that, it begins to suffocate (see
page 304 of the Dungeon Master’s Guide).

* Swim speed: An aquatic creature always has a swim speed. It
can move through water at its swim speed without making
Swim checks. It has a +8 racial bonus on any Swim check to
perform some action or avoid a hazard. It can always choose
to take 10 on a Swim check, even if distracted or endangered.
It can use the run action while swimming, provided it swims
in a straight line.

* Bonus Language: Aquan. Aquatic races are familiar with the
language of water-based creatures.

Aquatic Dwarves
Beneath the waves, dwarves remain the masters of stone. They
build massive, elaborate fortresses near the mineral-rich waters
that surround undersea thermal vents.

Racial Traits: Aquatic dwarves have the general aquatic ra-
cial traits described above and all the dwarf racial traits given in
Chapter 2 of the Player's Handbook, as well as those noted below.
¢ +2 Strength, +2 Constitution, —4 Dexterity, —2 Charisma.

Aquatic dwarves are tough enough to survive the brutal en-

vironment of the sea floor, but rely on strength and heavy

armor rather than agility.
* Anaquatic dwarf has a swim speed of 20 feet.

Aquatic Elves
The aquatic landscape is dotted with forests of kelp and roofed
with sporadic blankets of sargasso weed. Hidden among these
watery groves are the ancient settlements of the elves.

Racial Traits: Aquatic elves have the general aquatic racial
traits described above, the elf racial traits given in Chapter 2 of
the Player’s Handbook, and the aquatic elf traits given on page 103
of the Monster Manual, with the following exception.

* No gills.

Aquatic Gnomes
Aquatic gnomes travel the world beneath the waves in elaborate
wood and shell chariots pulled by domesticated sea creatures.
Their vehicles range in size from single-person launches to
those large enough to house several families.

Racial Traits: Aquatic gnomes have the general aquatic racial
traits described above and all the gnome racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

AQUATIC RACE LEVEL ADJUSTMENTS

None of the aquatic races have level adjustments (see Monsters
as Races, page 172 of the Dungeon Master’s Guide) when your
entire campaign is set underwater and all the PCs have the aquatic
subtype, or when playing a nonaquatic campaign. The advantages
gained by an aquatic character when in an aquatic environment
even out with those of other aquatic characters, and their disad-
vantages in nonaquatic environments make up for any advantages
they might enjoy.

Aquatic Goblins

Aquatic Half-Elves

* Anaquatic gnome has a swim speed of 20 feet.
* Well-Traveled: Aquatic gnomes receive a +2 racial bonus on
Sense Motive and Gather Information checks. They always
know when their welcome is wearing out.
* No +1 racial bonus on attack rolls against kobolds: Aquatic
gnomes do not come into combat with kobolds as frequently
as their land-bound cousins. They retain their bonus against
goblinoids, however.
* No racial bonus on Craft (alchemy) checks or Listen checks:
Aquatic gnomes’ visual acuity has improved at the expense of
their other senses.

Aquatic goblins are feared and reviled as ocean-dwelling piranhas.
Aband of aquatic goblins and their shark mounts is likely to swoop
down on any individual or group perceived as weak, to strip it of
everything from gold and jewelry to clothing and hides. Leaving
a trail of junk behind them as they evaluate their loot, the ban-
dits swim off in search of other unlucky victims.
Aquatic goblins to take up adventuring for many reasons.
While most goblins are neutral evil, many have different beliefs
and seek like-minded individuals outside the tribe. Some lack
opportunities to advance, and tire of living on the scraps of those
with more authority or higher social position.
Racial Traits: Aquatic goblins have the general aquatic racial
traits described above and all the goblin racial traits given on
page 134 of the Monster Manual, with additions and exceptions
as noted below.
+ -2 Strength, +2 Constitution, —2 Charisma. Aquatic goblins
are hardy creatures, but weaker than many races.
* An aquatic goblin has a swim speed of 30 feet.
* Thievery: Aquatic goblins get a +2 racial bonus on Disable
Device and Sleight of Hand checks.
* An aquatic goblin’s racial bonus on Move Silently and Ride
checks is only +2. Aquatic goblins are known for riding Me-
dium sharks.

Aquatic elves sometimes wed aquatic humans, just as land-based
elves sometimes marry surface-dwelling humans. The aquatic
results are aquatic half-elf children. They often serve as the dip-
lomats and negotiators for either their human or elf communi-
ties, depending on where they live.
Elf Racial Traits: Aquatic half-elves have the general aquatic
racial traits described above and all the half-elf racial traits given
in Chapter 2 of the Player's Handbook, with additions and excep-
tions as noted below.
* An aquatic half-elf has a swim speed of 40 feet.

However, when a mix of aquatic and nonaquatic characters
occurs in an aquatic or ship-based campaign, aquatic characters
enjoy a distinct advantage over their land-based cousins. In this
case, consider applying a +1 level adjustment for all aquatic
races, due to their swim speed, improved low-light vision or
darkvision, and other special abilities.



* No racial bonus on Gather Information checks.

* +2 racial bonus on Survival checks: Aquatic half-elves spend
a great deal of time traveling between elf and human settle-
ments on their diplomacy work, and so are accustomed to
surviving in the undersea wilderness.

Aquatic Half-Orcs
In their remote and wild tribal homes, aquatic orcs occasionally
coexist with barbarian tribes of aquatic humans. Sometimes the
two groups intermarry, producing aquatic half-orcs.

Racial Traits: Aquatic half-orcs have the general aquatic
racial traits described above and all the half-orc racial traits
given in Chapter 2 of the Player’s Handbook, in addition to those
noted below.

* An aquatic half-orc has a swim speed of 30 feet.

» Emissaries: As emissaries for their tribes,
aquatic half-orcs receive a +2 racial

bonus on Diplomacy and Gather
Information checks. They aren’t
the best diplomats under the
waves, but they’re a far

sight better than their
orc cousins.

Aquatic Halflings
Aquatic halflings
are much more settled
than their surface-
dwelling cousins. Their
slight size means they
are easily buffeted by
currents that flow beneath
the waves like the rivers of the Bl
surface world. Many predatory creatures

think nothing of swooping down on such small prey. As a result,
aquatic halflings often live among dwarves and humans, within
the defenses those races provide.

Racial Traits: Aquatic halflings have the general aquatic
racial traits described above and all the halfling racial traits
given in Chapter 2 of the Player’s Handbook, in addition to those
noted below.

* An aquatic halfling has a swim speed of 20 feet.

* Low-Light Vision: An aquatic halfling can see four times as far
as a nonaquatic human in starlight, moonlight, torchlight, and
similar conditions of poor illumination. He retains the ability
to distinguish color and detail under these conditions.

Lilus. by D. Crabapple

Agquatic Humans

Aquatic humans have a place beneath the surface of the sea,
perhaps as descendants of forgotten civilizations whose island
cities sank beneath the surface. They may replace merfolk in
such campaigns, or exist along with them.

Racial Traits: Aquatic humans have the general aquatic
racial traits described above and all the human racial traits
given in Chapter 2 of the Player's Handbook, in addition to
those noted below.

* An aquatic human has a swim speed of 30 feet.

* Low-Light Vision: An aquatic human can see four times as far
as a nonaquatic human in starlight, moonlight, torchlight, and
similar conditions of poor illumination. He retains the ability
to distinguish color and detail under these conditions.

Aquatic Kobolds
Aquatic kobolds are seldom seen outside their mines, much like
their surface-dwelling cousins—despite the fact that their broad
tails make them exceptional swimmers. They dig constantly,
always expanding their subterranean territory, and as a result
frequently come into conflict with aquatic dwarves. Aquatic
kobolds often hire mercenaries to fight for them, hiding behind
their carefully constructed traps and other defenses and paying
their defenders with the mineral wealth they uncover while
expanding their warrens.

The life of an aquatic kobold is one of constant toil and
fear. Some few kobolds seek peace of mind through personal
power and boon companions. These rare individuals

become adventurers.
Racial Traits: Aquatic kobolds have the
general aquatic racial traits described
above and all the kobold racial
traits given on page 162 of
the Monster Manual, as well

as the following trait.
* An aquatic kobold
has a swim speed of
40 feet.

i Aquatic Orcs
Aquatic orcs survive
on the slopes of cliff
sides or undersea drops,
far from the warmth of volca-
nic vents and the nurturing light of
the sun. As such, they control access to
the secrets of the deep ocean trenches—but are
menaced by fell creatures that rise up out of
the trenches in search of fresh prey.
Aquatic orcs stand ever vigilant against attackers and
thieves when they’re not making preemptive strikes against
those foolish enough to settle near their territory.

Occasionally an individual orc questions the need for con-
stant battle, or seeks strategies other than brute force. Such
iconoclasts often leave their tribes—at least temporarily—to
become adventurers.

Racial Traits: Aquatic orcs have the general aquatic racial
traits described above and all the orc racial traits given on page
204 of the Monster Manual, as well as the following trait.

* An aquatic orc has a swim speed of 30 feet.

ARCTIC RACES

Your campaign might be set in a snow-swept expanse of glaciers,
mountains, and icy seas. Settlements cluster around sources of
heat, including hot springs and volcanic vents. Frozen in the
ice are relics of a forgotten, warmer time. Strange creatures
descend from the glaciers, wreaking havoc and drawing adven-
turers like beacons.

Players wanting their characters to be nonhuman arctic
dwellers can build characters using these variants, or their
characters could encounter these races while journeying across
the ice and snow.

The following cultural attributes are common to most arctic
races.

Personality: Neatly all ice dwellers are more grim and
humorless than members of their standard races. Efficiency



in word and deed is crucial to survival in the harsh arctic Arctic Dwarves

realms, so arctic creatures tend to get straight to the point in
conversation, and they have little patience for those who speak
in riddles or half truths. Because they must struggle for even
the most basic existence in the severe climate of the arctic re-
gions, excess of any kind is offensive to them. Thus, they tend
to be frugal and to value hard work for the benefit of all over
individual accomplishment.

Physical Description: An ice dweller is hardier than a mem-
ber of his standard race, and he tends to carry extra weight on
his frame even when in exceptional physical condition. His
skin can be any shade from pale white to light blue, and his
hair and eyes can be of any color found among members of
his standard race.

Arctic creatures wear many layers of clothing as protection
against the intense cold of their homeland. They do not particu-
latly value jewelry or other ornamentation, and they carry only
what they need to survive.

Relations: Those who spend their lives in the bleak and
comfortless arctic regions treat outsiders with guarded wari-
ness, if not outright distrust. Though members of most arc-
tic tribes are willing to welcome strangers in from the cold,
they tend to watch such newcomers very closely and hurry
them on their way as soon as possible. Of course, a stranger
with a particularly useful skill may be invited to stay—it is
difficult to turn away a strong back or a skilled toolmaker
in the desolate and frigid lands where the arctic races make
their homes.

In addition to their particular distrust of outsiders, members
of arctic races tend to harbor many of the same prejudices held
by their standard races.

Alignment: Arctic races are generally inclined toward the
alignment preferences of their standard races.

Lands: It is difficult for any living thing to survive in the
frozen wastelands where arctic races live. Thus, most other
races know little or nothing of their arctic cousins, and what
they do know is often tainted by legend and hearsay. Most arctic
creatures make their homes in ice caves or beneath the ground,
although some tribes have adapted to life on the surface by
building ice houses and other structures that can survive fierce
winter storms.

Religion: Arctic races worship deities typical of their stan-
dard races. Obad-Hai is a popular choice of worship, and some
give sacrifice to Nerull to ward away the attention of the
Reaper. Boccob is often associated with the uncaring forces
of arctic weather.

Adventurers: Ice dwellers must exert themselves merely to
survive in the bitter climate of their homelands, so they tend
to make ideal adventurers. Those who dislike the constant
struggle of life in the arctic often travel far from their homes in
search of comfort, if not adventure. Occasionally, arctic tribes
send emissaries into temperate lands to gather aid against par-
ticularly strong enemies or to secure emergency stores during
hard times.

General Arctic Racial Trait
All arctic races have the following racial trait.
e Cold Endurance: Members of arctic races have a +4 racial

bonus on Fortitude saves made to resist the effects of cold Arctic Goblins

weather or exposure.

Arctic Elves

Arctic Gnomes

In the icy wastes, dwarves are the masters of both ice and stone.
They build massive, elaborate defenses of ice and rock around
the mines where they dig for copper, silver, gold, and iron.
Racial Traits: Arctic dwarves have the general arctic racial
trait described above and all the dwarf racial traits given in
Chapter 2 of the Player’'s Handbook, with additions and exceptions
as noted below.
* +2 Strength, +2 Constitution, —4 Dexterity, —2 Charisma.
Arctic dwarves are tough enough to survive the brutal
environment of the arctic, but rely on strength and heavy
armor rather than agility.
 Icecunning: Arctic dwarves can apply their stonecunning
benefits to structures and natural features made of ice, as well
as those made of stone.
* +1 racial bonus on attack rolls against kobolds: Arctic
dwarves must defend against constant assaults by kobolds.
This trait replaces the dwarf’s racial bonus on attack rolls
against orcs.
* +2racial bonus on Appraise and Craft checks related to items
made of ice.

The arctic landscape is dotted here and there with perma-
nent fog banks caused by subterranean heat interacting with
snow and ice or warm springs steaming in the freezing air.
Hidden in these oases of warmth are the ancient settlements
of the elves.
Racial Traits: Arctic elves have the general arctic racial trait
described above and all the elf racial traits given in Chapter
2 of the Player's Handbook, with additions and exceptions as
noted below.
+ -2 Strength, +2 Dexterity: Arctic elves look down on physical
exertion, preferring quick action when necessary.
* +2racial bonus on any one Craft skill (chosen by the character
at the time of creation).
* +2racial bonus on Survival checks made in arctic environments:
Arctic elves are naturally adept at staying alive in the harsh
conditions of their homeland.
* No racial bonus on Search checks.
* No special ability to notice a secret or concealed door within
5 feet without actively looking for it.

Arctic gnomes travel the ice and snow on cleverly constructed
sleds pulled by immense woolly mammoths. The animals serve
as transportation, a source of fibers for weaving, and walls
against the elements. The sleds are enclosed, often transporting
entire families.
Racial Traits: Arctic gnomes have the general arctic racial
trait described above and all the gnome racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.
* +2 racial bonus on Sense Motive checks: Arctic gnomes
always seem to know instinctively when their welcome is
wearing out.
* No racial bonus on Craft (alchemy) checks.

Arctic goblins are feared and reviled because their appearance
heralds theft, assaults, and property damage. They survive by



moving from place to place, constantly driven out of their previ-
ous homes by irate neighbors.

Arctic goblins to take up adventuring for many reasons.
While most goblins are neutral evil, many have different beliefs
and seek like-minded individuals outside the tribe. Some just
want an opportunity to settle down and work to earn a better
reputation than that of their fellows.

Racial Traits: Arctic goblins have the general arctic racial
trait described above and all the goblin racial traits given on
page 134 of the Monster Manual, with additions and exceptions
as noted below.

» -2 Strength, +2 Constitution, —2 Charisma. Arctic goblins are
hardy creatures, but weaker than many races.

Low-Light Vision: An arctic goblin can see twice as far as
a human in starlight, moonlight, torchlight, and similar
conditions of poor illumination. She retains the ability to
distinguish color and detail under these conditions.

No darkvision.

+2 racial bonus on Bluff and Sleight of Hand checks: Arctic
goblins are natural thieves, snatching up anything that isn’t
nailed down.

No racial bonus on Move Silently checks: Arctic goblins aren’t
as stealthy as their nonarctic cousins.

Arctic Half-Elves

Arctic elves wed humans as often as basic elves do, producing
arctic half-elf children. These half-breeds tend to have great
wanderlust, and are uncomfortable staying in one place for very
long. They often carry messages and rumors with them as they
travel between communities.

Racial Traits: Arctic half-elves have the general arctic racial
trait described above and all the half-elf racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

* No racial bonus on Diplomacy checks: Their transient nature
prevents arctic half-elves from being as well trusted as their
normal counterparts.

+2 racial bonus on Survival checks: Arctic half-elves
spend a great deal of time traveling between elf and hu-
man settlements, and are accustomed to surviving in the
wilderness.

Arctic Half-Orcs

The arcticis a harsh place, a frozen testing ground for the chosen
people of Gruumsh. Many tribes of arctic orcs eke out a living
on the warm slopes of volcanic mountains, herding elk and cari-
bou. Often their mutual dependence on sources of fresh water
and meat brings them into contact with arctic-dwelling human
barbarians. The resulting offspring are sometimes welcome in
places where full orcs are not, valued for their tenacity, courage,
and combat prowess.

Racial Traits: Arctic half-orcs have the general arctic racial
trait described above and all the half-orc racial traits given in
Chapter 2 of the Player’s Handbook, with additions and exceptions
as noted below.

* Low-Light Vision: An arctic half-orc can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. He retains the ability to distin-
guish color and detail under these conditions.

No darkvision.

* +2 racial bonus on Diplomacy checks: Arctic half-orcs
often serve as emissaries for the arctic orc tribes that
spawned them.

Arctic Halflings

Arctic halflings are hunters and fishermen, stalking walrus

and seal and putting to sea to fish, usually in the company of

larger races such as humans. They are a peaceful, spiritual people
whose rituals include preexpedition prayers for forgiveness
from the animals they hope to kill.

Racial Traits: Arctic halflings have the general arctic racial
trait described above and all the halfling racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

* +2 racial bonus on Swim checks: Arctic halflings rarely
swim by choice, but are reasonably good at saving them-
selves from drowning.

* No racial bonus on attack rolls with slings. Arctic halflings do
not particularly favor slings for hunting.

* Favored Class: Ranger. A multiclass arctic halfling’s ranger
class does not count when determining whether she takes an
experience point penalty for multiclassing (see XP for Multi-
class Characters, page 60 of the Player’s Handbook). This trait
replaces the base halfling’s favored class.

Arctic Kobolds

Arctic kobolds are seldom seen outside their mines. They dig
constantly, always expanding their subterranean territory
(which is often carefully constructed to tap into geothermal
vents for heat), and as a result are in constant conflict with arc-
tic dwarves. Arctic kobolds often hire mercenaries to fight for
them, hiding behind their carefully constructed traps and other
defenses and paying their defenders with the mineral wealth
they uncover while expanding their warrens.

Racial Traits: Aquatic kobolds have the general arctic
racial trait described above and all the kobold racial traits
given on page 162 of the Monster Manual, with one exception
as noted below.
¢ -2 Strength, +2 Dexterity, —2 Constitution, —2 Wisdom:

Arctic kobolds are stronger than other kobolds, but are

weaker of will.

Arctic Orcs

Arctic orcs are primitive herders, eking out a living on the
slopes of volcanic mountains and building their crude huts
near hot springs or steam vents. They herd woolly cattle,
caribou, and elk. As a result, they control large sources of
meat, water, and heat—all things coveted by others living in
or traveling through the arctic. What they don't have, they
take by force.

Arctic orcs stand ever vigilant against attackers and thieves—
when they’re not making preemptive strikes against those fool-
ish enough to settle near their territory.

Occasionally an individual orc questions the need for con-
stant battle, or seeks strategies other than brute force. Such
iconoclasts often leave their tribes—at least temporarily—to
become adventurers.

Racial Traits: Arctic orcs have the general arctic racial trait
described above and all the orc racial traits given on page
204 of the Monster Manual, with additions and exceptions as
noted below.



 Low-Light Vision: An arctic orc can see twice as far asa human
in starlight, moonlight, torchlight, and similar conditions of
poor illumination. He retains the ability to distinguish color
and detail under these conditions.

* No darkvision.

* No light sensitivity.

* +2 racial bonus on Handle Animal checks: Arctic orcs are
herders, and they rely on their skills with animals to keep
their tribes fed.

DESERT RACES

In a campaign set in a vast desert, water is worth its weight in
gold, and shifting sands occasionally reveal long-buried ruins of
forgotten civilizations.

Players wanting their characters to be nonhuman desert
dwellers can build characters using these variants, or their
characters could encounter these races while journeying across
the sands.

The following cultural attributes are common to most desert
races.

Personality: Members of the desert races are usually quite
friendly, although during the day they may seem brusque as
they hurry to get about their business and out of the oppressive
heat. At night, however, they offer warm greetings and good
drink to any travelers who happen upon their camps. To them,
a stranger is neither friend nor foe—just good company whose
presence brings a moment of joy.

Physical Description: A desert creature is usually hardier in
build than a member of his standard race. Bronze skin and dark
hair are typical, since such adaptations tend to make life in the
scorching desert more comfortable.

The clothing favored by desert creatures tends to be loose and
light, and they wear just enough to keep the heat off during the
day and the chill off at night. Most desert creatures wear head-
gear that not only protects them from the sun but also provides
some warmth during cold desert nights.

Relations: Most desert dwellers are not choosy about trading
partners, but many share the prejudices of their standard races.
Regardless of race, most share a dislike of the scavenging desert
kobolds and the omnipresent nuisance of desert goblins.

Alignment: The predominant alignment among desert
races is neutral. It takes equal parts of law and chaos to survive
under the harsh desert sun. Evil folk soon find themselves
without friends, and to be isolated in an environment that
cannot long support individuals means certain death. In
contrast, those who place the principles of goodness over the
needs of survival often find themselves in dire straits. Life in
the desert often requires one to meet one’s own needs before
tending to another’s.

Lands: Except for desert dwarves and desert gnomes, most
desert dwellers are nomads who wander from one settlement
to the next in search of vital supplies. Thus, they have no true
lands of their own. Desert dwarves, however, are very protective
of their settlements and private oases, and they are willing to
defend them to the death if need be.

Religion: Desert creatures tend to have the same religious
preferences as members of their standard races, with an empha-
sis on the worship of sun, light, or fire deities such as Obad-Hai
and Pelor.

Language: Members of desert races speak the same languages
as their standard races.

General Desert Racial Trait

Desert Dwarves

Desert Elves

Adventurers: Opportunity for adventure is common on
the burning sands. Denizens of the desert may turn to ad-
venturing because they find the scavenger’s life too difficult,
or simply because they crave the rewards of the adventuring
life. Although nomadic societies are often made up of net-
works of extended families, those who leave them to pursue
their own goals rarely return.

All desert races gain the following racial trait.
* Heat Endurance: Members of desert races gain a +4 racial
bonus on Fortitude saves made to resist the effects of hot
weather.

Because of their skill with stone and engineering, dwarves are
acknowledged masters of locating water and digging wells. The
importance of water to desert peoples gives the dwarves both
great wealth and great political power.

Racial Traits: Desert dwarves have the general desert racial
trait described above and all the dwarf racial traits given in

Chapter 2 of the Player's Handbook, with additions and exceptions

as noted below.

¢ —2 Dexterity, +2 Constitution: Desert dwarves are tough
enough to survive the brutal environment of the desert, but
they rely more on cunning and fast talk than agility.
¢ No stonecunning.

* +1 racial bonus on attack rolls against humanoids of the reptil-
ian subtype (including kobolds and lizardfolk) and dragons
(including half-dragons): Desert dwatves atre trained in
special combat techniques that allow them to fight common
enemies more effectively. This bonus replaces the normal
dwarf’s bonus against orcs and goblinoids.

* +4 dodge bonus to Armor Class against dragons: This replaces
the dwarf’s dodge bonus to AC against giants. Dragons are a
more common threat than giants in desert climes, and desert
dwarves have adapted to meet this challenge.

* +2 racial bonus on Knowledge (architecture and engineer-
ing), Knowledge (dungeoneering), and Profession (miner)
checks: Desert dwarves protect a great deal of information
about what lives beneath the desert and how to reach it.

* No racial bonus on Craft checks.

In the desert, elves follow nomadic lifestyles. They herd horses,
cattle, and goats across the sands, sleeping during the day and
working or traveling at night. Their wandering takes them many
places and puts them in contact with many cultures. As a result,
they are welcome everywhere for the news and exotic trade
goods they carry.
Racial Traits: Desert elves have the general desert racial
trait described above and all the elf racial traits given in Chap-
ter 2 of the Player's Handbook, with additions and exceptions as
noted below.
« -2 Strength, +2 Dexterity: Desert elves are physically weaker
than their normal cousins, but are also hardier, toughened by
the harsh reality of desert life.
* Weapon Proficiency: Desert elves receive the Martial
Weapon Proficiency feats for the scimitar, rapier, and
shortbow (including composite shortbow) as bonus feats.
Desert elves prefer the scimitar to the longsword and the



shortbow to the longbow, because they can use shortbows
while mounted.

* +2 racial bonus on Handle Ani-
mal and Ride checks: Desert
elves spend most of their lives
riding and working with animals.
No racial bonus on Listen checks.

Desert Gnomes

Desert dwarves may dig and main-
tain wells, but desert gnomes pay
for them. Desert gnomes establish
and operate fortified trading posts -
around wells and oases, cultivating
crops wherever possible and scour-
ing the surrounding desert for
the wealth of buried civiliza-
tions. Desert gnome outposts
are rarely quiet, doing business
both day and night.

Racial Traits: Desert gnomes
have the general desert racial
trait described above and all
the gnome racial traits given in
Chapter 2 of the Player's Hand-
book, with additions and excep-
tions as noted below.

* +2 racial bonus on Bluff, Di-
plomacy, and Sense Motive
checks: Desert gnomes are
skilled at haggling and negotiating.
No racial bonus on Listen checks
or Craft (alchemy) checks.

Lllus. by S. Prescott

Desert Goblins

Desert goblins are feared and reviled be-
cause their appearance often heralds the arrival of a horde of
nomadic hobgoblins and bugbears. As the desert dwarf proverb
puts it, “The only good thing about goblins is that once they ar-
rive, you know they’ll soon be gone.”

Desert goblins take up adventuring for many reasons. While
most goblins are neutral evil, many have different beliefs and
seek like-minded individuals outside the tribe. Some lack op-
portunities to advance, and they tire of living on the scraps of
those with more authority or higher social position.

Racial Traits: Desert goblins have the general desert racial
trait described above and all the goblin racial traits given on
page 134 of the Monster Manual, with additions and exceptions
as noted below.

* Low-Light Vision: A desert goblin can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. He retains the ability to distin-
guish color and detail under these conditions.

No darkvision.

+2 racial bonus on Gather Information checks: Desert
goblins soak up gossip like sponges when they visit towns
or settlements.

Desert Half-Elves
Desert elves often wed humans, just as their more common
cousins do, producing desert half-elf children. These offspring

often serve as diplomats and negotiators for
either their human or elf communities,
depending on where they live.

Racial Traits: Desert half-elves have
the general desert racial trait described
above and all the half-elf racial traits
given in Chapter 2 of the Player’s Hand-
book, with additions and exceptions as
noted below.

e +2 racial bonus on Sense Motive
checks: A desert half-elf’s survival often
relies on his ability to gauge the social
situation.

* No racial bonus on Listen checks.

Desert elf

Desert Half-Orcs

| The deserts of the world are harsh

places, and ideal testing grounds for

Gruumsh’s chosen people. Many tribes of

orcs live in isolated desert canyons or the ruins of

ancient cities, now abandoned to the sands. Of-
ten their mutual dependence on sources of fresh
water brings them into contact with desert-dwell-
ing human barbarians. The resulting offspring,
valued for their tenacity, courage, and combat
prowess, are often welcome in places where

full-blooded orcs are not.
Racial Traits: Desert half-orcs have the
general desert racial trait described
above and all the half-orc racial traits

-y i given in Chapter 2 of the Player’s

ﬁ <§ Handbook, with additions and ex-

. L M | ceptions as noted below.

* +2 Constitution, —2 Intelligence:
The desert half-orc is lean and hardy rather than mus-
cular, but has adapted to be more socially adept than

a typical half-orc.

* Low-Light Vision: A desert half-orc can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. He retains the ability to distin-
guish color and detail under these conditions.

* No darkvision.

* Run: Desert half-orcs receive Run as a racial bonus feat. Typi-
cally too poor to afford mounts, half-orcs learn from an early
age to get from place to place by running.

Desert Halflings

Like gnomes, halflings are most likely to be active during
the day. Most other races regard them somewhat like cats, in
that they appear whether invited or not, work at what they
want when they want, and disappear without prior notice.
A desert gnome proverb observes that “Halflings in your
town are a source of trouble, but at least they don’t tolerate
competition.”

Racial Traits: Desert halflings have the general desert racial
trait described above and all the halfling racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

* +2 racial bonus on Hide and Sleight of Hand checks: Desert
halflings are stealthy and nimble-fingered.
* No racial bonus on Climb and Jump checks.



Desert Kobolds

Desert kobolds live like scaly, intelligent rats, hiding in forgot-
ten corners of settlements, living just over the dunes from trad-
ing posts, and always reappearing right after the residents think
they've finally been killed off.

Desert kobolds claim they were among the first to settle the
deserts, and that gnomes threw them out into the wilderness.
Though their survival relies on goods available at oasis settle-
ments and trading posts, desert kobolds hate the gnomes who
often build and run such settlements.

The life of a desert kobold is one of constant fear, which
motivates them to build traps and fortifications and to ambush
intruders. Some few kobolds, however, seek peace of mind
through personal power and boon companions. These rare in-
dividuals become adventurers.

Racial Traits: Desert kobolds have the general desert racial
trait described above and all the kobold racial traits given on
page 162 of the Monster Manual, with additions and exceptions as
noted below.
¢ —4 Strength, +2 Dexterity, —2 Wisdom: Desert kobolds are
hardier than other kobolds, but are weak-willed.

* No light sensitivity.

* +2racial bonus on Survival checks.

* No racial bonus on Profession (mining) checks: Desert ko-
bolds don’t mine.

* Favored Class: Rogue. A multiclass desert kobold’s rogue class
does not count when determining whether he takes an expe-
rience point penalty for multiclassing (see XP for Multiclass
Characters, page 60 of the Player’s Handbook). This trait replaces
the normal kobold’s favored class.

Desert Orcs

Desert orcs are martial creatures who live for battle. Prowess in
battle is their only measure of social standing, and they don't
particularly care if weaker races get hurt when orcs test their
skills. In fact, the chief difference between desert orcs and
desert goblinoids is that the former never accept defeat—when
desert orcs attack, they conquer or die trying.

Desert orcs live in a perpetual state of war, participating in
eternal night sorties from their isolated desert canyons and
ancient ruined cities to attack settlements and expand their
territory. Only the burning sun, and their weakness when in it,
keeps them from ruling the desert with Gruumsh’s iron fist.

Occasionally an individual orc questions the need for con-
stant battle, or seeks strategies other than brute force. Such
iconoclasts often leave their tribes—at least temporarily—to
become adventurers.

Racial Traits: Desert orcs have the general desert racial
trait described above and all the orc racial traits given on page
204 of the Monster Manual, with additions and exceptions as
noted below.

* Low-Light Vision: A desert orc can see twice as far as a human
in starlight, moonlight, torchlight, and similar conditions of
poor illumination. She retains the ability to distinguish color
and detail under these conditions.

* No darkvision.

* Endurance: Desert orcs gain Endurance as a racial bonus feat.

JUNGLE RACES

A vast equatorial jungle, where tiny trading posts hacked from
the vegetation dot riversides, giant vines and tree roots conceal

Jungle Dwarves

cities of forgotten societies, and races that predate human civi-
lization struggle to maintain their ancient traditions, makes a
compelling setting for a campaign.

Players wanting their characters to be nonhuman jungle
dwellers can build characters using these variants, or their char-
acters could encounter these races while journeying through
the green labyrinth of the jungle.

The following cultural attributes are common to most jungle-
dwelling races.

Personality: Jungle races tend to be very territorial, and they
guard their families and clans closely. They are not quick to trust
strangers, but they form strong bonds with outsiders who do
manage to earn their trust.

Physical Description: A jungle dweller looks very much like
amember of her standard race. Typically, only a jungle creature’s
rough, hide-sewn clothing and unkempt appearance mark her
as unusual.

Relations: Members of the jungle races are very territorial,
so they interact with other creatures only when absolutely nec-
essary. They often maintain good trading relations with other
wild races, but they rarely trade with civilized cultures except
through intermediaries such as local druids or rangers.

Alignment: Jungle races are often more chaotic than mem-
bers of their standard races, rejecting the typical strictures of
civilized society. However, their loyalty to family is high.

Lands: Jungle races avoid heavily populated areas, settling in
remote areas of wilderness.

Religion: Members of the jungle races tend to be more super-
stitious than religious. Most rely on religious leaders (some of
whom are actually adepts of great power) to give them spiritual
guidance. Individuals may pray to aspects of animal and nature
deities, such as Ehlonna or Obad-Hai, but only rarely does one
of them achieve true communion with such a deity.

Adventurers: Jungle dwellers may set out into the world for
a variety of reasons. They may need the help of a group of civi-
lized folk to avert a prophesied disaster, or they might be asked
by tribal elders to retrieve an artifact from an ancient burial site
to protect them from a coming conflict. Often, such a quest is
only the beginning of a jungle creature’s adventuring career. She
may be lured away from her people by the wonders of civilized
society, or she may form a bond with outsiders who will never
be welcome in her tribal lands.

Because of their height, dwarves can duck under vegetation
that impedes humans—yet they are stockier than gnomes or
halflings, and able to bull through what they can’t avoid. Hardy
to a fault, jungle dwarves are explorers, pathfinders, and travel-
ing merchants.

Racial Traits: Jungle dwarves have all the dwarf racial traits
given in Chapter 2 of the Player's Handbook, with additions and
exceptions as noted below.

+ Low-Light Vision: A jungle dwarf can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. She retains the ability to distin-
guish color and detail under these conditions.

* No darkvision.

* +2 bonus on Heal, Knowledge (nature), and Survival checks:
Jungle dwarves know a great deal about what lives in the
jungle, and are adept at finding it (or avoiding it, as the case
may be).



+2 bonus on Spot checks: Jungle dwarves have keen eyesight.
No stonecunning: Jungle dwarves live aboveground.

No racial bonus on Craft checks related to stone or metal
items.

Favored Class: Ranger. A multiclass jungle dwarf’s ranger
class does not count when determining whether she takes
an XP penalty for multiclassing (see XP for Multiclass Char-
acters, page 60 of the Player’s Handbook). Jungle dwarves need
both outdoor skills and combat proficiency to survive. This
trait replaces the normal dwarf’s favored class.

Jungle Elves

Jungle elves are somewhat more primal than their baseline
counterparts. In many jungles, ancient elven cities have been
swallowed up by the voracious encroachment of trees, vines, and
animals, leaving just a shadowy remnant of the population to
remember the former glories of their lost civilization.

Racial Traits: Jungle elves have all the elf racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

* Weapon Proficiency: Jungle elves receive the Martial Weapon
Proficiency feats for the handaxe, rapier, shortsword, and
shortbow (including composite shortbow) as bonus feats.
Proficiency with a rapier is a vestige of past glories and an
honored tradition among jungle elves. The other weapons are
useful tools for survival in their environment.

+2 racial bonus on Knowledge (history) checks: Jungle elves
pride themselves on being the keepers of much lore that has
been forgotten to others.

No ability to notice secret or concealed doors by passing
within 5 feet.

Jungle Gnomes
Jungle gnomes live in and along the mighty rivers that wind
through the jungles. A gnome jungle town is often a collection

passing vessels through (after they pay a toll, of course). Jungle
gnomes are also seen traveling the rivers, trading what they can
find to those they meet along the way.

Racial Traits: Jungle gnomes have all the gnome racial traits
given in Chapter 2 of the Player's Handbook, with additions and
exceptions as noted below.

* No racial bonus on attack rolls against kobolds.

* No dodge bonus to Armor Class against giants.

* +2racial bonus on Climb and Swim checks: Jungle gnomes
live their lives clambering in and out of boats, and in and
out of the water.

+2 racial bonus on Craft (shipbuilding) checks: A little lum-
ber and a few simple tools make for a happy and industrious
jungle gnome.

rope the most useful tool on their boats.
No racial bonus on Listen or Craft (alchemy) checks.

Jungle Goblins

If monkeys were evil and could speak, they'd be a lot like jungle
goblins.

Jungle goblins are territorial, tree-dwelling savages with a
sadistic streak a mile wide. Their skills at climbing and mov-
ing from tree to tree, combined with their cunning and vicious
nature, cause even other goblinoids to respect them.

Jungle goblins generally take up adventuring to gain personal
power and serve their ambitions within their clans, or because
they somehow lack the evil nature of the rest of their kind.

Racial Traits: Jungle goblins have the goblin racial traits
given on page 134 of the Monster Manual, with additions and
exceptions as noted below.

* Ajungle gnome has a climb speed of 20 feet. Jungle goblins
are natural climbers, able to scramble up trees with ease. A
jungle goblin has a +8 racial bonus on all Climb checks. It
must make a Climb check to climb any wall or slope with a
DC of more than 0, but it always can choose to take 10 (see
Checks without Rolls, page 65 of the Player’s Handbook), even
if rushed or threatened while climbing. If it chooses an ac-
celerated climb (see the Climb skill, page 69 of the Player’s
Handbook), it moves at double its climb speed and makes
a single Climb check at a —5 penalty. It cannot run while
climbing. It retains its Dexterity bonus to Armor Class (if
any) while climbing, and opponents get no special bonus on
their attacks against a climbing jungle goblin. Also, jungle
goblins add their Dexterity modifier to Climb checks in-
stead of their Strength modifier.

* Low-Light Vision: A jungle goblin can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. He retains the ability to distin-
guish color and detail under these conditions.

* No darkvision.

* +4 racial bonus on Jump checks: Jungle goblins are accom-
plished leapers.

* No racial bonus on Hide and Move Silently checks.

¢ Favored Class: Barbarian. A multiclass jungle goblin’s barbar-
ian class does not count when determining whether he takes
an experience point penalty for multiclassing (see XP for
Multiclass Characters, page 60 of the Player's Handbook). This
trait replaces the normal goblin’s favored class.

of boats tied together across a river, with channels to allow Jungle Half-Elves

Some elf communities believe that introducing human blood
into their families is a way to invigorate their race once again.
Others prefer a mixed-race emissary to deal with outsiders,
rather than a pure-blood elf. Either way, jungle half-elves are
the result.

Racial Traits: Jungle half-elves have all the half-elf racial
traits given in Chapter 2 of the Player's Handbook, with additions
and exceptions as noted below.

* +2 racial bonus on Bluff and Sense Motive checks: Jungle
half-elves must maintain constant awareness of their place
within society.

* No racial bonus on Diplomacy and Gather Information

checks.

+2 racial bonus on Use Rope checks: Jungle gnomes consider Jungle Half-Orcs

The jungle is a wonderful home for orcs. It provides them with
places to hide, plenty of food, and as much or as little contact
with other races as they want—which is always more than the
other races want. On occasion, such contact with humans pro-
duces half-orcs.

Racial Traits: Jungle half-orcs have all the half-orc racial
traits given in Chapter 2 of the Player’s Handbook, withadditions
and exceptions as noted below.

* Low-Light Vision: A jungle half-orc can see twice as faras a hu-
man in starlight, moonlight, torchlight, and similar conditions



of poor illumination. He retains the ability to distinguish color
and detail under these conditions.

* No darkvision.

* +2 racial bonus on Climb and Jump checks: Jungle half-orcs
move almost as easily through the trees of their jungle home
as they do on the ground.

Jungle Halflings

Jungle halflings live a much more settled life than their normal

counterparts do. They build villages along rivers and burn clear-

ings in the jungle to plant their crops. In addition, they gather
the most abundant food source in their environment, fish, and
hunt with poison-tipped weapons.

Racial Traits: Jungle halflings have all the halfling racial
traits given in Chapter 2 of the Player's Handbook, with additions
and exceptions as noted below.

* Weapon Proficiency: Jungle halflings receive the Martial
Weapon Proficiency feats for the throwing axe, handaxe,
and shortbow (including composite shortbow) as bonus
feats. For jungle halflings, the axe is both a practical tool
and a ceremonial item. They grow up using the other weap-
ons for hunting and fishing.

* Poison Use: Jungle halflings use poison extensively when
hunting, and as a result never poison themselves when ap-
plying poison to a weapon or when using a poisoned weapon
in combat. Jungle halflings make extensive use of poisons
harvested from vermin, particularly those that damage Dex-
terity scores.

* No racial bonus on saving throws. Jungle halflings have no
unusual ability to avoid mishaps.

 +2 racial bonus on Fortitude saving throws against poison:
Jungle halflings have adapted a resistance to their own favor-
ite method of bringing down prey.

* No morale bonus on saving throws against fear: Jungle half-
lings may be cunning, but they are no braver than other races.

* No racial bonus on attack rolls with slings.

* Favored Class: Barbarian. A multiclass halfling’s barbarian
class does not count when determining whether she takes
an experience point penalty for multiclassing (see XP for
Multiclass Characters, page 60 of the Player's Handbook).
Jungle halflings live much closer to nature, and must rely on
cunning, resourcefulness, persistence, courage, and merci-
lessness to survive. This trait replaces the normal halfling’s
favored class.

Jungle Kobolds
Clouded mountain peaks, many of which have religious or cer-
emonial importance to those who live below, tower over jungle
canopies. Few know of the ancient ruined cities near the rocky
summits, concealed amid the clouds. Dwelling in such ancient
ruins are the jungle kobolds.

Those few explorers who have reached the cities report that
their jungle kobold residents claim to have built them, pointing
to reptilian and draconic images on the walls and in the archi-
tecture as evidence. The explorers report, however, that the cit-
ies were obviously built by and for people larger than the little
reptilian humanoids.

Jungle kobolds lack the cowardice common to other ko-
bolds, thanks to the isolation of their mountain peak homes.
By all reports they show a calmer, more generous side than

other kobolds do.

Jungle Orcs

Racial Traits: Jungle kobolds have the kobold racial traits
given on page 162 of the Monster Manual, with additions and
exceptions as noted below.
* —4 Strength, +2 Dexterity, —2 Intelligence: Life at high alti-

tude has toughened jungle kobolds, but their isolation has

hindered their intellectual growth.
« Altitude Adaptation: Jungle kobolds are adapted to life at high
altitudes, and thus don’t suffer altitude sickness. They are al-
ways considered acclimated to high altitudes.
¢ +2 racial bonus on Climb checks: Jungle kobolds add their

Dexterity modifier to Climb checks instead of their Strength

modifier.
* No racial bonus on Craft (trapmaking) or Profession (miner)

checks.

If gorillas were evil and could speak, they'd be a lot like jungle
orcs. Jungle orcs live a simple existence, moving through the
jungle hunting and gathering food in clan groups (equivalent
in size to the squads given in the orc Monster Manual entry, plus
150% noncombatants). Although combat is common within the
clans, it’s relatively bloodless and hardly ever lethal. Only when
jungle orcs encounter other clans or other races do they show
the true extent of their violent, evil nature.
Congquest is a baffling concept to jungle orcs. They attack,
take whatever strikes their fancy, and move on. They lack the
discipline required to maintain the things they steal, so they
always seek weakly defended settlements and caravans to re-
place those things that break or wear out in the humidity of
the jungle.
Occasionally an individual jungle orc questions the need for
constant battle, or seeks strategies other than brute force. These
are often the more intelligent members of their clans. Such
iconoclasts often leave the jungle—at least temporarily—to
become adventurers.
Racial Traits: Jungle orcs have all the orc racial traits given on
page 204 of the Monster Manual, with additions and exceptions as
noted below.
* Low-Light Vision: A jungle orc can see twice as far as a human
in starlight, moonlight, torchlight, and similar conditions of
poor illumination. He retains the ability to distinguish color
and detail under these conditions.
* No darkvision.
* +2racial bonus on Heal and Survival checks: Jungle orcs must
be self-sufficient in order to survive their environment.

VARIANTS

The core Dunceons & Dracons cosmology has six Inner Planes,
four of which correspond to the classic elements: air, earth, fire,
and water. You can link races to various elements without mak-
ing them extraplanar creatures. In fact, you can create an entire
philosophical system based on various combinations of element
types and their relative strengths.

The races described below are the elemental races tied to
each element. While members of these races are not actually
elementals, and are, like most creatures, composed of all four
elements, each has a special affinity for one of the four. This
element has the most powerful influence on members of that
race and strongly shapes not only the race’s physiology, but also
its members’ outlook and personality. Gnomes, for example, are



most strongly associated with air, and dwarves are most strongly
affiliated with earth.

Despite their affinity for a particular element, these creatures’
types and subtypes do not change.

Each racial variant modifies the race to which it is applied (the
standard race) in minor ways. All racial traits of the standard
race (including racial skill bonuses, bonus feats, special sen-
sory capabilities (such as darkvision and low-light vision), abil-
ity modifiers, combat bonuses against specific foes, and racial
weapon proficiencies) are retained unless the variant specifies
otherwise. For instance, a dwarf retains his weapon familiarity,
and an elf retains her ability to spot secret doors.

Most of these variant races provide alternate ability adjust-
ments. The ability score adjustments given here supersede the
standard race’s adjustments. For example, the water halfling’s
ability score adjustments are —2 Strength, +2 Dexterity, and +2
Constitution. This is instead of the normal -2 Strength and
+2 Dexterity, not in addition to it.

As with the environmental racial variants (see the previ-
ous section), the balanced and adaptable nature of humans
precludes them from having a strong elemental proclivity.
The personality of an individual human reflects, perhaps,
the strength of various elements within that individual, but
humans gain no particular virtues or vulnerabilities related to
their elemental components.

RACES OF AIR

Traits associated with air include an intuitive and emotional na-
ture. Creatures with strong ties to the air element tend to be cu-
rious and investigative, capable of influencing others with their
words. Politically they believe in sacrifice for a cause or belief.
Members of air races often differ in appearance from their
typical cousins. Common features include light blue or pale
white skin, light blue or white hair, and flesh that is cool to
the touch.

All members of air races have the following traits.

+1 racial bonus on attack rolls against creatures of the earth
subtype, including extraplanar creatures from the Elemental
Plane of Earth.

-2 penalty on all saving throws against spells, spell-like
abilities, and supernatural abilities with the earth subtype or
used by creatures of the earth subtype, including extraplanar
creatures from the Elemental Plane of Earth.

Breathless (BEx): Members of air races do not breathe, so they
have immunity to drowning, suffocation, and attacks that
require inhalation (such as some types of poison).

Air Gnomes

Air gnomes are identical with gnomes as described in Chap-
ter 2 of the Player’s Handbook, except for some differences in
racial traits.

Racial Traits: Air gnomes have the general traits of air
races described above and all the gnome racial traits given in
Chapter 2 of the Player's Handbook, with additions and excep-
tions as noted below.

* +2 Dexterity, —2 Strength: Air gnomes are agile, but lack
physical power.

* No racial bonus on attack rolls against kobolds and goblinoids.
* +4 dodge bonus to Armor Class against Large or larger crea-
tures of the earth subtype: This bonus replaces the gnome’s
racial bonus to AC against giants.
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Air Goblins

Air goblins are an example of the air traits turned to evil. Their

strongest emotions are fear and anger, and their creativity is usu-

ally malicious and hurtful.

Racial Traits: Air goblins have the general traits of air races
described above and all the goblin racial traits given on page
134 of the Monster Manual, with additions and exceptions as
noted below.

* +4 Dexterity, —2 Strength, —2 Constitution: Air goblins are
more agile and persuasive than normal goblins, but are physi-
cally weak and frail. Sorcerers are far more common among
air goblins than they are among normal goblins.

* No racial bonus on Ride checks: Air goblins don’t com-
monly ride mounts.

RACES OF EARTH

Traits associated with earth include insight and thoughtfulness.
Creatures with strong ties to the earth element tend to be seri-
ous folk. Many are careful researchers or masterful strategists.
Politically they believe in self-reliance and in benefiting from
their own efforts.

Members of earth races often vary in appearance from their
typical cousins. Common earth race features include earth-
like skin, eyes like gems or like black pits, gravelly voices,
large hands and feet, iron gray hair, and a metallic sheen to
the skin.

All members of earth races have the following traits.

* +1 racial bonus on attack rolls against creatures of the air
subtype, including extraplanar creatures from the Elemental
Plane of Air.

* -2 penalty on all saving throws against spells, spell-like
abilities, and supernatural abilities with the air subtype or
used by creatures of the air subtype, including extraplanar
creatures from the Elemental Plane of Air.

* Stability: An earth creature gains a +4 bonus on ability checks
made to resist being bull rushed or tripped when standing on
the ground (but not when climbing, flying, riding, or other-
wise not standing firmly on the ground). If the standard race
already has this ability, the bonuses stack.

Earth Dwarves

Barth dwarves are identical with dwarves as described in Chap-

ter 2 of the Player's Handbook, except for some differences in

racial traits.

Racial Traits: Earth dwarves have the general traits of earth
races described above and all the dwarf racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

* +2 Strength, +2 Constitution, —2 Dexterity, —2 Charisma:
Earth dwarves are physically powerful, but somewhat clumsy
in action and speech.

* Improved Stonecunning: An earth dwarf’s racial bonus
on Search checks to notice unusual stonework is +4 (instead
of +2).

* No +2 racial bonus on saving throws against spells and spell-
like effects.

* No +1 racial bonus on attacks against orcs and goblinoids.

* +4 racial bonus on Appraise checks and Craft checks that are
related to stone or metal items: An earth dwarf has a particu-
larly strong familiarity with objects made of the bones of the
earth, hence the higher racial bonus.



Earth Kobolds

Earth kobolds personify earth traits turned toward evil. They
are less emotional than their normal kobold cousins, and are
cunning with trickery and traps.

Racial Traits: Earth kobolds have the general traits of earth
races described above and all the kobols racial traits given on
page 162 of the Monster Manual, with additions and exceptions as
noted below. e .
¢ -2 Strength, -2 Constitution: BEarth -y

kobolds are stronger, though

less agile, than their typi-
cal kobold cousins.

* +4 racial bonus on Craft
(trapmaking) checks
related to stonework T
traps: Earth kobolds
are particularly skilled at
crafting traps made from
the earth.

RACES OF FIRE

Members of fire races are
sensualists, existing to experi-
ence sensation of all sorts. They
tend to be highly perceptive,
and are often artists and
artisans. Politically they
disdain constraints on
behavior, especially moral
or religious inhibitions, or
constraints imposed by con-
ventional authority. {
Members of fire races A
often vary in appear-
ance from their normal
cousins. Common fire

1
racial features include ’ \
charcoal gray or deep
red skin, red or orange
hair that waves like ' '-"""
flames, unusually warm
skin, and large red teeth.

All members of fire f
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races have the following
traits.
e +1 racial bonus on attack I i
rolls against creatures of f(
the water subtype, includ- A i\ —
ing extraplanar creatures il . :
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* —2 penalty on all saving
throws against spells, spell-like abilities, and supernatural
abilities with the water or cold subtype or used by creatures
of the water or cold subtype, including extraplanar creatures
from the Elemental Plane of Water.
* Resistance to fire 5.

Fire Elves
Fire elves are identical with elves as described in Chapter 2 of the
Player's Handbook, except for some differences in racial traits.

Fire Hobgoblins

Fire elf

Racial Traits: Fire elves have the general traits of fire races
described above and all the elf racial traits given in Chapter
2 of the Player's Handbook, with additions and exceptions as
noted below.
* +2 Dexterity, —2 Constitution, +2 Intelligence, —2 Charisma:

Fire elves are quick of action and thought, but share the stan-

dard race’s frailty.

Where fire elves prefer pleasurable sensations and pleasing aes-
thetics, fire hobgoblins revel in pain and the sensations of battle.
Their favorite arts are those of strategy
and tactics.
Racial Traits: Fire hobgoblins
have the general traits of fire races
Water described above and all the hob-
halfling goblin racial traits given on page
154 of the Monster Manual, with addi-
tions and exceptions as noted below.
* +2 Dexterity, +2 Constitution, +2 Intel-
ligence, —2 Charisma: Fire hobgoblins are
as quick and hardy as their normal cousins,
but possess a greater intellect.
« Low-Light Vision: A fire hobgoblin can
see twice as far as a human in starlight,
moonlight, torchlight (the preferred light-
ing condition among fire hobgoblins), and
similar conditions of poor illumination.
He retains the ability to distinguish color
and detail under these conditions.
* No darkvision.
% No racial bonus on Move Silently

checks.

B RACES OF
N WATER

W% Water races are creatures
of sensation, but their
response to it is more care-
ful and critical than that of the
fire races. They take action
only after prudent consid-
eration, but remain flexible
and adaptable. Politically they
are traditionalists, more comfort-
able with proven systems than
radical new ideas.
lw  Members of water races of-
ten vary in appearance from
their typical cousins. Common
water racial features include
lightly scaled skin, clammy flesh,
blue-green skin or hair, and large black eyes.
All members of water races share the following traits.
 +1 racial bonus on attack rolls against creatures of the fire
subtype, including extraplanar creatures from the Elemental
Plane of Fire.
* —2 penalty on all saving throws against spells, spell-like
abilities, and supernatural abilities with the fire subtype or
used by creatures of the fire subtype, including extraplanar
creatures from the Elemental Plane of Fire.
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* Natural Swimmers: Members of water races have a swim
speed equal to their base land speed. (If the creature already
has a swim speed, it improves by 10 feet.) A water creature can
move through water at its swim speed without making Swim
checks. It has a +8 racial bonus on any Swim check to perform
some special action or avoid a hazard. A water creature can
always choose to take 10 on a Swim check, even if distracted
or endangered. It can use the run action while swimming,
provided it swims in a straight line.

Water Halflings

Water halflings are identical with halflings as described in
Chapter 2 of the Player's Handbook, except for some differences
in racial traits.

Racial Traits: Water halflings have the general traits of water
races described above and all the halfling racial traits given in
Chapter 2 of the Player's Handbook, with additions and exceptions
as noted below.

e -2 Strength, +2 Dexterity, +2 Constitution: Water halflings
are quick and healthy, but physically weak.

Water Orcs

Water orcs exemplify the water traits turned to evil. Though
slow to reach decisions, once a water orc chooses a course of ac-
tion its resolve is harder to shift than a tidal wave.

Racial Traits: Water orcs have the general traits of water
races described above and all the orc racial traits given on page
204 of the Monster Manual, with additions and exceptions as
noted below.

* +4 Strength, +2 Constitution, —2 Intelligence, —2 Wisdom,
—2 Charisma: Water orcs are strong and tough, but share the
standard race’s limited mental capacities.

HALF RACES

Half-elves and half-orcs are part elemental race and part human.
As a result, they have some of the elemental traits of their non-
human parents—but not all of them. In appearance, they rarely
possess more than one variant feature: A fire half-elf might have
the charcoal gray skin, but not hair that waves like flames or
large red teeth.

Fire Half-Elves

Fire half-elves enjoy the finer things in life, but are not as hedo-
nistic as their fire elf parents. Their human side allows them to
temper their indulgences through self-control.

Racial Traits: Fire half-elves have all the half-elf racial traits
given in Chapter 2 of the Player’s Handbook, as well as the follow-
ing traits.

* +1racial bonus on attack rolls against water creatures, includ-
ing extraplanar creatures from the Elemental Plane of Water.
* —1 penalty on all saving throws against spells, spell-like abili-
ties, and supernatural abilities used by water creatures, includ-
ing extraplanar creatures from the Elemental Plane of Water.

Water Half-Orcs

Water half-orcs combine the flexibility and careful consider-
ation of their water orc parentage with human capacities for
resolve and quick action.

Racial Traits: Water half-orcs have all the half-orc racial traits
given in Chapter 2 of the Player's Handbook, as well as the follow-
ing traits.

* +1racial bonus on attack rolls against fire creatures, including
extraplanar creatures from the Elemental Plane of Fire.

* —1 penalty on all saving throws against spells, spell-like abili-
ties, and supernatural abilities used by fire creatures, includ-
ing extraplanar creatures from the Elemental Plane of Fire.

REDUCING LEVEL
ADJUSTMENTS

When a character with a level adjustment advances in experi-
ence, the level adjustment he started with becomes more and
more of a burden. Eventually, the benefits of the creature type
may come to be eclipsed by those of his class features, and the
player may regret his choice of race. Under this variant system,
the character can pay an XP cost at certain intervals to decrease
the burden of his level adjustment.

Once the total of a character’s class levels (not including any
Hit Dice from his creature type or his level adjustment) reaches
three times his level adjustment, his level adjustment is eligible
to be decreased by 1.

For instance, a gnoll’s level adjustment is +1. When a gnoll
character gains his third class level (remember, the gnoll’s 2
starting Hit Dice don’t count), he can pay an XP cost to reduce
his level adjustment to +0.

If the level adjustment is greater than +1, this process repeats
until the creature’s level adjustment reaches +0. Bach time, use
the creature’s current level adjustment to determine the point
at which the level adjustment can go down by 1. For example, a
drow (level adjustment +2) may drop to level adjustment +1 after
gaining her sixth class level, and then to +0 after gaining an ad-
ditional three class levels.

Table 1-1: Reducing Level Adjustments gives the levels at which
level adjustments are eligible to be reduced for starting level ad-
justments of +1 to +6. Creatures with a level adjustment of +7 or
more retain their full normal level adjustment until reaching epic
levels (21st level or higher), and thus aren’t included on the table.
However, you can follow the pattern described above to determine
when such creatures’ level adjustments can be decreased.

TABLE 1-1: REDUCING LEVEL ADJUSTMENTS

Starting Number of Class Levels Necessary for
Level Level Adjustment Reduction
Adjustment (Not Including Racial Hit Dice)

+1 3

+2 6,9

+3 9,15,18

+4 12

+5 15

+6 18

EXPERIENCE POINT COST

Each time a character’s level adjustment is eligible to be reduced,
the character may pay an XP cost to take advantage of the re-
duction. The character must pay an amount of XP equal to (his
current ECL — 1) X 1,000. This amount is immediately deducted
from the character’s XP total. The deduction should reduce the
character’s effective character level (ECL) by 1. (If this deduc-
tion would not reduce the character’s ECL by 1, the character’s
XP total is set at the maximum of the level below his current
ECL instead.) This XP cost can’t be reversed in any way, and the
payment must be voluntary on the part of the character. The



payment must be made immediately upon becoming eligible to
reduce the character’s level adjustment.

For instance, a 2nd-level gnoll fighter (ECL 5) who later gains
a third class level has a minimum of 15,000 XP (his ECL has just
gone from 5 to 6). He is eligible to reduce his level adjustment
from +1 to +0. He must pay 5,000 XP, since his ECL is now 6 (2
Hit Dice plus 3 class levels plus his +1 level adjustment). After he
pays the XP, his level adjustment decreases by 1 to +0. He now has
10,000 XP. His ECL falls to 5 (2 Hit Dice plus 3 class levels). Even if
the XP payment would not reduce him to 5th level—for instance,
if his XP total after reaching 6th level were 20,000 or more—his
XP total can’t remain above the maximum for 5th level, which is
10,000. Effectively, the gnoll has “paid off” his level adjustment
with an XP cost, and he is now a 5th-level character.

Similarly, a drow cleric who has just reached 6th level (ECL 8)
is eligible to reduce her level adjustment from +2 to +1. She must
pay 7,000 XP, and her ECL becomes 7 (6 class levels plus her +1
level adjustment). When she gains her 9th class level (ECL 10),
she can reduce her level adjustment to +0 (and her ECL to 9) by
paying another 9,000 XP.

On the surface, this tradeoff may look like a bad deal. The
drow cleric has now sacrificed 16,000 experience points, putting
her behind her comrades in total class levels. Now, however, she
progresses as if she had never had a level adjustment. With the
self-correcting nature of the experience point system, she will
soon catch up to the rest of her party, and will reach 20th level af-
ter earning a total of 206,000 XP (190,000 plus the 16,000 in XP
costs). If she had not used this variant system, she would have
had to amass 231,000 XP to reach her 20th class level (which is
ECL 22 for a normal drow with a +2 level adjustment).

BLOODLINES

Every so often, an individual is born who stands out a little
from the rest of his people. This individual displays charac-
teristics associated with a different kind of creature, such as a
dragon, giant, celestial, or demon. Such a character is said to
have a bloodline.

Bloodlines can exist for any of a number of reasons. Perhaps
the character has an unusual ancestor, such as a dragon who
took alternate form to live among humans or elves. The char-
acter might be a throwback to an earlier age, when all species
were more closely related. The bloodline might be the result of
unusual supernatural energies present during conception, preg-
nancy, or birth. It could also be an omen sent by the gods, part of
an ancient prophecy or dire legend. The DM should decide the
truth behind the bloodline, though the character need never
know why he is different.

BLOODLINE STRENGTH
AND SOURCE

Every bloodline has both a source (the kind of creature from
which its characteristics are drawn) and a strength (minor, inter-
mediate, or major). The stronger the bloodline, the more potent
the traits and benefits granted by it.

Every source has a minor bloodline associated with it. A
minor bloodline doesn'’t alter a character much, and thus don’t
represent a very significant power increase over an ordinary
character. In some cases, the only bloodline associated with a
source is minor. This is most often true of sources derived from
relatively weak creatures such as minotaurs or hags.

BLOODLINE LEVELS

Many sources also have intermediate bloodlines. These af-
fect the character’s power level more drastically, and come from
more potent races, such as elementals, slaadi, and many dragons
and giants.

Major bloodlines only come from the most powerful and
primal of sources, including celestials, demons, devils, and
the mightiest of dragons. A character with a major bloodline
is a potent scion of his ancestor, displaying significant pow-
ers and abilities.

Over the course of his career, a character with a bloodline be-
comes more powerful than one without a bloodline. Because
the power gain is gradual over a span of twenty levels, a static
level adjustment doesn't truly reflect this difference. Instead, a
bloodline character must take one or more levels of “bloodline”
at various points in his career, as noted on Table 1-2: Bloodline
Levels. Before a character with a bloodline reaches the indicated
character level, he must take one class level of “bloodline.” Class
levels of “bloodline” do not increase a character’s character level
the way a normal class level does, but they do provide certain
benefits (see below).

If the character does not take a class level of bloodline before
reaching the character level indicated on the table, he gains
no further bloodline traits and must take a 20% penalty on all
future XP gains. As soon as he meets the minimum bloodline
level, he gains all bloodline abilities due him according to his
character level, and the XP penalty no longer applies.

For example, Alarion is a 1st-level character with a major
bloodline (silver dragon). The bloodline trait he receives at 1st
level is a +2 bonus on Sense Motive checks. When he reaches 2nd
character level, he gains the Alertness feat as a bloodline trait. Be-
fore he reaches 3rd character level, he must take a level of blood-
line in order to continue gaining bloodline traits. If he reaches
3rd character level and has no bloodline levels, he does not gain
the bloodline trait due him at 3rd character level (Strength +1)
and must take a 20% reduction on all future XP gains. If he later
meets the minimum required bloodline levels, he gains his 3rd-
level trait at that time (as well as any other traits he may have
failed to receive for not taking his bloodline level right away),
and the XP reduction no longer applies to future gains. Before
reaching his 6th character level, he must have taken two levels
of bloodline in order to keep gaining bloodline traits. If he takes
his third bloodline level before reaching 12th character level, he
becomes eligible to gain all the traits of his bloodline (as they
become available when he reaches new character levels).

A bloodline level grants no increase in base attack bonus or
base save bonuses, no hit points or skill points, and no class
features. It counts as a normal class level (with no class skills)
for the purpose of determining maximum skill ranks. Levels of
bloodline never result in XP penalties for multiclass characters.

Include the character’s bloodline level when calculating any
character ability based on his class levels (such as caster level for
spellcasting characters, or save DCs for characters with special
abilities whose DCs are based on class level). The character
doesn’t gain any abilities, spells known, or spells per day from
the addition of his bloodline levels, though—only the calcula-
tions of his level-based abilities are affected.

If a character has levels in two or more classes in addition to
his bloodline levels, each class gains the benefit of adding the
bloodline levels when calculating abilities.



For example, a 2nd-level sorcerer with a major bloodline takes Bloodline Affinity: You gain a bonus (either +2, +4, or +6) on
a bloodline level when earns enough XP to advance in level. He all Bluff, Diplomacy, Gather Information, Intimidate, and Per-
is treated as a 3rd-level spellcaster for the purpose of spell du-  form checks made to interact with creatures of your bloodline.
rations, caster level checks, and so forth. But he doesn’t gain a Skill Boost: You receive a +2 bonus on checks made with the
3rd-level sorcerer’s spells per day or spells known. given skill.

Similarly, the stunning attacks of a 3rd-level monk with one Special: You gain a special ability. Common bloodline spe-
bloodline level have a save DC equal to 12 (10 + one-half class cial abilities include bonus feats, natural armor, special attacks
level) plus her Wisdom modifier, since the bloodline level is (such as the ability to smite evil or smite good), special quali-
treated as if it were a monk class level when calculating the save ties (such as resistance to energy, spell resistance, or scent), or
DC. A 3rd-level monk/3rd-level sorcerer with two bloodline  spell-like abilities.

levels would be treated as a 5th-level spellcaster and a 5th-level If you already have a feat that a bloodline provides as a bonus
monk for determining level-based abilities. feat, you may choose a different feat. For example, the minor

celestial bloodline grants Alertness as a bonus feat at 8th level.

TABLE 1-2: BLOODLINE LEVELS If a character with this bloodline already has Alertness by the

Bloodline —— Bloodline Strength —— time he reaches 8th level, he can choose any other feat instead
Level Minor Intermediate Major (subject to normal prerequisites, of course).

st 12th 6th 3rd

2nd n/a 12th éth BLOODLINE DESCRIPTIONS

e n/a n/a Ll Each description below includes some basic information to
help the player and DM incorporate the bloodline into the cam-

BLOODLINE TRAITS paign, including potential origins and minor characteristics to

Depending on the strength of a character’s bloodline, he gains help flesh out the character. The description also provides the

a new bloodline trait every one, two, or four character levels ~ bloodline traits gained at particular character levels.

(or effective character levels, for characters with a level ad-

justment greater than +0). The traits gained are given in each Celestial

bloodline description. A character with a celestial bloodline can trace her heritage to

beings of the Upper Planes, much like an aasimar or celestial crea-

ture. Most angels, archons, guardinals, and eladrins have the abil-
ity to interbreed with hu-

manoids, and

Bloodline Trait Descriptions
Bloodline traits fall into four
categories.

Ability Boost: You
gain a permanent +1 in-
crease to the given
ability score. This
is similar to the
ability increase
gained by char-
acters at ev-
ery fourth
level.

Lllus. by S. Prescott
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examples of celestial creatures descending from the heavens to
live with mortals often appear in myth and legend. Descendants
of such relationships often have silver or golden hair, a proud bear-
ing, or a piercing stare.

CELESTIAL BLOODLINE TRAITS

Major
+2 on Sense Motive checks
Alertness

Wisdom +1

Protection from evil 1/day (Sp)
Celestial affinity +2'

Smite evil 1/day (Su)?

+2 on Concentration checks
Resistance to electricity 5 (Ex)

Charisma +1

+2 on saves against poison (Ex)
Celestial affinity +4'
Resistance to cold 5 (Ex)

+2 on Listen checks
Improved Initiative

Constitution +1
Resistance to acid 5 (Ex)

Celestial affinity +6!
+1 to natural armor
+2 on Spot checks

Character
Level Minor
4th +2 on Sense Motive checks
8th Alertness
12th Wisdom +1
16th Protection from evil 1/day (Sp)
20th Celestial affinity +2!
Character
Level Intermediate
Ist —
2nd 42 on Sense Motive
checks
3rd —
4th  Alertness
5th —
6th Wisdom +1
7th —
8th  Protection from evil
1/day (Sp)
9th —
10th  Celestial affinity +2
1Mth —
12th  Smite evil 1/day (Su)?
13th —
14th 42 on Concentration
checks
15th —
16th  Resistance to elec-
tricity 5 (Ex)
17th —
18th Charisma +1
19th —
20th  +2 on saves against

poison (Ex)

Damage reduction 5/evil

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with celestials.
2 You can smite an evil creature with a melee attack as a
paladin of your character level once per day.

Demon

A character with a demon bloodline has one or more ancestors
of demonic origin. The most common source of such a bloodline
is a succubus, but any demon capable of taking humanoid form
might be responsible for the character’s unusual traits. Charac-
ters with a demon bloodline may bear some minor characteristic
reminiscent of such an ancestor: sinister glowing eyes, a faint
smell of brimstone, or a love of brutality.

DEMON BLOODLINE TRAITS

Character
Level Minor
4th +2 on Move Silently checks
8th Power Attack
12th Strength +1
16th Resistance to electricity 5 (Ex)
20th Demon affinity +2'

Character
Level Intermediate
Ist —
2nd 42 on Move Silently
checks
3rd —
4th  Power Attack
5th —
6th  Strength +1
7th —
8th  Resistance to elec-
tricity 5 (Ex)
9th —
10th  Demon affinity +2
(EX)
Mth —
12th  Smite good
1/day (Su)?
13th —
14th  +2 on Hide checks
15th —
16th  Resistance to
acid 5 (Ex)
17th —
18th  Constitution +1
19th —
20th  +2 on saves against

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made

poison (Ex)

to interact with demons.

2 You can smite a good creature with a melee attack as a
blackguard of your character level once per day.

Devil

For a character with a devil bloodline, an erinyes is often the
source. However, other devils with the ability to use a polymorph
effect, such as gelugons or pit fiends, have been known to con-
sort with mortals. A character with this bloodline may also pos-
sess tiny horns or unusually sharp teeth.

DEvVIL BLOODLINE TRAITS

Character
Level Minor
4th +2 on Bluff checks
8th Dodge
12th Charisma +1
16th Darkness 1/day (Sp)
20th Devil affinity +2'
Character
Level Intermediate Major
st — +2 on Bluff checks
2nd  +2 on Bluff checks ~ Dodge
3rd — Charisma +1
4th  Dodge Darkness 1/day (Sp)
5th — Devil affinity +2'
6th  Charisma +1 Smite good 1/day (Su)?
7th — +2 on Diplomacy checks
8th  Darkness 1/day (Sp) Resistance to fire 5 (Ex)
9th — Constitution +1
10th  Devil affinity +2' +2 on saves against poison (Ex)
Mth — Devil affinity +4!
12th  Smite good Resistance to acid 5 (Ex)

1/day (Su)?

Major
+2 on Move Silently checks
Power Attack

Strength +1

Resistance to electricity 5 (Ex)
Demon affinity +2!

Smite good 1/day (Su)?

+2 on Hide checks
Resistance to acid 5 (Ex)

Constitution +1
+2 on saves against poison

Demon affinity +4! itz -
Resistance to fire 5 (Ex) 1

+2 on Intimidate checks
Cleave

Charisma +1

Resistance to cold 5 (Ex)

Demon affinity +6'

+1 to natural armor

+2 on Spot checks
Damage reduction 5/good




13th —

14th  +2 on Diplomacy
checks

15th —

16th  Resistance to
fire 5 (Ex)

17th —

18th  Constitution +1

19th —

20th  +2 on saves against
poison (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,

Gather Information, Intimidate, and Perform checks made

to interact with devils.

2 You can smite a good creature with a melee attack as a

blackguard of your character level once per day.

+2 on Search checks
Alertness

Intelligence +1
Resistance to cold 5 (Ex)

Devil affinity +6'

+1 to natural armor

+2 on Listen checks
Damage reduction 5/good

Doppelganger

The ultimate humanoid shapechanger, a doppelganger can be
anyone, anywhere, at any time. It’s easy to imagine even a single
doppelganger being responsible for a plethora of offspring
tainted with shapechanging powers.

DOPPELGANGER BLOODLINE TRAITS
Character

Level Minor

4th +2 on Disguise checks
8th Alter self 1/day (Sp)
12th Charisma +1
16th Detect thoughts 1/day (Sp)
20th Doppelganger affinity +2!

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with doppelgangers.

Lilus. by D. Crabapple

Dragon, Black

The sinister black dragon occasionally makes a close “alliance”
with a like-minded humanoid, and that can lead to a black
dragon bloodline. A character with this bloodline shares his
ancestor’s cunning and malevolence, and may have a sunken,
almost skeletal appearance to his face.

BLACK DRAGON BLOODLINE TRAITS
Character
Level Minor

2nd —

4th 42 on Swim checks

6th —

8th  Alertness
10th —
12th  Strength +1
14th —
16th  Acid resistance 5 (Ex)
18th —
20th  Black dragon

affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with black dragons.
2 You can breathe underwater indefinitely and can freely
use special abilities while submerged.

Intermediate

+2 on Swim checks
Alertness

Strength +1

Resistance to acid 5 (Ex)
Black dragon affinity +2'
+1 to natural armor

+2 on Hide checks
Resistance to acid 10 (Ex)
Constitution +1

Water breathing (Ex)?

Dragon, Blue
In times long past, blue dragons often interacted with the kings
and queens of great desert empires. The bloodlines created by
such intermingling were treated as a mark of royalty, though
such empires have long since vanished. An individual bearing
a blue dragon bloodline tends to be territorial and may smell
faintly of ozone.

BLUE DRAGON BLOODLINE TRAITS

Character
Level Minor Intermediate
2nd — +2 on Bluff checks
4th 42 on Bluff checks Alertness
6th — Strength +1
8th  Alertness Resistance to electricity 5 (Ex)
10th — Blue dragon affinity +2'
12th  Strength +1 +1 to natural armor
14th — +2 on Sense Motive checks
16th  Resistance to electricity Resistance to electricity
5 (Ex) 10 (Ex)
18th — Constitution +1
20th  Blue dragon Create/destroy water
affinity +2' 1/day (Sp)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with blue dragons.

Dragon, Brass
Bards tell a popular tale of a lost desert traveler encountering a
friendly woman who nurses him back to health before putting
him on the path home. In the tale, this helpful individual turns
out to be a powerful brass dragon who merely wants someone to
talk to, and who, many months later, gives birth to a half-dragon
child. The descendants of
this chance encounter
are often talkative

and friendly.

Human with
brass dragon
bloodline



BRAss DRAGON BLOODLINE TRAITS

Character
Level Minor Intermediate
2nd — +2 on Gather Information
checks
4th 42 on Gather Alertness

Information checks

6th — Strength +1

8th  Alertness Resistance to fire 5 (Ex)
10th — Brass dragon affinity +2'
12th  Strength +1 +1 to natural armor
14th — +2 on Bluff checks

16th  Fire resistance 5 (Ex) Resistance to fire 10 (Ex)

18th — Constitution +1

20th  Brass dragon Speak with animals 1/day
affinity +2' (Sp)

1 You gain the indicated bonus on all Bluff, Diplomacy,

Gather Information, Intimidate, and Perform checks made

to interact with brass dragons.

Dragon, Bronze

With its innate ability to take on humanoid form, coupled with GoLb DRAGON BLOODLINE TRAITS

a natural inquisitiveness, it is common for the bronze dragon
to give rise to lines of creatures carrying its bloodline. These
descendants tend to share the bronze dragon’s curiosity as well
as its love for the water.

BRONZE DRAGON BLOODLINE TRAITS

Character
Level Minor Intermediate

2nd — +2 on Swim checks

4th 42 on Swim checks Alertness

6th — Strength +1

8th  Alertness Resistance to electricity 5 (Ex)
10th — Bronze dragon affinity +2!
12th  Strength +1 +1 to natural armor
14th — +2 on Sense Motive checks

16th  Resistance to electricity Resistance to electricity

5 (Ex) 10 (Ex)
18th — Constitution +1
20th  Bronze dragon Water breathing (Ex)?
affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with bronze dragons.

2 You can breathe underwater indefinitely and can freely
use special abilities while submerged.

Dragon, Copper
When the playful copper dragon meets a like-minded creature,
a long-term friendship is often struck. The result of such a rela-
tionship can give rise to a long line of dragon-blooded individu-
als. Such characters often share the copper dragon’s incorrigible
nature, but may also be a bit misetly.

CoPPER DRAGON BLOODLINE TRAITS

Character
Level Minor Intermediate
2nd — +2 on Perform checks

4th 42 on Perform checks Alertness

6th — Strength +1
8th  Alertness Resistance to acid 5 (Ex)
10th — Copper dragon affinity +2'

Dragon, Gold

12th  Strength +1 +1 to natural armor

14th — +2 on Bluff checks

16th  Resistance to acid Resistance to acid 10 (Ex)
5 (Ex)

18th — Constitution +1

20th  Copper dragon Spider climb 1/day (Sp)
affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with copper dragons.

Gold dragons occasionally take more than a passing interest in
mortals. Thanks to their ability to polymorph, some leave a lasting
reminder of their presence in the form of a half-dragon child.
Even many generations later, this draconic blood can manifest
in the form of bloodline traits. Descendants of a gold dragon
tend to get along well with other good-aligned creatures, dis-
playing uncommon grace and courtesy.

Character
Level Minor
4th +2 on Sense Motive checks
8th Alertness
12th Strength +1
16th Resistance to fire 5 (Ex)
20th Gold dragon affinity +2'
Character
Level Intermediate Major
Ist — +2 on Sense Motive checks
2nd +2 on Sense Motive Alertness
checks
3rd — Strength +1
4th  Alertness Resistance to fire 5 (Ex)
5th — Gold dragon affinity +2'
6th  Strength +1 +1 to natural armor
7th — +2 on Heal checks
8th  Resistance to fire Resistance to fire 10 (Ex)
5 (Ex)
9th — Constitution +1
10th  Gold dragon Water breathing (Ex)?
affinity +2'
Mth  — Gold dragon affinity +4!
12th  +1 to natural armor  +1 to natural armor
13th — +2 on Swim checks
14th  +2 on Heal checks  Power Attack
15th — Intelligence +1
16th  Resistance to fire Breath weapon (Ex)?
10 (Ex)
17th — Gold dragon affinity +6'
18th  Constitution +1 +1 to natural armor
19th — +2 on Jump checks

20th  Water breathing (Ex)? Immunity to fire (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with gold dragons.

2 You can breathe underwater indefinitely and can freely
use special abilities while submerged.

3 30-ft. cone of fire; 6d8 damage; Reflex half (DC 10 + one-
half HD + Con modifier).



Dragon, Green

In certain rare instances, green dragons have been known to
take control of (rather than simply devour) small enclaves of
forest-dwelling humanoids. Some of those humanoids later
give birth to half-dragon offspring, creating bloodlines that last
centuries. Descendants of a green dragon are often voracious
and belligerent, picking fights with little or no provocation.

GREEN DRAGON BLOODLINE TRAITS
Character

Level Minor Intermediate
2nd — +2 on Move Silently
checks
4th 42 on Move Silently  Alertness
checks
6th — Strength +1
8th  Alertness Resistance to acid 5 (Ex)

10th
12th
14th
16th

Green dragon affinity +2'
+1 to natural armor

+2 on Bluff checks
Resistance to acid 10 (Ex)

Strength +1
Resistance to acid
5 (Ex)

Green dragon
affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with green dragons.

2 You can breathe underwater indefinitely and can freely
use special abilities while submerged.

18th
20th

Constitution +1
Water breathing (Ex)?

Dragon, Red

Though most evil dragons don’t enjoy friendly relationships with
humanoids, red dragons do occasionally spawn bloodlines among
humanoids. Such descendants exhibit extraordinary powers be-
yond those of their people. A character with a red dragon bloodline
is usually covetous and vain, and may smell faintly of smoke.

RED DRAGON BLOODLINE TRAITS
Character

Level Minor
4th +2 on Bluff checks
8th Alertness

12th
16th
20th

Strength +1
Resistance to fire 5 (Ex)
Red dragon affinity +2'

Character

Level Intermediate Major
st — +2 on Bluff checks
2nd  +2 on Bluff checks Alertness

3rd
4th
S5th
6th

Strength +1

Resistance to fire 5 (Ex)
Red dragon affinity +2'
+1 to natural armor

Alertness

Strength +1

7th — +2 on Intimidate checks
8th  Resistance to fire Resistance to fire 10 (Ex)
5 (Ex)
9th — Constitution +1
10th  Red dragon affinity +2' Locate object 1/day (Sp)

11th
12th
13th
14th

Red dragon affinity +4'
+1 to natural armor

+2 on Appraise checks
Power Attack

+1 to natural armor

+2 on Intimidate
checks

15th — Charisma +1

16th  Resistance to fire Breath weapon (Ex)?
10 (Ex)

17th — Red dragon affinity +6’

18th  Constitution +1 +1 to natural armor

19th — +2 on Jump checks

20th  Locate object Immunity to fire (Ex)

1/day (Sp)
1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with red dragons.
2 30-ft. cone of fire; 6d8 damage; Reflex half (DC 10 + one-
half HD + Con modifier).

Dragon, Silver
Silver dragons are perhaps most likely of all dragons to have
taken humanoid companions, and thus this is the most common
dragon bloodline. Characters of the silver dragon bloodline tend
to be regal and statuesque.

SILVER DRAGON BLOODLINE TRAITS

Character
Level Minor
4th +2 on Sense Motive checks
8th Alertness
12th Strength +1
16th Resistance to cold 5 (Ex)
20th Silver dragon affinity +2'
Character
Level Intermediate Major
Ist — +2 on Sense Motive checks
2nd +2 on Sense Motive Alertness
checks
3rd — Strength +1
4th  Alertness Resistance to cold 5 (Ex)
5th — Silver dragon affinity +2'
6th  Strength +1 +1 to natural armor
7th — +2 on Perform checks
8th  Resistance to cold Resistance to cold 10 (Ex)
5 (Ex)
9th — Constitution +1
10th  Silver dragon Alter self 1/day (Sp)
affinity +2'
Mth — Silver dragon affinity +4!
12th  +1 to natural armor  +1 to natural armor
13th — +2 on Bluff checks
14th  +2 on Perform checks Power Attack
15th — Charisma +1
16th  Resistance to cold Breath weapon (Ex)?
10 (Ex)
17th — Silver dragon affinity +6'
18th  Constitution +1 +1 to natural armor
19th — +2 on Jump checks
20th  Alterself 1/day (Sp) Immunity to cold (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with silver dragons.

2 30-ft. cone of cold; 6d8 damage; Reflex half (DC 10 +
one-half HD + Con modifier).

Dragon, White
Some arctic tribes have managed to bargain with nearby white
dragons, trading food and occasional sacrifices for protection
from their enemies. These alliances can result in dragon-blooded



descendants, who tend to mimic the single-minded ferocity of 8th  Power Attack Meld into stone 1/day (Sp)
their forebears. 10th — Earth elemental affinity +2'
12th  Strength +1 +1 to natural armor
WHITE DRAGON BLOODLINE TRAITS 14th  — +2 on Listen checks
Character 16th  Meld into stone Earth mastery (Ex)?
Level Minor Intermediate 1/day (Sp)
2nd — +2 on Hide checks 18th — Constitution +1
4th  +2 on Hide checks  Alertness 20th  Earth elemental Improved Sunder
6th — Strength +1 affinity +2
8th  Alertness Resistance to cold 5 (Ex) 1 You gain the indicated bonus on all Bluff, Diplomacy,
10th — White dragon affinity +2' Gather Information, Intimidate, and Perform checks made
12th  Strength +1 +1 to natural armor to interact with earth elementals.
14th — +2 on Swim checks 2 As the earth elemental special ability.
16th  Resistance to cold Resistance to cold 10 (Ex)
5 (Ex)
18th — Constitution +1 Elemental, Fire -
20th  White dragon Icewalking 1/day (Ex)? Those who bear elemental fire within their veins are often high- . i."
= A

affinity +2'
1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with white dragons.
2 As spider climb, but the surface must be icy.

Character
Level Minor Intermediate
Elemental, Air 2nd — +2 on Tumble checks
Similar to but less specific than a djinni bloodline (see be- 4th  +2 on Tumble checks Dodge.
. . L 6th — Dexterity +1
low), the air elemental bloodline derives its power from a .

. . . 8th Dodge Pyrotechnics 1/day (Sp)
connection to the Elemental Plane of Air. Characters with 10th — Fire elernentallafiinity 421
air elemental bloodlines tend to shift between emotions with 12th  Dexterity +1 Mobility
surprising quickness, and may have hair or skin tinged with 14th — +9) o [Usian diadks
light blue. 16th  Pyrotechnics Resistance to fire 10 (Ex)

1/day (Sp) o
AIR ELEMENTAL BLOODLINE TRAITS 18th — Constitution +1
Character 20th  Fire elemental Spring Attack
Level Minor Intermediate affinity +2'
2nd  — +2 on Balance checks 1 You gain the indicated bonus on all Bluff, Diplomacy,
4th  +2 on Balance checks Improved Initiative Gather Information, Intimidate, and Perform checks made

strung and quick-tempered. Their eyes often seem to glow like
embers, and their skin may take on a reddish hue.

to interact with fire elementals.

FIRE ELEMENTAL BLOODLINE TRAITS

6th — Dexterity +1
8th  Improved Initiative  Gust of wind 1/day (Sp)
10th — Air elemental affinity +2'
12th  Dexterity +1 Weapon Finesse
14th — +2 on Spot checks
16th  Gust of wind Air mastery (Ex)?
1/day (Sp)
18th — Constitution +1
20th  Air elemental Flyby Attack
affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made

Elemental, Water
The bloodline of elemental water is most common among the wa-
ter-breathing races, but it also manifests among sailors and fisher-
men, and even the occasional character with no link whatsoever to
oceans, seas, or large lakes. Such characters are often independent-
minded, and generally don’t live in any one place for very long,

WATER ELEMENTAL BLOODLINE TRAITS

to interact with air elementals.
2 As the air elemental special ability.

Elemental, Earth
Creatures that bear a bloodline of elemental earth feel a sense
of gravity and stability that ties them to the stones of the world.
They have a palpable sense of inertia about them, which some-
times manifests as a slowness to take action.

EARTH ELEMENTAL BLOODLINE TRAITS

Character

Level Minor Intermediate
2nd — +2 on Swim checks
4th 42 on Swim checks  Power Attack

6th — Strength +1

8th  Power Attack Fog cloud 1/day (Sp)
10th — Water elemental affinity +2'
12th  Strength +1 +1 to natural armor

14th — +2 on Spot checks
16th  Fog cloud 1/day (Sp) Swim 30 ft.2

18th — Constitution +1
20th  Water elemental Improved Bull Rush

Character

Level Minor Intermediate
2nd — +2 on Climb checks
4th 42 on Climb checks  Power Attack

6th

affinity +2'
1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with water elementals.

Strength +1 2 Or +30 ft. to existing swim speed.




Fey

Every culture tells stories of fey creatures taking mortal lovers,
so it’s no surprise that individuals display fey bloodlines from
time to time. Regardless of whether it descended from a dryad,
nymph, satyr, or other kind of fey, a creature with a fey bloodline
often has a personality that is both aloof and carefree.

FEY BLOODLINE TRAITS
Character

Character
Level Intermediate
Ist —
2nd +2 on Concentration
checks
3rd —
4th  Improved Initiative
5th —
6th  Dexterity +1
7th —
8th  Resistance to acid
5 (Ex)
9th —
10th  Djinni affinity +2'
1th —
12th  +1 to natural armor
13th —
14th  +2 on Knowledge
(the planes) checks
15th —
16th Dodge
17th —
18th  Wisdom +1
19th —
20th  Invisibility 1/day (Sp)

Major
+2 on Concentration checks
Improved Initiative

Dexterity +1

Resistance to acid 5 (Ex)
Djinni affinity +21

+1 to natural armor

+2 on Knowledge (the
planes) checks

Dodge

Wisdom +1

Invisibility 1/day (Sp)
Djinni affinity +4
Resistance to acid 10 (Ex)
+2 on Appraise checks
Create food and water
1/day (Sp)

Strength +1

Gaseous form 1/week (Sp)
Djinni affinity +6'

+1 to natural armor

+2 on Sense Motive checks
Immunity to acid (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made

to interact with djinn.

Genie, Efreeti

Characters with the bloodline of the efreet are most likely
descended from slaves of that terrible and powerful race. They
typically have reddish skin and a cruel disposition, and may

s _ Level Minor
BB 4th +2 on Hide checks
'%_", 8th Iron Will
At 12th Charisma +1
x _’q! 16th Charm person 1/day (Sp)
‘ 20th Fey affinity +2'
Character
Level Intermediate Major
st — +2 on Hide checks
2nd +2 on Hide checks  Iron Will
3rd — Charisma +1
4th  Iron Will Charm person 1/day (Sp)
5th — Fey affinity +2'
6th Charisma +1 Low-light vision
7th — +2 on Move Silently checks
8th  Charm person Alertness
1/day (Sp)
9th — Dexterity +1
10th  Fey affinity +2 Speak with animals 1/day (Sp)
Mth — Fey affinity +4!
12th  Low-light vision Invisibility 1/day (Sp)
13th — +2 on Perform checks
14th  +2 on Move Silently Damage reduction 1/cold iron
checks
15th — Wisdom +1
16th  Alertness Deep slumber 1/day (Sp)
17th — Fey affinity +6'
18th  Dexterity +1 Speak with plants 1/day (Sp)
19th — +2 on Bluff checks
20th  Speak with animals ~ Damage reduction 5/cold iron

1/day (Sp)
1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with fey.

Genie, Djinni

Though few sages put much stock in myths that humanoids and
genies share a common ancestor, there is no denying that the
races are very similar in form. Characters with a djinni blood-
line are often haughty but display great guile.

DjINNI BLOODLINE TRAITS
Character
Level

4th

8th
12th
16th
20th

Minor

+2 on Concentration checks
Improved Initiative
Dexterity +1

Resistance to acid 5 (Ex)
Djinni affinity +2'

display tiny horns or bronze-colored eyes.

EFREETI BLOODLINE TRAITS

Character
Level Minor
4th +2 on Bluff checks
8th Improved Initiative
12th Strength +1
16th Resistance to fire 5 (Ex)
20th Efreeti affinity +2!
Character
Level Intermediate Major
Ist — +2 on Bluff checks
2nd +2 on Bluff checks ~ Improved Initiative
3rd — Strength +1
4th  Improved Initiative  Resistance to fire 5 (Ex)
5th — Efreeti affinity +2'
6th  Strength +1 +1 to natural armor
7th — +2 on Knowledge (the
planes) checks
8th  Resistance to fire Dodge
5 (Ex)
9th — Charisma +1
10th  Efreeti affinity +2' Produce flame 1/day (Sp)
Nth — Efreeti affinity +4'
12th  +1 to natural armor  Resistance to fire 10 (Ex)
13th — +2 on Concentration checks
14th  +2 on Knowledge Scorching ray 1/day (Sp)
(the planes) checks
15th — Dexterity +1



16th Dodge Wall of fire 1/week (Sp)

17th — Efreeti affinity +6

18th  Charisma +1 +1 to natural armor

19th — +2 on Intimidate checks

20th  Produce flame Immunity to fire (Ex)
1/day (Sp)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with efreet.

Genie, Janni
As natural wanderers of the Material Plane, the only thing
surprising about janni bloodlines may be that there aren'’t
more of them. A creature who bears the janni bloodline tends
to be a couple inches taller than normal for his race, standing
with a proud and regal posture. He may also share the janni’s
nomadic behavior.

JANNI BLOODLINE TRAITS

Character
Level Minor
4th +2 on Appraise checks
8th Improved Initiative
12th Wisdom +1
16th Invisibility 1/day (Sp)
20th Janni affinity +2!

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with jann.

Human with frost
giant bloodline _

Giant

CLoubD GIANT BLOODLINE TRAITS

FIRE GIANT BLOODLINE TRAITS

FROST GIANT BLOODLINE TRAITS

In ages past, giants mingled more freely with smaller human-
oids. Today, the evidence of such relationships is rare at best.
Characters with bloodlines of the lesser evil giants (hill, frost,
and fire) may be the result of voluntary or involuntary breeding
with the greatfolk. Bloodlines of stone, cloud, or storm giants,
on the other hand, are more likely the results of long-ago alli-
ances between those races and the ancient nobility of the world.
In any event, characters bearing giant bloodlines tend to be mas-
sive for their race, and often share characteristics (skin and hair
color, attitudes, and such) with their ancestor.

Anintermediate bloodline can only be taken for cloud giants,
fire giants, frost giants, stone giants, and storm giants. A major
bloodline can only be taken for storm giants.

Character
Level Minor Intermediate

2nd — +2 on Climb checks

4th  +2 on Climb checks  Power Attack

6th — Strength +1

8th  Power Attack +1 to natural armor
10th — Cloud giant affinity +2'
12th  Strength +1 Obscuring mist 1/day (Sp)
14th — +2 on Jump checks
16th  +1 to natural armor  Improved Bull Rush
18th Constitution +1

20th  Cloud giant affinity +2' Scent (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with cloud giants.
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Level Minor Intermediate

2nd — +2 on Climb checks

4th  +2 on Climb checks  Power Attack

6th — Strength +1

8th  Power Attack +1 to natural armor
10th — Fire giant affinity +2
12th  Strength +1 Resistance to fire 5 (Ex)
14th — +2 on Jump checks
16th  +1 to natural armor  Cleave
18th — Constitution +1

20th  Fire giant affinity +2' Resistance to fire 10 (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with fire giants.

Character
Level Minor Intermediate

2nd — +2 on Climb checks

4th  +2 on Climb checks  Power Attack

6th — Strength +1

8th  Power Attack +1 to natural armor
10th — Frost giant affinity +2'
12th  Strength +1 Resistance to cold 5 (Ex)
14th — +2 on Jump checks
16th  +1 to natural armor  Improved Sunder
18th — Constitution +1

20th  Frost giant affinity +2' Resistance to cold 10 (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with frost giants.



HiLL GIANT BLOODLINE TRAITS
Character

Level Minor
4th +2 on Climb checks
8th Power Attack

12th Strength +1

16th +1 to natural armor

20th Hill giant affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made

to interact with hill giants.

STONE GIANT BLOODLINE TRAITS
Character

Level Minor Intermediate
2nd — +2 on Climb checks
4th  +2 on Climb checks Point Blank Shot
6th — Strength +1
8th  Point Blank Shot +1 to natural armor

10th —
12th  Strength +1
14th —

Stone giant affinity +2'

Stone shape 1 /week (Sp)

+2 on Jump checks

16th  +1 to natural armor  Combat Reflexes

18th — Constitution +1

20th  Stone giant affinity +2' +1 to natural armor

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with stone giants.

STORM GIANT BLOODLINE TRAITS
Character

Level Minor
4th +2 on Climb checks
8th Power Attack

12th
16th
20th

Strength +1
+1 to natural armor
Storm giant affinity +2'

Character

Level Intermediate Major
Ist — +2 on Climb checks
2nd +2 on Climb checks  Power Attack
3rd — Strength +1
4th  Power Attack +1 to natural armor
5th — Storm giant affinity +2'
6th  Strength +1 Resistance to electricity 5 (Ex)
7th — +2 on Jump checks
8th  +1 to natural armor  Cleave
9th — Constitution +1

10th  Storm giant affinity +2' Water breathing (Ex)?

1Mth —
12th  Resistance to elec-
tricity 5 (Ex)

13th —

14th  +2 on Jump checks
15th —

16th Cleave

17th —

Storm giant affinity +4'
Resistance to electricity

10 (Ex)

+2 on Swim checks

Call lightning 1/day (Sp)
Wisdom +1

Freedom of movement 1/day (Sp)
Storm giant affinity +6'

18th  Constitution +1 +1 to natural armor

19th — +2 on Concentration checks
20th  Water breathing (Ex)? Immunity to electricity (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with storm giants.

2 You can breathe underwater indefinitely and can freely
use special abilities while submerged.

Githyanki/Githzerai

After araid, a githyanki or githzerai war party may return home
with prisoners or rescued slaves. In some rare instances—pat-
ticularly when children are involved—they take pity on these
individuals and raise them as their own. Upon reaching adult-
hood, such a gith-raised character may take a mate among his or
her rescuers, resulting in half-blooded children who then pass
on the gith traits to their offspring. These descendants share the
githyanki warlike nature or the githzerai xenophobia, and tend
to be hard-hearted or even cruel.

GITHYANKI BLOODLINE TRAITS

Character

Level Minor
4th +2 on Search checks
8th Iron Will

12th Constitution +1

16th Spell resistance 2 + HD

20th Githyanki affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with githyanki.

GITHZERAI BLOODLINE TRAITS

Character
Level Minor
4th +2 on Concentration checks
8th Iron Will
12th Dexterity +1
16th Spell resistance 2 + HD
20th Githzerai affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with githzerai.

Hag

Many hags have the ability to change their appearance, mak-
ing it possible for them to interact with creatures of other
races. Though horrible to contemplate, some use this ability
to lure in mates, in the hopes that the offspring can help
them further their evil plots. The descendants of a hag tend
to be strong but ugly, and often share their ancestor’s love
of schemes.

HAG BLOODLINE TRAITS

Character
Level Minor
4th +2 on Hide checks
8th Alertness
12th Strength +1
16th +1 to natural armor
20th Hag affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with hags.

Lycanthrope
When he isn’t murdering innocent townsfolk, the typical
lycanthropic character may enjoy an almost entirely normal
social life—even having a family. While the offspring of an
afflicted lycanthrope might not share the curse itself, the
bloodline might still pass its characteristics down the gen-
erations, allowing later descendants to display some of the
lycanthrope’s attributes. Regardless of the original animal



stock, the carriers of lycanthropic bloodlines tend to share
similar characteristics, including a feral stare and an over-
abundance of body hair.

LYCANTHROPE BLOODLINE TRAITS

Character
Level Minor
4th +2 on Search checks
8th Power Attack or Dodge’
12th Constitution +1
16th Scent (Ex)
20th Lycanthrope affinity +22

1 If the base animal’s Strength is higher than its Dexterity,
it gains Power Attack. Otherwise, it gains Dodge.

2 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with lycanthropes.

Minotaur
Horrid tales describe the fate of innocents carried away from
their homes by marauding minotaurs—and the rare individual
displaying a minotaur bloodline proves the truth of such stories.
These characters have a savage look, with thick hair and some-
times even tiny stubs of horns.

MINOTAUR BLOODLINE TRAITS

Character
Level Minor
4th +2 on Search checks
8th Alertness
12th Strength +1
16th +1 to natural armor
20th Minotaur affinity +2'

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with minotaurs.

Ogre
A character with ogre blood is most likely the result of raids
on humanoid settlements, but may also derive from the more
intelligent and magically gifted race of ogre mages (in fact, all
intermediate ogre bloodlines are actually ogre mage bloodlines).
These characters may appear clumsy and brutish, but they can
possess a high degree of cunning.

OGRE BLOODLINE TRAITS

Character
Level Minor Intermediate

2nd — +2 on Climb checks

4th 42 on Climb checks  Power Attack

6th — Strength +1

8th  Power Attack +1 to natural armor
10th — Ogre affinity +2'
12th  Strength +1 Darkness 1/day (Sp)
14th — +2 on Concentration checks
16th  +1 to natural armor  Invisibility 1/day (Sp)
18th Charisma +1

20th  Ogre affinity +2! Fly 1/day (Sp)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with ogres.

Slaad

SLAAD BLOODLINE TRAITS

Titan

TITAN BLOODLINE TRAITS

In perhaps one in a million cases, a red slaad’s egg implant or a
blue’s slaad fever has an unexpected result: A creature physically
similar to the afflicted humanoid, rather than a true slaad. These
creatures ate often fearsome warriors, using their strength and
ferocity to great advantage.

Character
Level Minor Intermediate

2nd — +2 on Jump checks

4th  +2 on Jump checks  Power Attack

6th — Strength +1

8th  Power Attack Shatter 1/day (Sp)
10th — Slaad affinity +2' g
12th  Strength +1 +1 to natural armor i
14th — +2 on Climb checks ; -i‘ ;
16th  Shatter 1/day (Sp)  Cleave ol
18th Constitution +1

20th  Slaad affinity +2' Resistance to energy 5 (Ex)?

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with slaadi.

2 Roll 1d10 to determine type of energy: 1-2 acid; 3—4 cold,;
5-6 electricity; 7-8 fire; 9-10 sonic.

Whether as allies, tyrants, or objects of reverence, titans have
on occasion interacted actively with lesser beings. In rare cases,
these interactions have given rise to scions of great power—
power that hides within rare mortals to this very day. Creatures
with a titan’s bloodline tend to have wild emotional swings, and
are generally large and powerful.

Character
Level Minor
4th +2 on Jump checks
8th Power Attack
12th Strength +1
16th Levitate 1/day (Sp)
20th Titan affinity +2'
Character
Level Intermediate Major
Ist — +2 on Jump checks
2nd  +2 on Jump checks  Power Attack
3rd — Strength +1
4th  Power Attack Levitate 1/day (Sp)
5th — Titan affinity +2'
6th  Strength +1 +1 to natural armor
7th — +2 on Concentration checks
8th  Levitate 1/day (Sp)  Improved Sunder
9th — Constitution +1
10th  Titan affinity +2' Spell resistance 2 + HD
Nth — Titan affinity +4'
12th  +1 to natural armor  Use oversized weapon (Ex)?
13th — +2 on Knowledge (any one)

checks
14th  +2 on Concentration Daylight or deeper darkness
checks 1/day (Sp)*
15th — Intelligence +1
16th  Improved Sunder Remove curse or bestow curse

1/day (Sp)*



17th
18th
19th
20th

Titan affinity +6'

+1 to natural armor

+2 on Sense Motive checks
Damage reduction 5/lawful

Constitution +1
Spell resistance
2+ HD

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with titans.

2 As the titan special ability.

3 If you are good, you gain daylight at 14th level and remove
curse at 16th; if evil, deeper darkness and bestow curse; if
neutral, 50% chance of either.

Troll

Though the origin of such a bloodline is almost too hideous to
contemplate, there are nonetheless a few creatures who display
a certain trollish fortitude. Such characters tend to bear many
scars from old wounds, and are often ferocious in attitude.

TROLL BLOODLINE TRAITS
Character
Level Minor
2nd —
4th  +2 on Spot checks
6th —
8th  Great Fortitude

Intermediate

+2 on Spot checks
Great Fortitude
Constitution +1
Double heal rate (Ex)2

10th — Troll affinity +2'
12th  Constitution +1 +1 to natural armor
14th — +2 on Listen checks
16th  Double heal rate (Ex)2 Power Attack

18th — Strength +1

20th  Troll affinity +2' Scent (Ex)

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with trolls.

2 You heal naturally at double normal rates.

Vampire

The vampire’s powers of persuasion have led more than one weak-
willed humanoid into its deadly clutch of intimacy. Though it
seems impossible that any child could result from such a union,
tales of humanoids possessing some of the vampire’s physical
and mental prowess abound. These pale, haunted creatures are
inevitably cloaked in mystery and deception, for even good-
aligned descendants of vampires fear retribution from those
mistaking them for the undead.

VAMPIRE BLOODLINE TRAITS
Character

Level Minor
4th +2 on Climb checks
8th Stealthy

12th
16th
20th

Strength +1
Resistance to cold 5 (Ex)
Vampire affinity +2'

Character
Level Intermediate Major
Ist — +2 on Climb checks
2nd 42 on Climb checks  Stealthy
3rd — Strength +1
4th  Stealthy Resistance to cold 5 (Ex)
5th — Vampire affinity +2'

6th

+1 to natural armor

Strength +1

7th — +2 on Search checks
8th Resistance to cold  Resistance to electricity
5 (Ex) 5 (Ex)
9th — Charisma +1
10th  Vampire affinity +2'  Lightning Reflexes
1th — Vampire affinity +4'
12th  +1 to natural armor  Alertness
13th — +2 on Sense Motive checks
14th  +2 on Search checks Improved Initiative
15th — Dexterity +1
16th  Resistance to Suggestion 1/day (Sp)
electricity 5 (Ex)
17th — Vampire affinity +6'
18th  Charisma +1 +1 to natural armor
19th — +2 on Bluff checks
20th Lightning Reflexes ~ Damage reduction 5/silver

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with vampires.

Yuan-ti
Atleast one faction among these ruthless serpentfolk often engages
in intimate relations with untainted humanoids, believing this to
be a means of corrupting other races. The descendants of such ac-
tivities are often indistinguishable from purebloods, having subtle
snakelike features such as scaly patches or unblinking eyes.

YUAN-TI BLOODLINE TRAITS

Character
Level Minor Intermediate
2nd — +2 on Hide checks
4th  +2 on Hide checks  Alertness
6th — Charisma +1
8th  Alertness Detect poison 1/day (Sp)
10th — Yuan-ti affinity +2'
12th  Charisma +1 Blind-Fight
14th — +2 on Disguise checks
16th  Detect poison Chameleon power 1/day (Sp)?
1/day (Sp)
18th — Intelligence +1
20th  Yuan-ti affinity +2'  +1 to natural armor

1 You gain the indicated bonus on all Bluff, Diplomacy,
Gather Information, Intimidate, and Perform checks made
to interact with yuan-ti.

2 As the yuan-ti special ability.

RANDOM BLOODLINE
DETERMINATION

Bloodlines are best included as part of a character with both
the DM and player working together to select an appropriate
bloodline for the PC. However, if you want to generate a PC’s
bloodline randomly, use the following tables as a guide.

First, roll d% and consult Table 1-3: Bloodline Strength to
determine the bloodline’s strength. Then roll d% on Table 1-4:
Minor Bloodlines, Table 1-5: Intermediate Bloodlines, or Table
1-6: Major Bloodlines to determine the source.

TABLE 1-3: BLOODLINE STRENGTH

d% Bloodline Strength
01-55 Minor
56-85 Intermediate
86-100 Major



TABLE 1-4: MINOR BLOODLINES

d%
01-05
06-10
11-15
16-19

20
21
22-23
24-25
26-27
28-29
30
31-32
33-35
36
37-40
41-44
45-48
49-52
53-57
58-60
61-62
63-65
66-67
68-69
70-71
72-74
75-76
77-78

Bloodline Source
Celestial
Demon

Devil
Doppelganger
Dragon, black
Dragon, blue
Dragon, brass
Dragon, bronze
Dragon, copper
Dragon, gold
Dragon, green
Dragon, red
Dragon, silver
Dragon, white
Elemental, air
Elemental, earth
Elemental, fire
Elemental, water
Fey

Genie, djinni
Genie, efreeti
Genie, jann
Giant, cloud
Giant, fire
Giant, frost
Giant, hill
Giant, stone
Giant, storm
Githyanki
Githzerai

Hag
Lycanthrope
Minotaur

Ogre

Slaad

Titan

Troll

Vampire
Yuan-ti

TABLE 1-5: INTERMEDIATE BLOODLINES

d%
01-05
06-10
11-15
16-17
18-19
20-21
22-23
24-25
26-28
29-30
31-33
34-37
38-39
40-44
45-49
50-54
55-59
60-65
66-69
70-72
73-75
76-78
79-81
82-84
85-87

Bloodline Source d% Bloodline Source
Celestial 01-11 Celestial
Demon 12-22 Demon

Devil 23-33 Devil

Dragon, black 34-40 Dragon, gold
Dragon, blue 41-47 Dragon, red
Dragon, brass 48-57 Dragon, silver
Dragon, bronze 58-67 Fey

Dragon, copper 68-76 Genie, djinni
Dragon, gold 77-83 Genie, efreeti
Dragon, green 84-90 Giant, storm
Dragon, red 91-95 Titan

Dragon, silver 96-100  Vampire

Dragon, white
Elemental, air
Elemental, earth
Elemental, fire
Elemental, water

TABLE 1-6: MAJOR BLOODLINES

CREATING OTHER e gl
BLOODLINES g

The bloodlines described here are by no
means a comprehensive list of all possible

EGZInie’ djinni permutations. You might choose to create
Genie, efreeti bloodlines of creatures not included here,
Giant, cloud to create more specialized celestial, demon,
Giant, fire or devil bloodlines, or even to create more
Giant, frost potent versions of the bloodlines here for
Giant, stone use in your game.
LA SHE T Table 1-7: Bloodline Trait Distribution
?Ig;z gives you the basic framework for blood- S
Titan line traits. Over the course of twenty levels, 5
Troll amajor bloodline boosts four skills (giving Ny
Vampire each a +2 bonus) and three ability scores S
Yuan-ti (increasing each by 1). It grants a bloodline g
affinity at three stages (+2, +4, and +6) and _§:
provides ten special abilities. Intermediate bloodlines grant the B3

first ten traits, spread out over twenty levels. Minor bloodlines
grant the first five traits.

When creating a new bloodline, use those described above as
guidelines for appropriate special abilities.

TABLE 1-7: BLOODLINE TRAIT DISTRIBUTION

Character ————Trait Gained————
Level Minor Intermediate Major
Ist — — Skill boost 1
2nd  — Skill boost 1 Special 1
3rd — — Ability boost 1
4th  Skill boost 1 Special 1 Special 2
5th — — Affinity +2
6th  — Ability boost 1 Special 3
7th — — Skill boost 2
8th  Special 1 Special 2 Special 4
9th — — Ability boost 2
10th — Affinity +2 Special 5
Nth — — Affinity +4
12th  Ability boost 1 Special 3 Special 6
13th — — Skill boost 3
14th  — Skill boost 2 Special 7
15th — — Ability 3
16th Special 2 Special 4 Special 8
17th  — — Affinity +6
18th  — Ability boost 2 Special 9
19th — — Skill boost 4
20th  Affinity +2 Special 5 Special 10



Levels in racial paragon classes never result in XP penalties
for multiclass characters.

RACIAL PARAGON
CLASSES
In most D&D campaigns, the ideas of class and race are
separate concepts. But with racial paragon classes, the line
between the two becomes blurred. Racial paragons are, as DROW PARAGON
their name suggests, nearly ideal examples of the strengths ~ Separated from the rest of the elven people by a legacy of de-
and abilities of the character’s race. Unlike members of other ceit, betrayal, and evil, the drow are easily one of the most dan-
classes, however, racial paragons are more than merely power- gerous of the humanoid races. Most drow paragons embody
ful individuals. They are strong in all the ways that theirrace all their race’s evil nature and delight in calculated cruelty,
is strong, while still vulnerable in the ways that their race is ~ but some manage to pull away from this dark path, instead
vulnerable. Beyond that, they possess powers or capabilities =~ embodying the potential that all elves share for beauty, grace,
that supersede those of normal members of their race. While ~ and martial skill.
any elf might rise in power, prestige, and (in D&D terms) Drow society is full of intrigue and fierce competition.
level, most do so by gaining levels in the character classes  Even the most able drow paragons can do little more to ad-
described in the Player’s Handbook—only a few are somuchin  vance their race than to strive against the machinations of
tune with their heritage and racial abilities that they become other powerful drow. When they succeed in breaking away
racial paragons. from drow culture and its cruel influence, however, good-
Racial paragons rarely undergo the rigorous training orstudy ~ aligned drow paragons can be the most able and successful
that members of other classes commonly undertake between members of their race.
levels. Their experience, wisdom, and heroic abilities simply Adventures: Drow paragons adventure for one of two reasons.
manifest in the form of superior innate racial abilities. Despite ~ Those of an evil bent adventure to increase their own personal
this strong association with race, racial paragons need not have ~ power, by acquiring wealth and powerful magic items or by im-
specific views or special dedication to their race’s beliefsor typi-  proving their combat skills. Those few drow paragons with less
cal attitudes (although many do). selfish motives adventure to remove themselves from the influ-
Obviously, a character can only take levels in the racial para- ence of their race’s harsh and cruel society. These latter drow
gon class associated with his race. Ahuman cannot take levelsin ~ paragons are the ones most likely to be seen in the company of
dwarf paragon—only dwarves are capable of reflecting the high- other races.
est virtues of dwarfhood by gaining levels in the dwarf paragon Characteristics: Drow paragons are typically more reserved
class. (Half-elves and half-orcs are an exception; see the Half-Elf ~ than other members of their race. Drow paragons consider
Paragon and Half-Orc Paragon sections below.) themselves the elite of drow society, although they are careful
Like the fighter, the wizard, and the other standard character =~ about sharing these viewpoints with the powerful priestesses
classes, the racial paragon classes have no prerequisites (other  that hold sway over most aspects of drow culture. If anything,
than being a member of the appropriate race). Paragon class ~ drow paragons are even more secretive and devious than aver-
levels can be taken any time a character gains a new level, even age members of their race, and their success in such dangerous
at 1st level (in which case they receive four times the normal  society emphasizes their ability to navigate treacherous social
number of skill points gained at each succeeding level). A char-  environments and manipulate the actions of others. It is said
acter can multiclass freely between standard character classes, that the day a drow stops scheming is the day of her death.
prestige classes for which he or she qualifies, and the character’s Alignment: The vast majority of drow, including most
appropriate racial paragon class. drow paragons, are unrelentingly evil. However, the few good-

It’s possible for a powerful magic effect such as shapechange, aligned drow who survive their formative years are actually
reincarnate, or wish to change a character’s race. If a character ~ quite likely to gain levels in the drow paragon class. This makes
has already taken racial paragon levels in his original race, he ~ good-aligned drow paragons more frequent than good drow of
can never become a paragon of another race. However, such other classes, but still nowhere near as common as evil-aligned
shapechanging and form-altering magics also cause no lossof a ~ drow paragons.
paragon’s class abilities—the class abilities gained from racial Religion: Much of drow culture is dominated by religion,
paragon levels are affected no more or less drastically than ben- and the powerful priestesses who rule drow society see drow
efits gained from having levels in any other class. paragons as tools—more skilled than other ambitious drow,

SUBRACES AND PARAGON CLASSES When deciding whether to create new paragon classes for
As a general rule, a member of a subrace can take levels in the  subraces in your game, consider how different the subrace is
standard race’s paragon class unless a specific paragon class  from the main race. For instance, the gray elf is very similar
exists for the subrace. For example, aquatic elves, gray elves, to the standard (high) elf, but both the wild elf and wood
wild elves, and wood elves may all advance as elf paragons, but  elf receive a penalty to Intelligence, suggesting that the elf
drow elves may not, because drow have a separate paragon class  paragon’s Intelligence increase at 3rd level might not be ap-
(assuming the DM uses the drow paragon class given here). If  propriate for those races. The forest gnome is very similar to
the DM wanted to further differentiate the elven subraces by the standard (rock) gnome, but the svirfneblin is so different
creating a paragon class for one or more of the subraces, those  (including a +3 level adjustment) that it probably deserves its
subraces could not then take levels of elf paragon. own paragon class.




TABLE 1-8: THE DROW PARAGON

Base Fort Ref Will
Level Attack Bonus Save Save Save  Special
1st  +0 +0 +2 +0 Improved spell-like abilities
2nd  +1 40 +3 40
3rd 42 41 43 4]

perhaps, but no more inherently valuable. This outlook chafes
against the drow paragon’s own belief that she is the elite of
her race. As a result, drow paragons are unlikely to follow re-
ligion of any kind when removed from the direct influence of
the drow priestesses.

Background: Drow paragons learn their skills just as other
drow do: by succeeding where weaker drow fail. Drow paragons
build their skills among the hidden dangers of the subterra-
nean realms and in a society where the powerful freely prey
upon the weak. Regardless of alignment or other abilities, drow
paragons are all forced at some point to make a decision about
their race’s cruel and ever-present religion. Those drow paragons
who choose to follow the tenets of the evil priestesses often rise
to become deadly lieutenants, carrying out the will of the matri-
archs. The few who reject the priestesses’ teachings must do so
quietly and covertly, biding their time until they can escape the
influence of other drow.

Races: Most drow paragons have little use for members of
the other races, viewing them only as potential prey or slaves.
Good-aligned drow paragons, however, see the merits of inter-
racial cooperation. These paragons seek out adventurers of other
races, often coming to relate more to
the societies of their adventur-
ing companions than to their
own culture.

Other Classes: Drow para-
gons see members of other
classes as tools. They value
a broad skill set in those
with whom they associate,
provided they can control the
actions of these associates when the
need arises. Drow paragons are willing
to work with anyone they can manipulate
to their own ends.

That said, drow paragons often see fighters as ideal compan-
ions because they combine great martial proficiency with physi-
cal prowess, while at the same time they are typically incapable
of matching the drow’s stealth and subtlety—ensuring that the
drow paragon can gain the upper hand whenever desired.

GAME RULE INFORMATION

Drow paragons have the following game statistics.

Abilities: Drow paragons favor fighting from ambush, mak-
ing Dexterity important for its role in sneaking and striking
with ranged weapons. Wisdom helps in detecting a potential
foe before the foe detects the drow in turn. Strength is also im-
portant due to its obvious role in melee combat.

Alignment: Any.

Hit Die: d6.

Class Skills
The drow paragon’s class skills (and the key ability for each skill)
are Climb (Str), Craft (Int), Hide (Dex), Intimidate (Cha), Jump

Improved darkvision (+30 ft.), light sensitivity
Ability boost (Dex +2)

Spells per Day
+1 level of cleric or wizard

+1 level of cleric or wizard

(Str), Knowledge (all skills, taken individually) (Int), Listen

(Wis), Move Silently (Dex), Profession (Wis), Spellcraft (Int),

Spot (Wis), Survival (Wis), and Swim (Str).
Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the drow paragon class.
Weapon and Armor Proficiency: Drow paragons are profi-
cient with all simple weapons, rapiers, longswords, and hand
crossbows, and with light armor.
Spells per Day: At 1st and 3rd level, a female drow paragon
gains new spells per day as if she had also gained alevel in cleric. A
male drow paragon instead gains new spells
per day as if he had gained a level of wizard.
The paragon does not, however, gain any
other benefit a character of that class would
have gained (bonus metamagic feats, and so on).
This essentially means that the character adds
the level of drow paragon to her level in cleric or
wizard, then determines spells per day and caster
level accordingly.
If the drow paragon is female and has no levels
in cleric, or is male and has no levels in wizard,
this class feature has no effect.
Improved Spell-Like Abil-
ities: At 1st level, a drow
paragon gains one additional
daily use of each of her innate spell-
like abilities.
Improved Darkvision (Ex): At 2nd
level, a drow paragon’s darkvision range
increases by 30 feet.
Light Sensitivity (Ex): A 2nd-level drow
paragon’s light blindness is lessened to light sensitivity. Instead
of being blinded by bright light, she is merely dazzled in bright
sunlight or within the radius of a daylight spell.
Ability Boost (Ex): At 3rd level, a drow paragon’s Dexterity
score increases by 2 points.

DWARF PARAGON

uyavpy @ 49 [

Known for their skill in warfare, their ability to withstand physi-
cal and magical punishment, and their great love of stone and
stonework, dwarves grow as strong as their mountain homes.
Dwarf paragons exemplify this strength, gaining a deeper in-
tuitive understanding of stone and stonework, building upon
their already proven toughness, and promoting the crafts and
strengths of their people whenever possible.

Dwarf paragons are doughty warriors, and powerful paragons
often take the lead in battles as well as diplomatic engagements.

Adventures: Dwarf paragons stand at the forefront of their
people, ready to defend or promote the interests of their race
through word and deed. Although they are as disparate a group
as the members of any character class, most dwarf paragons



undertake adventure freely,
as along as it does not
threaten or endanger a
dwarven community.
Characteristics:
Dwarf paragons are tough,
skilled warriors who are most
at home when deep under-
ground. Because of their mar-
tial focus, dwarf fighters
and paladins are likely
to become paragons,
although many
clerics also find
that theirrace’sin-
nate abilities and
interests blend
well with their
divine train-
ing, and they
frequently take
levels in dwarf paragon as
well. Because of their
race’s ability with
weaponsmithing and
other crafts, dwarf paragons
are likely to look down upon weapons and
gear made by members of other races.
Alignment: Dwarf paragons can be of
any alignment, but their interest in the suc-
cess of their communities and their ingrained

sense of dwarven honor ensures that many act in a lawful and
good manner. Neutral dwarf paragons are found more frequent-
ly in areas where relations with other good races have become
strained, or where the different races focus more on the interests
of their people than on morality.

Religion: Religion is an important part of many dwarven
communities, and thus dwarf paragons often exemplify this
aspect of dwarven life as they exemplify all others. Many dwarf
paragons are also clerics of dwarven deities, and the two philoso-
phies support and reinforce each other.

Background: Although many dwarf paragons grow into their
power in the hearts of strong and strident dwarven communi-
ties, some rise from areas where dwarves have been oppressed or
even defeated. Whatever their origins, dwarf paragons are tough,
determined folk who seek out specialized training and master
complex tasks to further the aims of their people. Dwarf para-
gons are often descended from heroes of older generations, and
these individuals may seek to honor their ancestors’ memory
through deeds of their own.

Races: Dwarf paragons are all dwarves, of course, and like
other racial paragons, their actions and efforts are motivated
primarily by the interests of their people. Despite their focus
on their own race’s innate abilities, they remain surprisingly
open to adventuring with members of other races. In most
cases, it is practicality that drives a paragon more than any-
thing else—once a dwarf paragon has decided on a course of
action, he uses whatever and whomever is at hand to accom-
plish the task.

Dwarf paragons, like other members of their race, consider the
building of trust and friendship a long, slow task that cannot be
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rushed. Although
it might take a

or more to earn

a dwarf para-
gon’s complete
trust, dwarf para-
gons are by no means a
suspicious lot.

Other Classes: In
general, the reactions of
a dwarf paragon are
governed more by

how an individual

or race interacts

with the dwarven

community than by

class or personal training—

but some general attitudes are

common to most dwarf

paragons. Dwarf para-

gons generally get along well

with dwarf fighters, paladins,

and clerics, although they appreciate

anyone who is willing to work in the best interests of

the dwarven people. Dwarf paragons see wizards and

sorcerers as important allies in the defense and promo-

tion of the dwarven people, but powerful spellcasters of any

kind can pose a threat to an entire community, making dwarf
paragons wary of their power.

GAME RULE INFORMATION

Dwarf paragons have the following game statistics.

Abilities: Strength is important for dwarf paragons be-
cause they often serve as defenders of their people and em-
phasize their own martial training. Constitution is important
not only to a dwarf paragon’s ability to stay on his feet in
battle, but also because physical toughness is a hallmark of
the dwarf race.

Alignment: Any.

Hit Die: d10.

Class Skills
The dwarf paragon’s class skills (and the key ability for each
skill) are Appraise (Int), Climb (Str), Craft (Int), Intimidate
(Cha), Jump (Str), Knowledge (dungeoneering) (Int), Profession
(Wis), Sense Motive (Wis), and Survival (Wis).
Skill Points at Each Level: 2 + Int modifier.

TABLE 1-9: THE DWARF PARAGON

Base Fort Ref Will

Level Attack Bonus Save Save Save Special

Ist  +1 +2 +0 +0 Craft expertise,
improved
stonecunning

2nd  +2 +3 +0 +0 Improved
darkvision (+30
ft.), save bonus

3rd  +3 +3 +1 +1  Ability boost
(Con +2)



Class Features

All of the following are class features of the dwarf paragon class.
Weapon and Armor Proficiency: Dwarf paragons are profi-
cient with all simple and martial weapons, with light, medium,
and heavy armor, and with shields (but not with tower shields).
Craft Expertise (Ex): A dwarf paragon may add his class
level as a racial bonus on all Craft checks related to stone or
metal items.

Improved Stonecunning (Ex): At 1st level, a dwarf paragon’s
racial bonus on Search checks to notice unusual stonework
increases to +4. The range at which he receives an automatic
Search check for coming near an example of unusual stone-
work increases to 20 feet. Also, he can intuit where true north
lies in relation to himself (as if he had 5 ranks in Survival)
whenever underground.

Improved Darkvision (Ex): At 2nd level, a dwarf paragon’s
darkvision range increases by 30 feet.

Save Bonus (Ex): A 2nd-level dwarf paragon’s racial bonus
on saves against poison and against spells and spell-like effects
increases by 1.

Ability Boost (Ex): At 3rd level, a dwarf paragon’s Constitu-
tion score increases by 2 points.

ELF PARAGON

Accomplished with both spell and blade, elves move through
the world at a pace removed from that of shorter-lived races.
Long-standing champions of good, the elf race is storied
beyond telling and peopled by heroes beyond counting. As
mighty as the elf race can be, it is not often that elves turn
to warfare or combat, preferring instead the paths of poetry,
dance, song, and lore. With their long life spans and many
talents, elves excel in numerous areas and classes, but a few
exemplify to an even greater degree the complex and powerful
nature of their race.

Adventures: Elf paragons retreat from the world less readily
than most elves, seeing much of the nature of the elf race in
the form and shape of the world. They enjoy travel and inter-
action with other races, learning as much about themselves in
the process as they do about those they meet. Elf paragons are
aware that voluntary isolation from other good-aligned races
poses a great danger to the elven race—although such self-
absorption lessens the pain and frustration involved in dealing
with other races, it leaves an elven community vulnerable to
stagnation and decline.

Characteristics: Elf paragons are curious, patient, and, when
roused to action, deadly. They are swift and stealthy and have
amazingly acute senses, allowing them to react far faster than
opponents might expect. Their aptitude in both stealth and
weapons makes them excellent at attacking from ambush, and
their propensity to take rogue and ranger levels in addition to
their paragon levels accentuates these strengths.

Alignment: Elf paragons can be of any alignment, but most
are neutral good. They see the world as a place of harmony, a place

TABLE 1-10: THE ELF PARAGON

Base Fort Ref Will
Level Attack Bonus Save Save Save  Special
1st +0 +0 +2 +0 Elfsight, resist enchantments
2nd  +1 +0 +3 40 Weapon Focus
3rd  +2 +1 43 +] Ability boost (Int +2)

GAME RULE INFORMATION

Class Skills

that can provide bounty to all those willing to live in peace—so
long as society is not pushed to extremes of law or anarchy.

Religion: Although elves as a whole can be as religious as
members of any other race, elf paragons rarely concentrate on
religion. Instead, they focus their attention and devotion on the
mortal members of their race.

Background: Most elf paragons come into their abilities
through a strong love of their people and the work of an influen-
tial mentor. Although this mentor may be of any class, it is often
the lorekeepers and wizards of the elf race who seek to foster
the skills of fledgling elf paragons, knowing that one young elf
turning to the path of the paragon can benefit the race for nearly
a thousand years.

Races: Elf paragons are, for the most part, open and gracious
when dealing with members of other races. Even if she secretly
looks down on shorter-lived and less gifted folk, an elf paragon
knows that other races can offer her the one thing that most
elves lack: a sense of urgency. As an elf paragon grows in power,
she becomes more and more apt to look upon members of other
races as curiosities to be studied rather than as peers—but she
remains gracious and trusting, striving to learn how the virtues
of other races might benefit the elf race.

Other Classes: Like most racial paragons, elf paragons
tend to think more in terms of relations with other races than
they do about interactions with other classes. Elf paragons
relate best to characters who revere nature or seek to live in
harmony with the world around them. They find common
philosophical ground with monks and common cause with
many paladins, but they are most comfortable around wiz-
ards, rangers, and druids. Although elves are as religious as
any other race, elf paragons often mistrust clerics’ reliance
on divine guidance, and heavily armored warriors have an
approach to combat that elf paragons sometimes have a hard
time appreciating.

Elf paragons have the following game statistics.

Abilities: Agility and physical grace are hallmarks of the elf
race, and a high Dexterity score helps an elf paragon avoid blows
in combat and make more accurate ranged attacks. Dexterity can
even (after the selection of the Weapon Finesse feat) aid in melee
combat. A high Intelligence score allows an elf paragon to access
abroader selection of skills, and a high Wisdom is important for
some of the class’s most important class skills.

Alignment: Any.

Hit Die: ds.

The elf paragon’s class skills (and the key ability for each skill)
are Climb (Str), Craft (Int), Diplomacy (Cha), Hide (Dex), Jump
(Str), Knowledge (all skills, taken individually) (Int), Listen
(Wis), Move Silently (Dex), Profession (Wis), Spellcraft (Int),
Spot (Wis), Survival (Wis), and Swim (Str).
Skill Points at Each Level: 2 + Int modifier.

Spells per Day

+1 level of wizard
+1 level of wizard



Class Features

All of the following are class features of the elf paragon class.
Weapon and Armor Proficiency: Elf paragons are proficient
with all simple weapons, rapiers, longswords, shortbows, and
longbows. Elf paragons are proficient with light armor, but not
with shields.

Spells per Day: At 2nd and 3rd level, an elf paragon gains
new spells per day as if she had also gained a level in wizard.
She does not, however, gain any other benefit a character of
that class would have gained (bonus metamagic feats, and so
on). This essentially means that she adds the level of elf para-
gon to her level in wizard, then determines spells per day and
caster level accordingly.

If an elf paragon has no levels in wizard, this class feature has
no effect.

Elfsight (Ex): An elf paragon has exceptional visual acuity. Her
racial bonus on Search and Spot checks increases to +4. In addi-
tion, an elf paragon’s low-light vision increases in range, allowing
her to see three times as far as a human in starlight, moonlight,
torchlight, and similar conditions of poor illumination.

Resist Enchantments (Ex): An elf paragon’s racial bonus on
saves against enchantment spells or effects increases by 2.
Weapon Focus (Ex): At 2nd level, an elf paragon gains Weapon
Focus as a bonus feat. This feat must apply to either the rapier,
longsword, shortsword, shortbow, longbow, composite short-
bow, or composite longbow.

Ability Boost (Ex): At 3rd level, an elf paragon’s Intelligence
score increases by 2 points.

GNOME PARAGON

Curious, intelligent, and likable, gnomes move easily through
the societies and communities of other races. They enjoy a
strong sense of loyalty to clan as well as the
« = pull of new experiences offered by adventure.
While these sometimes opposing motivations
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get some adventuring gnomes into trouble with family and
clan, gnome paragons successfully blend both aspects of
their race’s nature. They serve as an example to others of how
to promote and protect their community and clan while at
the same time constantly searching the world for new and
interesting opportunities.

Adventures: Gnome paragons adventure for the sake of dis-
covery. They are curious and social individuals who can balance
the demands of clan life with the joys of travel. Many gnome
paragons blend their love of adventure with their duties to their
clans by traveling and adventuring only during the summer
months, returning in the autumn to their homes with news and
skills learned during their travels.

Characteristics: Personable and curious, gnome paragons
get along well in most communities, and they often provide
a lively diversion wherever they go. Socially adept enough
to know when their questions are wearing thin on their
companions, gnome paragons nonetheless share their race’s
propensity for long strings of seemingly unrelated questions.
This lighthearted behavior does not make them silly or weak,
however; they are calm and likable in most situations, but detet-
mined and sometimes ruthless when protecting their friends
and communities.

Alignment: Gnome paragons are almost always good-aligned,
with an equal balance of neutrality and chaos represented
among the class.

Religion: Seldom religious themselves, gnome paragons are
curious about religion and sincerely interested in the traditions
of others. Those gnome paragons who do follow the teachings
of one deity almost always worship a deity of knowledge or
travel, the two disciplines that appeal most to the paragon’s
inquisitive nature.

Background: Gnome paragons have incredibly varied back-
grounds, much more so than the paragons of any other race ex-
cept humans. They travel unusual and individual paths toward
achieving their status as paragons, and most do so without real-
izing it. Burgeoning gnome paragons are so involved



TABLE 1-11: THE GNOME PARAGON

Base Fort Ref Will
Level Attack Bonus Save Save Save  Special
Ist  +0 +2  +0  +2
2nd  +1 +3 40 43 Mirror image
3rd 42 +3 41 43

in the nature of their race and the love of new experience that
they seldom realize they champion and demonstrate the greatest
virtues of gnomekind.

Races: Gnome paragons, like many other gnomes, prefer the
company of dwarves over that of other races—but they enjoy
social interaction with nearly any race. Gnome paragons are sin-
cerely interested in experiencing what other races have to offer,
making their company appealing to all but the most reclusive or
staid individuals. Ghome paragons are even willing to interact
with monstrous creatures, and good-aligned individuals from
normally evil races find themselves welcome in gnome com-
munities due to the efforts of gnome paragons.

Other Classes: Gnome paragons enjoy adventuring with
members of any class. They benefit greatly from fighting beside
or behind a larger, stronger melee combatant. They are adept in
social situations that many classes find taxing. And they provide
minor spellcasting support that benefits many combinations of
allies. Gnome paragons even get along well with the paragons
of other races, finding the magnified characteristics of racial
paragons both entertaining and instructive.

GAME RULE INFORMATION

Gnome paragons have the following game statistics.

Abilities: Charisma determines the effectiveness of a gnome
paragon’s limited spellcasting ability, and it is important to
the social skills in which the class excels. Dexterity can help
gnome paragons survive combat with larger, stronger foes, and
help make them more effective as ranged combatants, while
Constitution can make them more able to withstand the physi-
cal dangers of adventuring,

Alignment: Any.

Hit Die: d6.

Class Skills
The gnome paragon’s class skills (and the key ability for each
skill) are Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha),
Hide (Dex), Jump (Str), Knowledge (all skills, taken individu-
ally) (Int), Listen (Wis), Move Silently (Dex), Perform (Cha),
Profession (Wis), Spellcraft (Int), and Swim (Str).
Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the gnome paragon
class.

Weapon and Armor Proficiency: Gnome paragons are profi-
cient with all simple weapons and with light armor.

Spells per Day: At 2nd and 3rd level, a gnome paragon gains
new spells per day and spells known as if he had also gained
a level in bard. He does not, however, gain any other benefit a
character of that class would have gained (bard class features,
and so on). This essentially means that he adds the level of
gnome paragon to his level in bard, then determines spells per
day, spells known, and caster level accordingly.

Illusion aptitude, keen senses

Ability boost (Cha +2)

—_HALF-DRAGON PARAGON

Spells per Day

+1 level of bard
+1 level of bard

If a gnome paragon has no levels in bard, this class feature has
no effect.

Illusion Aptitude (Ex): A gnome paragon may add his class
level to his caster level to determine the effects of any illusion
spells he casts, including those gained as innate abilities of
the gnome race. This bonus stacks with the extra spellcasting
levels gained from the gnome paragon’s spells per day entry
(see above).

For example, a 2nd-level wizard/3rd-level gnome para-
gon’s caster level is 2nd for most wizard spells but 5th for
wizard spells of the illusion school (and 4th for his innate
spell-like abilities dancing lights, ghost sound, and prestidigi-
tation). A 3rd-level bard/2nd-level gnome paragon’s caster
level is 5th for most bard spells but 7th for bard spells of
the illusion school.

This increased caster level affects only spells that the charac-
ter can cast; it does not give him access to higher-level spells or
more spells per day.

Keen Senses (Ex): A gnhome paragon’s racial bonus on Listen
checks and Craft (alchemy) checks increases to +4.

Mirror Image (Sp): At 2nd level, a gnome paragon gains the abil-
ity to cast mirror image once per day as a spell-like ability with a
caster level equal to his gnome paragon level.

Ability Boost (Ex): At 3rd level, a gnome paragon’s Charisma
score increases by 2 points.

Half-dragons are a diverse lot. Their dragon parents differ in at-
titudes and abilities depending on their kind, and the magical
nature of dragons means that their other parent can be nearly
anything. This diversity might seem to preclude the idea of a
half-dragon paragon, but the overwhelming strength of the
dragon heritage makes such paragons possible. Half-dragon
paragons are defined in large part by the nature of their dragon
parent, making a half-gold dragon much different from a half-
red dragon—although both are gifted with extraordinary physi-
cal abilities and force of personality.

Adventures: Half-dragon paragons adventure for the obvi-
ous reasons of gaining wealth, power, or the other trappings
of worldly success. Some are motivated to adventure to gain
stature in their dragon parents’ eyes or (in the case of many
chromatic half-dragons) to gain the power necessary to pro-
tect themselves from their powerful dragon parents. Metallic
half-dragons might be motivated to adventure to fulfill some
noble quest or to undertake some journey of self-discovery,
but chromatic half-dragons typically adventure for more self-
ish reasons.

Characteristics: Half-dragons have an innate self-confidence
that borders on arrogance—or crosses that border. Many indi-
viduals, of course, manage to rein in their arrogance around
other races. Half-dragons follow the nature of their dragon
parents much more often than that of their other parent, being
kind or cruel as their dragon parent would be.
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Drow paragon

Alignment: A half-dragon paragon generally follows the
precepts and beliefs of her dragon parent, adopting the align-
ment and beliefs typical of that dragon parent’s kind. There are
those who rebel against their dragon parents and their parents’
alignments, though. Instances of this behavior are more com-
mon among chromatic half-dragon paragons—but the evil
dragons are often keen to destroy rebellious offspring. As a
result, half-dragon paragons with unexpected alignments are
rare among both metallic and chromatic varieties.

Religion: Half-dragon paragons rarely gravitate to religion;
they're simply too self-involved to study the tenets of an orga-
nized religion. Many metallic half-dragons have no trouble mak-
ing common cause with good-aligned clerics, however, and those
who multiclass as paladins find that their noble natures blend
well with the religion behind the paladin’s code. Chromatic half-
dragons, however, take a different tack, and many have benefited
from the adulation of cults of lesser creatures dedicated to the
worship of dragons. Whether they believe in their own divinity
or not, evil dragons and half-dragons have no trouble duping and
using those they see as beneath themselves.

Background: Strife and tragedy haunts chromatic half-
dragon paragons just as love and a powerful protective
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presence shelters most metallic half-dragon paragons. A
half-dragon paragon masters the skills of combat and ad-
venturing out of necessity: Chromatic half-dragons must
do so to gain some measure of protection or usefulness in
the eyes of their powerful and cruel parents, and metallic
half-dragons must do so to ensure that they do not become
a vehicle through which others can take advantage of their
noble parents.

Races: Just as it dominates many other aspects of their lives,
the innate confidence of half-dragon paragons shapes their
view of other races. Half-dragons have a grudging respect for
any who achieve greatness or prove themselves capable. But
they maintain, to one degree or another, that anything that one
can accomplish could be more easily accomplished if one were
a half-dragon.

Other Classes: Because half-dragon paragons are blessed with
substantial physical prowess, they tend to favor martial classes for
multiclass options, and they have a higher regard for those who
stand toe-to-toe with their enemies than for those who strike
from afar. Although they admit that spellcasters can indeed grow
mighty, they scoff at sorcerers, who owe their abilities to a mere
trace of dragon ancestry.



GAME RULE INFORMATION

Half-dragon paragons have the following game statistics.

Abilities: Strength is important to half-dragon paragons be-
cause of its role in combat. Charisma is important because many
half-dragon paragons also have minor sorcerous spellcasting
ability,and Wisdom and Charisma are both important for many
half-dragon paragon class skills.

Alignment: Any.

Hit Die: d12.

Class Skills

The half-dragon paragon’s class skills (and the key ability
for each skill) are Concentration (Con), Diplomacy (Cha),
Intimidate (Cha), Knowledge (all skills, taken individually)
(Int), Listen (Wis), Search (Int), Sense Motive (Wis), and
Spot (Wis).

In addition, each half-dragon paragon gains class skills based
on its parent dragon type:

Black: Hide (Dex), Move Silently (Dex), and Swim (Str).

Blue: Bluff (Cha), Hide (Dex), and Spellcraft (Int).

Brass: Bluff (Cha), Gather Information (Cha), and Survival
(Wis).

Bronze: Disguise (Cha), Survival (Wis), and Swim (Str).

Copper: Bluff (Cha), Hide (Dex), and Jump (Str).

Gold: Disguise (Cha), Heal (Wis), and Swim (Str).

Green: Bluff (Cha), Hide (Dex), and Move Silently (Dex).

Red: Appraise (Int), Bluff (Cha), and Jump (Str).

Silver: Bluff (Cha), Jump (Str), and Perform (Cha).

White: Hide (Dex), Move Silently (Dex), and Swim (Str).

Skill Points at Each Level: 4 + Int modifier.

TABLE 1-12: THE HALF-DRAGON PARAGON

Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +2 +0 +2  Sorcerous blood
2nd 42 +3  +0 +3  Natural armor
increase
3rd  +3 +3 +1 +3  Breath weapon
3/day

Class Features
All of the following are class features of the half-dragon paragon
class.

Weapon and Armor Proficiency: Half-dragon paragons gain
no proficiency with any weapons or armor.

Sorcerous Blood (Ex): A character’s half-dragon paragon lev-
els stack with sorcerer levels for purposes of determining the
caster level of arcane spells granted through sorcerer levels. For
example, a 2nd-level sorcerer/3rd-level half-dragon paragon’s
caster level is 5th for the spells she can cast as a sorcerer. This
increased caster level affects only spells that the character can
cast; it does not give her access to higher-level spells or more
spells per day.

Natural Armor Increase (Ex): At 2nd level, a half-dragon
paragon’s natural armor bonus improves by 1.

Breath Weapon (Su): At 3rd level, a half-dragon paragon can
use her innate breath weapon three times per day (but only once
every 1d4 rounds).

HALEF-ELF PARAGON

Although their mixed heritage rarely leaves half-elves embit-
tered, many can find it difficult to call any community home.
Humans and elves move through the world at very different
paces and have extremely divergent tastes and habits, and nei-
ther quite fits a half-elf’s innate preferences and attitudes. Half-
elf paragons are those half-elves who reconcile these two sides of
their nature and create an outlook that is wholly their own.

Adventures: Half-elf paragons turn to adventuring for
many reasons. Like members of any other class, many half-elf
paragons adventure out of a simple desire for wealth, fame, or
personal power. Because they are less attached to their com-
munities than any other racial paragons (except perhaps for
half-orcs), half-elf paragons rarely adventure to defend a home
or further the interests of their race as a whole—instead, they
often turn to adventuring as a means of finding their own place
in the world.

Characteristics: Half-elf paragons are a strange blend
of curiosity and introspection. Half-elf paragons share the
adaptable and inventive nature of their human parents with
the refined senses and penchant for long, careful thought of
their elf parents. Half-elf paragons are accomplished in both
combat and stealth, and one often fills the role of scout or sen-
try in an adventuring party. Although it might seem to some
that half-elf paragons lack focus, it is in a half-elf paragon’s
nature to fit her skills to the job at hand—and it is precisely
her blend of skills that makes her capable of overcoming a
wide array of challenges.

Alignment: Half-elf paragons can be of any alignment,
but most are chaotic and many are good. Freedom appeals to
half-elves—perhaps, because they seldom have firm roots in a
community, they find free choice and an open mind appealing.
Although a half-elf’s mixed ancestry is occasionally the result
of an evil act, most half-elves exhibit the better aspects of their
parent races’ natures.

Religion: Half-elf paragons tend to have extreme views on
religion. Many shy away from it, seeking clerics and other
servants of the gods only when need arises. A few gravitate
toward religion, devoting themselves to a specific deity, an
entire pantheon, or a philosophy. Such individuals find, in
religion, the sense of belonging and purpose they don't get
from their communities. Half-elf paragons who are drawn
to religion often follow a deity of travel or freedom, finding
the road and its endless challenges a compelling change from
their homes.

Background: The background of most half-elves, paragons
included, tends to be one of extremes. Either a half-elf finds
unusual acceptance and peace throughout her life, or she
finds herself faced with near-constant upheaval and turmoil.
Whatever their individual circumstances, adult half-elves rare-
ly have strong ties to a place or community, and many choose a
life of adventure and travel.

Races: Half-elf paragons are reserved in their views on other
races. They get along well with members of most races, but the
two races to which they are closest—humans and elves—are
also the two most likely to provoke strong feelings from a
half-elf paragon. Events in an individual half-elf paragon’s life
are likely to shape attitudes about one or the other of those
races—usually for ill.

Other Classes: Half-elf paragons are among the most open-
minded adventurers to be found. They value the skills of other



TABLE 1-13: THE HALF-ELF PARAGON

Base Fort ~Ref  Will
Level Attack Bonus Save Save Save Special
1st +0 +0 +2 +0
2nd +1 +0 +3 +0 Persuasion
3rd +2 +1 +3 +1

classes equally, although their elven heritage gives them a slight
preference for wizards and rangers. Because half-elf paragons
often multiclass as rogues and rangers, they share some of the
predilections of those classes, valuing less subtle companions
when battle is joined but occasionally finding them a nuisance
when stealth is called for.

GAME RULE INFORMATION

Half-elf paragons have the following game statistics.

Abilities: Equally adept at melee and ranged combat, half-
elf paragons benefit from high Strength and high Dexterity
scores. Wisdom and Charisma, because of their importance to
the half-elf paragon’s most useful class skills, are also valuable
to the class.

Alignment: Any.

Hit Die: d8.

Class Skills

The half-elf paragon’s class skills (and the key ability for each
skill) are Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha),
Hide (Dex), Jump (Str), Listen (Wis), Move Silently (Dex), Per-
form (Cha), Profession (Wis), and Swim (Str).

Skill Points at Each Level: 4 + Int modifier.

Class Features

All of the following are class features of the half-elf paragon
class.

Weapon and Armor Proficiency: Half-elf paragons are profi-
cient with all simple weapons and with light armor.

Spells per Day: At 2nd level, a half-elf paragon gains new
spells per day (and spells known, if applicable) as if she had
also gained a level in a spellcasting class she belonged to before
adding the level. She does not, however, gain any other benefit
a character of that class would have gained (bonus metamagic
or item creation feats, bard or assassin abilities, and so on). This
essentially means that she adds the level of half-elf paragon to
the level in the spellcasting class, then determines spells per day,
spells known, and caster level accordingly.

If a character had more than one spellcasting class before she
became a half-elf paragon, she must decide to which class she
adds the level of half-elf paragon. If a half-elf paragon has no
levels in a spellcasting class, this class feature has no effect.

HOUSE RULE: SKILLED HALF-ELVES

In my campaign, | wanted to make half-elves more attractive as
a character option. Thus, half-elf characters get +1 skill point
per level (or +4 skill points at Tst level) just as humans do,
thanks to their human heritage. The human bonus feat remains
unique to that race, ensuring that the human race still has an
appeal to players.

—Andrew Finch

Bonus feat, divided ancestry, elven vision

Spells per Day

+1 level of existing class

Ability boost (+2) —

Bonus Feat (Ex): At 1st level, a half-elf paragon gains a bonus
feat. The character must meet the feat’s prerequisites normally.

Divided Ancestry (Ex): Unlike other racial paragons, half-
elves can take levels in more than one racial paragon class. After
gaining at least one level as a half-elf paragon, a character can take
either elf paragon levels or human paragon levels (but not both).

Elven Vision (Ex): At 1st level, a half-elf paragon’s visual acu-
ity improves to match that of an elf’s. A half-elf paragon’s racial
bonus on Search and Spot checks increases to +2.

Persuasion (Ex): A 2nd level half-elf paragon’s racial bonus on
Diplomacy and Gather Information checks increases to +3. She
gains a +2 racial bonus on all other Charisma-based skills.

Ability Boost (Ex): At 3rd level, a half-elf paragon increases
one ability score of her choice by 2 points.

HALE-ORC PARAGON

Half-orc paragons differ from other racial paragons in that
they rarely have large populations of other half-orcs promoting
and supporting their views of their race. Rather, most half-orc
paragons find the strength to champion their heritage by over-
coming the challenges of a unique and sometimes isolating
background. Powerful warriors, half-orc paragons combine the
innate ferocity of their orc heritage with the quick thinking and
adaptability of humanity.

Adventures: Half-orc paragons adventure to see the world,
look for a home, search for fame and power, or simply wander
for wandering’s sake. With fewer connections to their race as a
whole than other racial paragons, half-orc paragons are likely to
remain active adventurers for long periods of time.

Successful half-orc paragon adventurers often attract others
of their race. These like-minded half-orcs seek acceptance in
the half-orc paragon’s community, seek to become adventuring
companions, or simply want to be followers.

Characteristics: Half-orc paragons are as mixed in outlook
as they are in ancestry. Most half-orc paragons come to identify
strongly with one or the other of their parent races, and see
themselves as the bridge between that race and other half-orcs.
Many view themselves as gifted with strength and opportuni-
ties beyond those of either of their parent races.

Alignment: Half-orc paragons, like most orcs and half-orcs,
tend toward a chaotic outlook. Some half-orc paragons give in
to bitterness caused by the difficulties they encounter in com-
munities of other races, but most look beyond that, drawing
strength of character from the inequities they face.

Religion: Half-orc paragons rarely have strong religious
views. Although they respect the obvious power of the deities
and their clerics, few half-orc paragons feel the call of a higher
power—perhaps because they sit so clearly between two numer-
ous and powerful races.

Background: Most half-orc paragons become champions of
their race because they endure unusual circumstances involv-
ing both humans and orcs. Many who are born in areas of great
conflict between the two races feel the constant pull of a mixed



heritage. Often, it is travel away from such areas that crystallizes and several half-orc paragon skills are based on Strength.
the paragon’s view of his own race, allowing him to see the value Dexterity and Constitution are valued because of their roles in
and virtue in his own abilities and outlook. combat, and a high Constitution also allows a half-orc paragon

Races: Half-orc paragons face challenges wherever they turn, to rage for longer periods of time.
for many races look on them with suspicion or view their orcish Alignment: Any, although predominantly chaotic.
parentage as a taint. Most half-orc paragons form close friend- Hit Die: d8.

ships with only a few individuals. Because it is usually difficult

for a half-orc to find friendship and trust, even among those of Class Skills

their own kind, half-orc paragons are all the more loyal to those ~ The half-orc paragon’s class skills (and the key ability for each

who do become their close friends. skill) are Climb (Str), Craft (Int), Handle Animal (Cha), Intimi-
Other Classes: Half-orc paragons understand the harsh life date (Cha), Jump (Str), Profession (Wis), Ride (Dex), Survival

and ferocity of barbarians, particularly those paragons who hail ~ (Wis), and Swim (Str).

from regions populated by barbarian tribes. Half-orc paragons Skill Points at Each Level: 4 + Int modifier.

admire classes that are proficient in battle, considering the

practiced skills of a fighter and the woods lore of the ranger TaBLE 1-14: THE HALF-ORC PARAGON

equally valid choices for a warrior. Although half-orc paragons Base Fort Ref Will

can admire the effects of powerful spells wielded by clerics, Level Attack Bonus Save Save Save Special

wizards, and other spellcasters, they often look on members of Ist +1 +2  +0 +0 Divided ancestry,
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GAME RULE INFORMATION (Str+2)

Half-orc paragons have the following game statistics.

Abilities: Strength is important to Class Features
half-orc paragons because ~ All of the following are class features of the half-orc paragon class.
of its role in combat, Weapon and Armor Proficiency: Half-orc paragons are profi-

- cient with all simple and martial
weapons, and with light armor
and medium armor.

Human
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Divided Ancestry (Ex): Unlike other racial paragons, half-
orcs can take levels in more than one racial paragon class. Af-
ter gaining at least one level as a half-orc paragon, a character
can take either orc paragon levels or human paragon levels
(but not both).

Monstrous Mien (Ex): Half-orc paragons can channel their
innate ferocity, resulting in a +4 racial bonus on Intimidate
checks.

Rage (Ex): At 2nd level, a half-orc paragon comes to under-
stand and draw upon the natural ferocity that courses through
his blood. He gains the ability to fly into a screaming blood
frenzy once per day (or one additional time per day, if he already
has a rage ability). The effect of this ability is identical with the
effect of a barbarian’s rage (see page 25 of the Player’s Handbook).
If a half-orc paragon has improved rage abilities (such as the bar-
barian class features greater rage, indomitable will, tireless rage,
or mighty rage), those improvements apply to the rage ability
granted by the half-orc paragon class as well.

Ability Boost (Ex): At 3rd level, a half-orc paragon’s Strength
score increases by 2 points.

Clever and capable, halfling paragons love travel, and they em-
body the curiosity and easygoing ways of the halfling people.
Despite their curiosity and good-natured outlook, halfling
paragons are the most capable members of their race. They are
survivors, cunning and resourceful enough to survive in a world
filled with large, dangerous creatures. When halfling paragons
travel through communities and countries populated by other
races, they are quick to make friends and often end up at the
center of traveling or adventuring groups.

Adventures: Filled with the wanderlust of the halfling race,
halfling paragons see adventuring as a natural extension of their
travels through the world. In fact, it’s unlikely that a halfling
paragon thinks of herself as being on an adventure at any time,
even in the middle of a trap-filled dungeon. For a character with
a lust for excitement and discovery, what could be a more natural
place to visit than a dungeon or ancient ruin?

Occasionally halfling paragons embody the worst of their
race’s characteristics, using their stealth abilities and their natu-
ral cunning to steal from other races—races they consider dupes
and fools.

Characteristics: Exasperated adventuring companions
claim that halfling paragons invented curiosity. With their
small size and uncanny stealth, halfling paragons can go
nearly anywhere undetected. Remaining undetected, how-
ever, is rarely any fun. Halfling paragons enjoy the benefits of
their small size, and many secretly wonder how bigger races
can ever do anything quietly.

Alignment: Most halfling paragons are chaotic good. They
love freedom, and their approach to life is in many ways carefree
and unpredictable. While most halflings tend toward neutrality
over chaos, a halfling paragon embodies the race’s curiosity and
love of travel.

Religion: Halfling paragons favor a variety of deities.
Some flit from religion to religion carelessly; they find new
ideas compelling and often investigate the tenets of one re-
ligion for a while before moving on to another. In this way,
halfling paragons amass a few scattered bits of philosophy
culled from several different religions into their own happy

amalgam. Halfling paragons who remain dedicated to one de-
ity or philosophy almost always multiclass as clerics devoted
to a god of travel.

Background: A halfling paragon learns her skills while trav-
eling with her clan. Although she may be born to a nomadic
people, even the clan’s travel eventually seems too infrequent,
the pace too slow. The wanderlust of the halfling race flows
through her, and eventually she sets off on her own, outpacing
the slow-moving wagons of her people. Many halfling para-
gons multiclass as rogues or rangers, and their skills develop
while sneaking around in large cities or stalking game through
deep wilderness.

Races: Halfling paragons travel, and they never seem to tire
of it. Because they spend so much time in the communities of
other races, they strive to get along well with everyone. They are
adept, as most halflings are, at fitting into the communities of
others, although they rarely stay long.

Halfling paragons enjoy a mixed lot of traveling companions—
too many members of just one race makes for boring company.
Although open-minded in the extreme, halfling paragons can
occasionally find dwarves too dour and serious for their tastes.
Halfling paragons particularly enjoy the company of gnomes.

Other Classes: Halfling paragons regard other classes with a
mixture of relief and frustration. They are happy to stand behind
fighters and members of other physically powerful classes when
monsters charge up to do battle, and they are grateful when a
spellcaster’s abilities help them sneak past an opponent or heal
their wounds. But few classes can match the halfling paragon’s
capability for stealth, and more often than not it is members
of those other classes that get the halfling paragon into a fight
in the first place. Halfling paragons get along best with other
stealthy characters, particularly rogues and rangers, and many
multiclass between the two classes.

GAME RULE INFORMATION

Halfling paragons have the following game statistics.

Abilities: Dexterity is important to halfling paragons because
it helps them avoid the attacks of larger foes and increases their
accuracy with thrown weapons and slings, their favorite forms
of attack. Because halfling paragons value skill and subtlety, a
high Intelligence can help them a great deal. Charisma is impor-
tant to many of the halfling paragon’s class skills.

Alignment: Any, although most favor neutrality.

Hit Die: dé.

Class Skills
The halfling paragon’s class skills (and the key ability for each
skill) are Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha),
Hide (Dex), Jump (Str), Listen (Wis), Move Silently (Dex), Per-
form (Cha), Profession (Wis), Survival (Wis), and Swim (Str).
Skill Points at Each Level: 4 + Int modifier.

TABLE 1-15: THE HALFLING PARAGON

Base Fort Ref Will

Level Attack Bonus Save Save Save Special

1st +0 +0 +2 +0  Athletic prowess,
save bonus

2nd  +1 +0 +3 +0 Thrown weapon
mastery

3rd  +2 +1  +3 41  Ability boost
(Dex +2)



Class Features

All of the following are class features of the halfling paragon
class.

Weapon and Armor Proficiency: Halfling paragons are pro-
ficient with all simple weapons and with light armor.

Athletic Prowess (Ex): At 1st level, a halfling paragon’s ra-
cial bonus on Climb, Jump, and Move Silently checks improves
to +3.

Save Bonus (Ex): A 1st-level halfling paragon’s racial bonus on
all saving throws increases by 1.

Thrown Weapon Mastery (Ex): At 2nd level, a halfling paragon
gains a +2 bonus on damage rolls when using a thrown weapon
orasling.

Ability Boost (Ex): At 3rd level, a halfling paragon’s Dexterity
score increases by 2 points.

HUMAN PARAGON

Human inventors, explorers, and others who push the boundar-
ies of knowledge and experience may become human paragons.
They turn adversity into opportunity by finding new ways to
apply their skills, discovering new techniques to solve problems,
and challenging entropy by constantly seeking out ventures
they have not yet mastered. Humans, and the paragons who rise
from among them, balance strength with agility and temper
intellect with intuition.

Adventures: Adventure occupies much of a human paragon’s
time. Whether impulsive or carefully studious, a human paragon
searches almost constantly
for the new and unex-
plored. Few, however, |
think of themselves as
pioneers or inventors.
They see themselves
as naturally curious,
deeming the intelligent |
and unusual way in
which they use their
skills to be the norm J
rather than an excep- l

tion. Curiosity and
wanderlust are easily
the two most common
motivations for under-
taking adventures, but |
human paragons may
find themselves on
adventures as a result
of a quest or some other

necessary duty.

Characteristics: Human paragons are inventiveness personi-
fied. They are adaptable and capable of using their skills in a
broad variety of situations. Perhaps because they are capable in
such a wide range of situations, human paragons tend to dislike

TABLE 1-16: THE HUMAN PARAGON

Base Fort Ref will
Level Attack Bonus Save Save Save
Tst +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +2 +1 +1 +3

repetition and crave variety. They seldom pass up a chance to
indulge in a new experience, and a new challenge is much more
likely to excite them than a lingering goal.
If human paragons have a downfall, it is that they see them-
selves capable of overcoming any challenge or inventing a solu-
tion for any problem. When asked who would be best for a task,
a human paragon almost always chooses himself—not out of
overconfidence or egotism, but because he has learned through
success after success that when backed into a corner, he’ll almost
always find a way out.
Alignment: Human paragons have few tendencies in align-
ment. Perhaps more are attracted to chaos over law, although
those who become devoted to a religion or cause seem to gravi-
tate toward lawful deities or philosophies.
Religion: Humans are as varied in their beliefs as they are
in every other aspect of their lives, and human paragons are no
exception. Many human paragons dabble in religion, learning a
bit of one doctrine, following another deity for a brief time, and
so on. Although these individuals seldom stay with one belief
system for long, they become quite well versed in religion over
time. While it's more common to find human paragons with
only these surface attachments to religion, some human para-
gons develop a passion for worship that fuses seamlessly with
their views of humanity, resulting in zealotry. In almost every
case, these human paragons follow lawful deities and multiclass
as clerics or paladins.
Background: Although there is no single common back-
ground for human paragons, many share some common char-
acteristics. They often arise

from situations in which
they have many oppor-
tunities to learn, either
from parents, an ac-
cepting community, or
even a monastery filled
with learned monks
and clerics.
Races: Human par-
agons are open and
accepting, embodying
the best aspects of
humanity’s flexibility
and tolerance. Human
paragons usually de-
light in poking gentle
fun at the foibles of
other races, finding
their extremes of be-
havior amusing. They
also find much to admire in other races, including the stoic
fortitude of the dwarves, the beauty and grace of the elves, and
the curiosity and inventiveness of the halflings. In truth, human
paragons are closer in attitude to halflings than any other race—
both suffer (or benefit) from more than a touch of wanderlust.
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Special Spells per Day
Adaptive learning —
Bonus feat +1 level of existing class

Ability boost (+2) +1 level of existing class



Other Classes: Human paragons are widely accepting of
other classes. They value the presence of fighters, rangers, and
other skilled combatants, knowing that they are more likely to
survive a battle when teamed with such characters. They also
understand the value of knowledge, and they regard spellcasters
with a bit of awe. Rogues and bards, closest in ability (if not in
spirit) to human paragons, usually have skills that overlap the
paragon’s in several areas, allowing the paragon to diversify his
learning rather than become overly specialized.

GAME RULE INFORMATION

Human paragons have the following game statistics.

Abilities: Skilled and quick to adapt, human paragons benefit
from a high Intelligence. But they are also often at the forefront
of humanity’s wars, making Strength, Dexterity, and Constitu-
tion important for their respective roles in combat.
Alignment: Any.

Hit Die: d8.

Class Skills

The human paragon can choose any ten skills as class skills.
(Knowledge skills must be selected individually.)

Skill Points at Each Level: 4 + Int modifier. (Does not include
the human’s bonus skill point at each level.)

Class Features

All of the following are class features of the human paragon.
Weapon and Armor Proficiency: Human paragons are profi-
cient with all simple weapons and with light armor. In addition,
a human paragon is proficient with any one martial weapon of
his choice.

Spells per Day: At 2nd and 3rd level, a human paragon gains
new spells per day (and spells known, if applicable) as if he had
also gained a level in a spellcasting class he belonged to before
adding the level. He does not, however, gain any other benefit
a character of that class would have gained (bonus metamagic
or item creation feats, bard or assassin abilities, and so on). This
essentially means that he adds the level of human paragon to the
level in the spellcasting class, then determines spells per day,
spells known, and caster level accordingly.

If a character had more than one spellcasting class before he
became a human paragon, he must decide to which class he adds
each level of human paragon. If a human paragon has no levels
in a spellcasting class, this class feature has no effect.

Adaptive Learning (Ex): At 1st level, a human paragon
can designate any one of his human paragon class skills as
an adaptive skill. This skill is treated as a class skill in all re-
spects for all classes that character has levels in, both current
and future. For example, if a human paragon chooses Spot as
an adaptive skill, he treats Spot as a class skill for all future
class levels he gains, even if it is not normally a class skill for
the class in question.

Bonus Feat (Ex): At 2nd level, a human paragon gains a
bonus feat. Due to the varied talents and adaptable nature of
humans, this feat can be any feat for which the human para-
gon is qualified (he is not restricted to a special list of bonus
feats). The character must meet the prerequisites for the bonus
feat normally.

Ability Boost (Ex): At 3rd level, a human paragon increases
one ability score of his choice by 2 points.

ORC PARAGON

Aggressive, brutal, and often at odds with the other humanoid
races, orcs view war and hatred as their right. They have a deep
and nearly endless enmity for elves and dwarves, having battled
both races for countless generations. Like members of other para-
gon classes, orc paragons embody the best of their race, combin-
ing the strength and confidence of their people with intelligent
observation and a willingness to temper risk with calculation.

Adventures: Orcs undertake adventures for many reasons,
although most do so to gain wealth or power. For orcs, “adventut-
ing” often means raiding the cities and towns of other human-
oid races, rather than exploring lost tombs or slaying powerful
monsters. Despite this tendency, orcs can occasionally be found
accompanying small groups of adventurers on quests of great
significance. Some find their own culture stifling, and wish
to rise above its cruel savagery, while others seek to learn the
fighting techniques of other races to grow mighty themselves,
hoping to become a champion of the orc race.

Characteristics: Mean and foul-tempered, orcs have many
characteristics that other humanoid races find offensive or repul-
sive. Most orcs are savage and cruel. Orc paragons, however, tem-
per this behavior with keener powers of observation and a slightly
more tolerant view of other races and cultures. Orc paragons are
much more curious than other members of their race, and many
come to see learning as the key to advancing the orc cause.

Alignment: Orc paragons are nearly always chaotic, but a
rare few see a greater future for orcs as a race if they can become
more orderly and organized. These orc paragons, arguably the
most forward-thinking members of their warlike race, favor
neutral alignments.

Religion: Although orcs as a race tend to follow the teachings
of brutal and savage deities or worship powerful evil creatures,
orc paragons are seldom deeply religious. Those who rise to
leadership positions in their tribes don’t hesitate to use religious
beliefs as a tool to shape the tribe members to their desired ends,
but they rarely possess strong beliefs themselves. The exceptions
to this general statement can be extremely dangerous, however,
and sometimes raise great hosts in the name of some powerful
orc god.

Background: Orc paragons gain their skills in the crucible
that is orc culture. They prove their strength by defeating lesser
members of their tribes and often earn leadership positions
within their culture. Nearly all orc paragons eventually seek
knowledge and skills from cultures beyond their own, striving
to bring more potent forms of combat and more sophisticated
knowledge back to their tribes.

Races: Orc paragons, like other orcs, hate and detest elves
and dwarves above all other races. Orcs rarely view other races
as anything more than potential prey for their raids and wars,
but when necessary, orc paragons can suppress their aggressive
nature and get along with other races.

Other Classes: Orc paragons respect those with strength and
physical power, especially barbarians and fighters. Rangers are
more often opponents of orc paragons than allies, but even so
the two classes share a grudging respect for each other’s skills
and martial proficiency. Orc paragons care little for arcane spell-
casters, but quickly learn to value powerful wizards and sorcer-
ers capable of taking down multiple foes with a single spell.

GAME RULE INFORMATION

Orc paragons have the following game statistics.
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Abilities: Strength is important to orc paragons
because of its role in combat, and several orc paragon
skills are based on Strength. Dexterity and Constitution
are also important to an orc paragon’s capability for combat.
Alignment: Any.

Hit Die: d10.

Class Skills
The orc paragon’s class skills (and the key ability for each skill)
are Climb (Str), Craft (Int), Intimidate (Cha), Jump (Str), Listen
(Wis), Spot (Wis), Survival (Wis), and Swim (Str).
Skill Points at Each Level: 2 + Int modifier.

TABLE 1-17: THE ORC PARAGON

Base Fort Ref Will

Level Attack Bonus Save Save Save Special

Ist  +1 +2 +0 +0 Improved
darkvision (+30
ft.), no light
sensitivity

2nd  +2 +3  +0 +0  Elfslayer

3rd  +3 +3 41 +1  Ability boost
(Str +2)

Class Features
All of the following are class features of the orc paragon class.

Weapon and Armor Proficiency: Orc paragons are profi-
cient with all simple and martial weapons and with light and
medium armor.

Improved Darkvision (Ex): At 1st level, an orc paragon’s
darkvision range increases by 30 feet.

No Light Sensitivity: An orc paragon loses his race’s light
sensitivity at 1st level.

Elf Slayer (Ex): A 2nd-level orc paragon learns to channel his
hatred of the elven race. He gains a +2 bonus on weapon damage
rolls against elves.

Ability Boost (Ex): At 3rd level, an orc paragon’s Strength
score increases by 2 points.

Orc paragon

TIEFLING PARAGON

Tieflings are humans with traces of fiendish ancestry. Although
tieflings are not as powerful or as potent as full-fledged half-
fiends, their touch of fiendish blood does grant them significant
bonuses to their physical and mental abilities as well as some
minor resistances and spell-like abilities. Although a few tief-
lings manage to overcome their ancestry and remain good and
trustworthy individuals, most tieflings follow the dark urges
tugging at them, becoming selfish, cruel, and evil as they mature.
Tiefling paragons, both good and evil, are those who most suc-
cessfully come to terms with their family’s history. The good ones
see themselves as rising above their ancestry, while the evil ones
embrace its power.

Adventures: Tiefling paragons undertake adventures for the
usual reasons of gaining wealth, prestige, or power. BEvil tief-
lings, in particular, adventure to fulfill selfish desires—to gain
powerful magic or find lost knowledge that will give them an
advantage in some conflict. Good tiefling paragons typically
adventure to prove their worth to a community, to stick with
the few close companions they have managed to find, or simply
to get away from the press of civilization.

Characteristics: Tiefling paragons are stealthy, deceptive, and
often selfish. Trusted by few, they in turn trust no one, know-
ing that, no matter their behavior, they'll likely be suspected of
wrongdoing as soon as any problem arises in the community.
Because of such hard lessons in dealing with other races, tiefling
paragons are suspicious of kindness and almost never trust that
a member of another race will remain loyal or friendly once the
tiefling’s ancestry is known. Many tiefling paragons, even those
who aren’t truly evil, have an appetite for cruelty that is difficult
to suppress.

Alignment: Almost all tiefling paragons are evil. Those that
are not must constantly struggle against thoughts of violence
and corruption, seldom knowing the peace that many other
good-aligned creatures take for granted.

Religion: Most tiefling paragons steer clear of religion, know-
ing that many followers of good deities see it as their duty to
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expose or attack tieflings. Evil tiefling paragons involved with
evil cults (typically dedicated to powerful fiends of some kind)
are an exception.

Background: Tiefling paragons learn their skills while slip-
ping quietly through the societies of other races. They frequent-
ly multiclass as rogues, and often have similar backgrounds. A
lucky few tiefling paragons have mentors and opportunities to
learn in comfortable environments, but the vast majority must
overcome the prejudices of those who fear the tiefling’s ancestry,
learning their skills among criminals and in back alleys.
Tiefling paragons do not see themselves as fellows or cham-
pions of their race. Instead, if evil, they see themselves as cham-
pions of evil and representatives of their fiendish forefathers.
Good tiefling paragons seek to absolve themselves of the reputa-
tion imposed upon them by their ancestry.

Races: Tiefling paragons have widely differing attitudes about
the humanoid races, depending on alignment and their experi-
ences in the communities of different races. Although they can
get along in many societies, tiefling paragons prefer large hu-
man cities, where it's generally easier to conceal their ancestry.
Tiefling paragons rarely have time for dwarves, mostly because
dwarves are likely to be suspicious and critical of the tiefling’s
presence. Conversely, they empathize with the prejudice and
difficulties that half-orcs face in many civilized communities
and can form friendships based on this shared perspective.
Other Classes: Tiefling paragons are happy to work with
members of other classes, provided that the tiefling can ma-
nipulate events to her own ends, make off with choice treasure
at opportune moments, or gather information for later use. Evil
tieflings, naturally, avoid the company of paladins, but those
tieflings who have dedicated themselves to good actually prefer
the company of holy warriors, knowing that a paladin’s word
will go a long way toward assuring others that the tiefling can
be trusted.

GAME RULE INFORMATION

Tiefling paragons have the following game statistics.

Abilities: Because they tend to favor light armor, agile com-
bat styles, and stealth whenever possible, Dexterity is extremely
important to tiefling paragons. A high Intelligence grants the
tiefling paragon access to more skills at each level, and a high

PARAGON CLASSES IN YOUR GAME

Like many of the variants in this book, racial paragons can be a
powerful tool for shaping a campaign world or play experience.
Including racial paragons in a campaign is as easy as allowing
players to advance in the classes or designing NPCs with class
levels from the appropriate paragon class. However, this variant
can be more than just another long list of possible classes. By
allowing different subsets of the racial paragon classes to be
present in your game, you can shape which races are the most
influential or numerous in the campaign.

For example, in a setting in which elves and dwarves have
all but died out, the traditions of their racial paragon classes
might have been lost. In the same campaign, however, humans,
half-orcs, and halflings all thrive, and powerful NPCs of these
races might frequently have a level or two in the appropriate
paragon class.

Constitution helps compensate for the Hit Die lost because
of the tiefling’s level adjustment. Although tieflings take a
racial penalty to Charisma, a good score in this ability can
help those tiefling paragons who wish to conceal their nature
from others and gain acceptance whenever their true nature
becomes known.

Alignment: Any.

Hit Die: d8s.

Class Skills
The tiefling paragon’s class skills (and the key ability for each
skill) are Bluff (Cha), Craft (Int), Disguise (Cha), Hide (Dex),
Knowledge (the planes) (Int), Listen (Wis), Move Silently (Dex),
Profession (Wis), Sleight of Hand (Dex), and Spot (Wis).
Skill Points at Each Level: 4 + Int modifier.

TABLE 1-18: THE TIEFLING PARAGON

Base Fort Ref Will

Level Attack Bonus Save Save Save Special

1st  +0 +2  +2 +2  Improved
resistance

2nd  +1 +3 43 +3  Darkness,
skill bonus

3rd  +2 +3  +3 +3  Ability boost
(Dex +2)

Class Features
All of the following are class features of the tiefling paragon class.

Weapon and Armor Proficiency: Tiefling paragons are profi-
cient with all simple weapons and with light armor.

Improved Resistance (Ex): At 1st level, one of a tiefling
paragon’s natural resistances to energy (fire, cold, or electricity)
improves from 5 to 10. The character can choose which of her
three resistances improves, but once she makes this choice it can
never be altered.

Darkness (Sp): At 2nd level, a tiefling paragon can use her dark-
ness spell-like ability three times per day.

Skill Bonus (Ex): A 2nd-level tiefling paragon’s racial bonus
on Bluff and Hide checks improves to +4.

Ability Boost (Ex): At 3rd level, a tiefling paragon’s Dexterity
score increases by 2 points.

Furthermore, the prevalence of racial paragons can reflect the
importance of racial issues. In campaigns where tensions run
high between the civilized races, each race is more likely to have
a large number of racial paragons among its members. As the
cause of expanding humanity’s borders into the wilderness be-
comes more and more important to the race, more human para-
gons come to the fore—while halflings in the same campaign,
content and secure with their lot in life, turn to other classes and
pursuits less tied to the goals of their race.

You might choose to create your own racial paragon classes.
When creating a racial paragon class for a race with a level
adjustment of +1 or higher (such as drow or half-dragon), it's
acceptable for the class to be a little better than a paragon class
for a race with a level adjustment of +0. In general, the benefits
of a race with a level adjustment tend to decrease in value as the
character gains levels, and an above-average paragon class can
help that race maintain its edge.
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s important as your character’s race is, it's (usually) a one-

time choice made at the beginning of your character’s
career. Your selection of class levels, on the other hand,
is a recurring decision that is shaped both by personal
preference and the realities of the campaign world.

The eleven character classes in the Player’s Handbook cover
many of the basic fantasy archetypes, from the raging warrior
to the crafty wizard ard. But the number of character roles
imaginable is essentially infinite, and even when factoring in
all the prestige class choices available, you may not be able to
find the combination of class features that perfectly captures
your mental image of your character.

This chapter presents a wide variety of options that allow
you to tweak the existing character classes without com-
pletely scrapping them and starting from scratch. Whether
they involve swapping out one class feature for another or
trying a new twist on an old favorite, these variants allow the
players and DM to retain the familiarity of existing classes
while exploring worlds of difference.

With your DM’s permission, you can use any one of these
variant classes in place of the standard class of the same
name. Depending on the campaign world, variant classes
may exist side by side with standard classes, or they may
replace standard classes entirely. For instance, the DM may
decide that all monks must choose a fighting style that re-
flects their original training, or that all barbarians must
choose a totem.

For those who prefer a less specialized approach to char-
acter building, the chapter also includes a trio of “generic”

classes that allow players the ability to custom-craft their
character’s unique identity.

Throughout this chapter, the term ‘character class” is
used to refer to any class that may be taken by a 1st-level
starting character. This includes the eleven classes that
appear in Chapter 3 of the Player’s Handbook, as well as any
similar class in other products.

VARIANT CHARACTER
CLASSES
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This section presents sixteen variant versions of the
character classes in the Player’s Handbook, along with
several additional variants created by swapping one or
more class features for features of other classes.

Bach fully detailed variant has entries for one or
more of the following topics. If an entry does not
appear, use the material for the class as presented in
the Player’s Handbook.

Alignment: Changes to the class’s alignment
restrictions.

Hit Die: Changes to the class’s Hit Die.

Base Attack Bonus: If the class uses a different
base attack bonus, this entry gives the column to
use (good, average, or poor).

Base Save Bonuses: If the class has a different mix of
good and poor saves, this entry gives the appropriate
column for each save. 1



Class Skills: Additions or subtractions from the class skill list,
and/or changes in the number of skill points gained per level.
Class Features: Changes, additions, or subtractions to the
class’s special features, including spellcasting.

BARBARIAN VARIANT:
TOTEM BARBARIAN

In a barbarian-heavy campaign, you can increase the variation
between barbarian characters if each barbarian tribe dedicates
itself to a different totem creature, such as the bear or the jaguar.
The choice of a totem must be taken at 1st level, and cannot be
changed later except under extreme circumstances (such as the
barbarian being adopted by another tribe).

If you use this variant, the barbarian loses one or more of
the following standard class features: fast movement, uncanny
dodge, trap sense, and improved uncanny dodge. In place of
these abilities, the barbarian gains class features as determined
by his totem. All totems do not necessarily grant abilities at the
same levels, nor do they all grant the same number of abilities.
These class features are extraordinary abilities unless other-
wise indicated.

The list of totems discussed here is by no means exhaustive.
If you prefer to use other totems, you can either substitute the
totem name for that of a similar creature (such as changing the
Lion Totem to the Tiger Totem) or create a new set of totem abili-
ties, using the information here as a guide.

Ape Totem Class Features

A barbarian dedicated to the ape totem does not gain the stan-
dard fast movement, uncanny dodge, trap sense, and improved
uncanny dodge barbarian class features, and instead gains the
following abilities.

* At 1st level, an ape-totem barbarian gains a climb speed equal
to one-half his base land speed (round down to the nearest 5-
foot interval). For instance, a human, elf, half-elf, or half-orc
ape-totem barbarian has a climb speed of 15 feet, while a dwarf,
gnome, or halfling ape-totem barbarian has a climb speed of 10
feet. See Movement Modes, page 311 of the Monster Manual for
more information on creatures with a climb speed.

At 2nd level, an ape-totem barbarian gains a +2 bonus on
Intimidate checks.

A 3rd level ape-totem barbarian gains Power Attack as a
bonus feat.

At 5th level, an ape-totem barbarian’s climb speed equals his
base land speed.

MULTICLASSING AND VARIANT CLASSES

Multiclassing between variants of the same class is a tricky
subject, and the DM has to make rulings based on what is
appropriate for his campaign. In cases where a single class
offers a variety of paths (such as the totem barbarian or the
monk fighting styles), the easiest solution is simply to bar multi-
classing between different versions of the same class (just as
a character can’t multiclass between different versions of spe-
cialist wizards). For variants that are wholly separate from the
character class—such as the bardic sage or the urban ranger—
multiclassing, even into multiple variants of the same class, is
probably okay. Identical class features should stack if gained

Bear Totem Class Features

A barbarian dedicated to the bear totem does not gain the stan-

dard fast movement, uncanny dodge, trap sense, and improved

uncanny dodge barbarian class features, and instead gains the

following abilities.

* A tst-level bear-totem barbarian gains Toughness as a bonus feat.

 At2ndlevel, abear-totem barbarian gains Improved Grapple as
a bonus feat, even if he doesn’t meet the normal prerequisites.

* A 3rd-level bear-totem barbarian gains Great Fortitude as a
bonus feat.

* Beginning at 5th level, a bear-totem barbarian gains a +4 bo-
nus on grapple checks when raging.

Boar Totem Class Features

A barbarian dedicated to the boar totem does not gain the stan-

dard fast movement, uncanny dodge, trap sense, and improved

uncanny dodge barbarian class features, and instead gains the
following abilities.

¢ When raging, a 1st-level boar-totem barbarian is treated as
having the Diehard feat, even if he doesn’t meet the normal
prerequisites.

¢ At 3rd level and higher, a boar-totem barbarian’s rage lasts for
2 rounds longer than normal.

* Beginning at 7th level, a boar-totem barbarian’s damage re-
duction is 1 point higher than the normal value. Thus, at 7th
level, a boar-totem barbarian’s damage reduction is 2/—, and it
rises by 1 point every three levels thereafter.

Dragon Totem Class Features

A barbarian dedicated to the dragon totem does not gain the

standard fast movement, uncanny dodge, trap sense, and im-

proved uncanny dodge barbarian class features, and instead

gains the following abilities.

* A tst-level dragon-totem barbarian gains Blind-Fight as a
bonus feat.

At 2nd level, a dragon-totem barbarian gains a +2 bonus on
saves against paralysis and sleep effects.

* At 5thlevel, a dragon-totem barbarian gains the frightful pres-
ence ability (see page 309 of the Monster Manual). The save DC
is equal to 10 + 1/2 barbarian level + barbarian’s Cha modifier.

Eagle Totem Class Features
A barbarian dedicated to the eagle totem does not gain the stan-
dard fast movement and trap sense barbarian class features, and
instead gains the following abilities.

from multiple versions of the same class (except for spellcasting,
which is always separate).

In any case, only the first version of a favored class is treated
as favored; a halfling rogue/wizard who later begins gaining
levels in the wilderness rogue variant class can't treat both the
rogue and wilderness rogue classes as favored, only the class
gained first (in this case, rogue). Under no circumstances does
spellcasting ability from multiple classes (even variants of the
same class) stack. A character with levels of bard and levels of
bardic sage has two separate caster levels and two separate sets
of spells per day, even though the classes are very similar.



 At1stlevel, an eagle-totem barbarian’s keen vision grants him
a +2 bonus on Spot checks.

* An eagle-totem barbarian gains Lightning Reflexes as a bonus
feat at 3rd level.

Horse Totem Class Features

A barbarian dedicated to the horse totem does not gain the stan-

dard uncanny dodge, trap sense, and improved uncanny dodge

barbarian class features, and instead gains the following abilities.

¢ At 2nd level, a horse-totem barbarian gains Run as a bonus feat.

* A3rd-level horse-totem barbarian gains a +2 bonus on Handle
Animal checks made with regard to horses and a +2 bonus on
Ride checks made to ride a horse.

« At 5th level, a horse-totem barbarian gains Endurance as
a bonus feat.

Jaguar Totem Class Features
A barbarian dedicated to the jaguar totem represents the “stan-
dard” barbarian and gains the barbarian class features as de-
scribed in the Player's Handbook.

Lion Totem Class Features

A barbarian dedicated to the lion totem does not gain the

standard fast movement, uncanny dodge, and improved un-

canny dodge barbarian class features, and instead gains the

following abilities.

* At 1st level, a lion-totem barbarian gains Run as a bonus feat.

* A 2nd-level lion-totem barbarian gains a +2 bonus on Hide
checks.

* A 5th-level lion-totem barbarian gains a +2 bonus on damage
rolls whenever he charges.

Serpent Totem Class Features
A barbarian dedicated to the serpent totem does not gain
the standard fast movement, uncanny dodge, trap sense,
and improved uncanny
dodge barbarian
class features, and
instead gains the
following

abilities.

Eagle and bear
totem barbarians

* At 1st level, a serpent-totem barbarian gains a +2 bonus on
Fortitude saves against poison.
* A 2nd-level serpent-totem barbarian gains a +2 bonus on
Move Silently checks.
* At 3rd level, a serpent-totem barbarian gains Improved Grapple
as a bonus feat, even if he doesn’t meet the normal prerequisites.
* A serpent-totem barbarian gains Improved Initiative as a
bonus feat at 5th level.

Wolf Totem Class Features
A barbarian dedicated to the wolf totem does not gain the stan-
dard uncanny dodge, trap sense, and improved uncanny dodge
barbarian class features, and instead gains the following abilities.
* A 2nd-level wolf-totem barbarian gains Improved Trip as a

bonus feat, even if he doesn’t meet the normal prerequisites.
* A 5th-level wolf-totem barbarian gains Track as a bonus feat.

BARD VARIANT: BARDIC SAGE

The bardic sage focuses his efforts on learning, research, and the
power of knowledge.

Alignment: The bardic sage must be neutral good, neutral,
or neutral evil. The true pursuit of knowledge cares little for
ethical extremes. A bardic sage who becomes chaotic or lawful
cannot progress in levels as a bardic sage, though he retains all
his bardic sage abilities.

Base Save Bonuses: The bardic sage has good Will saves, but
has poor Fortitude and Reflex saves.

Class Features
The bardic sage has all the standard bard class features, except
as noted below.

Spellcasting: A bardic sage learns and casts spells as a normal
bard, with a few exceptions. In addition to the normal number

_ of spells known, a bardic sage knows one divination spell of

&, each spell level he is capable of casting. For example, a 1st-

level bardic sage knows four 0-level bard spells plus one

w. O-level bard spell of the divination school (such as detect

3 magic, know direction, or read magic). The bardic sage’s

number of spells per day does not change.

To learn or cast a spell, a bardic sage must have
an Intelligence score (not Charisma score)

. equal to at least 10 + the spell level. All other

spellcasting factors, including bonus spells
and save DCs, are still determined using the
bardic sage’s Charisma score.
Add the following spells to the bardic
sage’s class spell list: 1st—detect chaos/evil/
good/law; 2nd—zone of truth; 3rd—arcane

Y sight; 4th—analyze dweomer (lowered

| .

from 6th), sending; Sth—contact other
plane, greater scrying (lowered from 6th);
6th—true seeing, vision.
Bardic Knowledge: A bardic

= sage gains a +2 bonus on all bardic
knowledge checks.

Bardic Music: A bardic sage’s powers of

inspiration are not as persistent as those of

a traditional bard. His ability to inspire courage, inspire
greatness, or inspire heroics lasts only 3 rounds after the ally
can no longer hear the bardic sage sing, rather than the normal

5 rounds.

qovoy @ 49 Snyl]



BARD VARIANT: DIVINE BARD

Not all bards are arcanists; some derive their special powers
from a divine tradition. In many primitive cultures, the divine
bard takes the place of the cleric or the adept as the guide of the
people’s religious beliefs.

Class Features

The divine bard has all the standard bard class features, except
as noted below.

Spellcasting: A divine bard learns and casts spells as a normal
bard, with some minor exceptions. A divine bard’s spells are di-
vine spells, not arcane spells.

To learn or cast a spell, a divine bard must have a Wisdom score
(not Charisma score) equal to at least 10 + the spell level. All other
spellcasting factors, including bonus spells and save DCs, are still
determined using the bardic sage’s Charisma score.

Like druids, paladins, and rangers, divine bards need not des-
ignate a specific deity as the source of their spells. However, a di-
vine bard can't cast spells of an alignment that doesn’t match his.
Thus, divine bards cannot cast lawful spells (since bards can’t
be lawful). Neutral divine bards can’t cast any spells associated
with an alignment (and are thus relatively rare).

Add the following spells to the divine bard’s class spell list:
0—create water, cure minor wounds; 1st—detect evil/good/law, pro-
tection from evil/good/law; 2nd—consecrate, desecrate, gentle repose;
3rd—magic circle against evil/good/law, prayer; 4th—remove disease,
speak with dead, sending; sth—divination, restoration; 6th——commune,
hallow, unhallow, raise dead.

BARD VARIANT: SAVAGE BARD

The savage bard is a warrior at heart, though his arcane powers
strike fear into the enemies of his tribe. Savage bards often multi- 4
class as barbarians to improve their combat prowess. o
Alignment: A savage bard must be chaotic in align-
ment. A savage bard who becomes nonchaotic cannot
progress in levels as a bard, though he retains all his
bard abilities.

Base Save Bonuses: A savage bard has good
Fortitude and Will saves, but has poor Reflex
saves. i
Class Skills: A savage bard loses |
Decipher Script and Speak Language " e
as class skills. He adds Survival to

his list of class skills.
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Class Features
The savage bard has all the standard bard class
features, except as noted below.

Illiteracy: A savage bard isilliterate, justas

a barbarian is. An illiterate savage
bard cannot use or scribe scrolls.
Spellcasting: Remove the fol-
lowing spells from the sav-
age bard’s class spell list:
calm emotions, compre-
hend languages, detect
secret doors, erase,
prestidigitation, read
magic, sepia snake si-
gil, summon monster

(I through VI).
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Add the following spells to the savage bard’s class spell list:
1st—calm animals, detect snares and pits, endure elements, summon
nature’s ally I; 2nd—bull’s strength, pass without trace, summon nature’s
ally 11; 3rd—snare, summon nature’s ally I1T; 4th—insect plague, sum-
mon nature’s ally 1V; sth—commune with nature, summon nature’s ally
V; 6th——cvreeping doom, reincarnate, summon nature’s ally VI.

CLERIC VARIANT:
CLOISTERED CLERIC

The cloistered cleric spends more time than other clerics in
study and prayer and less in martial training. He gives up some
of the cleric’s combat prowess in exchange for greater skill ac-
cess and a wider range of spells devoted to knowledge (and the
protection of knowledge).

Most cloistered clerics are nonchaotic, since they believe that
a disciplined lifestyle lends itself better to learning.

Hit Die: The cloistered cleric uses a dé for his Hit Die (and has
hit points at 1st level equal to 6 + Con modifier).

Base Attack Bonus: The cloistered cleric’s lack of martial
training means that he uses the poor base attack bonus.

Class Skills: The cloistered cleric’s class skill list includes
Decipher Script, Speak Language, and all Knowledge skills
(from the Knowledge domain, see below). The cloistered cleric
gains skill points per level equal to 6 + Int modifier (and has this
number X4 at 1st level).

Class Features

The cloistered cleric has all the standard cleric class features,

except as noted below.
Weapon and Armor Proficiency: Cloistered clerics are proficient

with simple weapons and with light armor.

Lore (Ex): Thanks to long hours of study, a cloistered cleric has
5 a wide range of
= !." i stray knowl-
edge. This ability
is identical to the
bard’s bardic knowl-

edge class feature, using

Savage bard

- £ s . the cloistered cleric’s class

level in place of the bard level.
Deity, Domains, and Do-
main Spells: Most cloistered
clerics worship deities associ-
r p ated with knowledge and learning,
" g including (but not necessarily limited to)
Boccob, Vecna, and Wee Jas. Other deities
who might have cloistered clerics among
their clergy include Corellon Larethian, Mora-
din, Pelor, and Yondalla.
In addition to any domains selected from
his deity’s list, a cloistered cleric automati-
cally gains Knowledge as a bonus domain
(even if Knowledge is not normally avail-
able to clerics of that deity). He gains the
Knowledge domain granted power and may se-
lect his bonus domain spell from the Knowledge
domain or from one of his two regular domains.
Spellcasting: Add the following spells
to the cloistered cleric’s
class spell list:
0—message;

- \
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Class Features

Class Features

1st—erase, identify, unseen servant; 2nd—fox’s cunning; 3rd—illusory
script, secret page, tongues (reduced from 4th level); 4th—detect scry-
ing; 6th—analyze dweomer; 7th—sequester; 9th—uvision.

DRUID VARIANT:
DRUIDIC AVENGER

The druidic avenger channels her inner fury to wreak ven-
geance upon those who injure the natural world. This comes at
aprice, however, since the avenger must give up some of her own
sensitivity to nature.

Class Skills: Add Intimidate to the avenger’s list of
class skills. Eliminate Diplomacy from the avenger’s list

of class skills.

The druidic avenger has all the standard druid class
features, except as noted below.
Animal Companion: An avenger does not gain the
service of an animal companion.
Fast Movement (Ex): A druidic avenger’s base land speed
is faster than the norm for her race by 10 feet. This ability is *
identical to the barbarian ability of the same name.
Rage (Ex): An avenger can enter a furious rage, identical to
that of a barbarian. An avenger can use this ability once per day
at 1st level, and one additional time per day for every five levels
above 1st.
An avenger does not gain the greater rage, indomitable will,
or mighty rage abilities.
Spontaneous Casting: An avenger cannot channel stored
spell energy into summoning spells.
Tireless Rage (Ex): At 17th level and higher, an avenger no
longer becomes fatigued at the end of her rage.
Wild Empathy: A druidic avenger takes a —4 penalty on
wild empathy checks.

FIGHTER VARIANT: THUG

The thug is a street fighter, a survivor who learns to mix brute
force with a bit of craftiness. He has most of the fighter'’s
strengths, along with some additional skills to help keep him
alive on the mean streets. Despite the name, not all thugs are mere
hooligans—many are crafty veterans who use their knowledge of
the streets to gain an advantage against their opponents.

Most thugs are nonlawful, though sometimes gangs of
thugs with a lawful streak band together.

Class Skills: Add the following skills to the fighter's __
class skill list: Bluff, Gather Information, Knowledge -
(local), and Sleight of Hand. The thug gains skill
points per level equal to 4 + Int modifier (and
has this number x4 at 1st level). \
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The thug has all the standard fighter class ~ »

features, except as noted below. i
Weapon and Armor Proficiency: -

Thugs are proficient with all ‘5'-

simple and martial weapons == ¥

and with light armor. &

Bonus Feats: A thug doesn't gain the
normal fighter bonus feat at 1st level. Also,
add Urban Tracking (see the sidebar later in this chapter) to the
list of fighter bonus feats available to the thug.



MONK VARIANT: FIGHTING STYLES

In literature and lore, the combat styles and aptitudes of a monk
depend greatly on where (or by whom) she was trained. The
monk in the Player’s Handbook, however, presents only a relatively
limited variety of options to personalize your monk.

A 1st-level monk (regardless of character level) may select one
of the fighting styles described below. By selecting one of these
fighting styles, she dictates which bonus feats she gains at 1st,
2nd, and 6th level (when a monk normally gains one of two bo-
nus feats, as given in the Player's Handbook). In addition, at 1st level
she gets a +2 bonus on checks involving a skill of her selection (in
exchange for the freedom of choice she gives up by preselecting
her bonus feats). Finally, she gains a bonus ability at 6th level if
she has met the listed prerequisites by that time. If the character
hasn’t yet met the prerequisites, she doesn’t gain the bonus abil-
ity, even if she meets the prerequisites at some later time.

These fighting styles serve avariety of purposes in a campaign.
Bach one might symbolize a different monastery, creating a ri-
valry (friendly or unfriendly) between their students. Perhaps a
specific master teaches each style only to a few select students,
meaning that a monk must prove herself worthy before pursu-
ing the training. Or maybe each monk simply chooses her own
way in life, styling herself after great martial artists of the past.

A monk can abandon her fighting style by selecting a differ-
ent bonus feat at 2nd or 6th level; however, if she does so, she
loses the bonus on skill checks gained at 1st level and never
gains the bonus ability of the fighting style (even if she meets
the prerequisites).

Cobra Strike

Monks of the Cobra Strike School specialize in agility and
defense. By making herself hard to pin down, the Cobra Strike
monk forces the enemy to fight on her terms.

1st-Level Skill Bonus: Escape Artist.

1st-Level Feat: Dodge.

2nd-Level Feat: Mobility.

6th-Level Feat: Spring Attack.

6th-Level Bonus Ability: The dodge bonus to Armor Class
granted by your Dodge feat increases to +2. Prerequisites: Balance
4 ranks, Escape Artist 9 ranks.

Denying Stance

The Denying Stance monk seeks to neutralize the opponent’s
maneuvers, thwarting him at every turn until he becomes so
frustrated that he makes a crucial error.

tst-Level Skill Bonus: Tumble.

1st-Level Feat: Improved Grapple.

2nd-Level Feat: Combat Reflexes.

6th-Level Feat: Improved Disarm.

6th-Level Bonus Ability: When fighting defensively or us-
ing the Combat Expertise feat, you gain a +2 bonus on grapple
checks and disarm attempts. Prerequisites: Tumble 9 ranks, Com-
bat Expertise.

Hand and Foot

Students of the Hand and Foot style learn to use their append-
ages for both offense and defense.

1st-Level Skill Bonus: Balance.

1st-Level Feat: Stunning Fist.

2nd-Level Feat: Deflect Arrows.

6th-Level Feat: Improved Trip.

6th-Level Bonus Ability: You gain a +2 bonus on attacks of
opportunity made against an opponent attempting to bull rush
or trip you, and a +4 bonus on Dexterity or Strength checks to
avoid being tripped or bull rushed. Prerequisites: Balance 9 ranks,
Tumble 4 ranks.

Invisible Eye

Monks of the Invisible Eye rely on their senses, particularly
hearing, to aid them in combat.

1st-Level Skill Bonus: Listen.

tst-Level Feat: Combat Reflexes.

2nd-Level Feat: Lightning Reflexes.

6th-Level Feat: Blind-Fight.

6th-Level Bonus Ability: When unarmed and fighting defen-
sively, using Combat Expertise, or using the total defense action,
increase the dodge bonus to Armor Class that you gain from us-
ing that tactic by 1. Prerequisites: Listen 9 ranks, Agile.

Overwhelming Attack

A monk trained in the Overwhelming Attack style always
presses the advantage, preferring a showy display of all-out of-
fense to any form of defense.

tst-Level Skill Bonus: Intimidate.

1st-Level Feat: Power Attack.

2nd-Level Feat: Improved Bull Rush.

6th-Level Feat: Improved Overrun.

6th-Level Bonus Ability: If you have used Intimidate to demor-
alize your opponent at any time within the previous 10 rounds,
you gain a +4 bonus on Strength checks made to bull rush or
overrun that opponent. Prerequisites: Intimidate 4 ranks, Perform
(dance) 4 ranks.

Passive Way

The Passive Way focuses on making your opponent overreach
himself or underestimate your skill.

tst-Level Skill Bonus: Bluff.

1st-Level Feat: Combat Expertise.

2nd-Level Feat: Improved Trip.

6th-Level Feat: Improved Feint.

6th-Level Bonus Ability: You gain a +4 bonus on Strength
checks made to trip an opponent who is denied his Dexterity
bonus to Armor Class. Prerequisites: Bluff 4 ranks, Sense Motive
4 ranks, Skill Focus (Bluff).

Sleeping Tiger

The Sleeping Tiger style mixes smooth motions with powerful
strikes. It favors a quick, first-strike approach, preferably from a
position of ambush.

tst-Level Skill Bonus: Hide.

1st-Level Feat: Weapon Finesse.

2nd-Level Feat: Improved Initiative.

6th-Level Feat: Improved Sunder.

6th-Level Bonus Ability: Once per round, when an opponent
would be denied his Dexterity bonus to Armor Class, the monk
deals an extra 1dé points of damage with a melee attack made
with a light weapon. Any creature immune to sneak attacks is
immune to this ability. Prerequisites: Hide 9 ranks, Power Attack.

Undying Way
Monks of the Undying Way believe in patience above all else. They
work to outlast their opponents by means of superior endurance.



1st-Level Skill Bonus: Concentration.

1st-Level Feat: Toughness.

2nd-Level Feat: Endurance.

6th-Level Feat: Diehard.

6th-Level Bonus Ability: When fighting defensively, using
Combat Expertise, or using the total defense action, the monk
gains damage reduction 2/—. Prerequisites: Concentration 9 ranks.

PALADIN VARIANTS: FREEDOM,
SLAUGHTER, AND TYRANNY

The three paladin variants presented here demonstrate examples of
alternative-alignment paladins. Each one follows a specific code of
conduct tailored to its specific alignment. The paladin of freedom
is chaotic good, dedicated to liberty and free thought. The paladin
of tyranny is the opposite, a lawful evil villain bent on dominating
those weaker than she. The paladin of slaughter is a brutal cham-
pion of chaos and evil who leaves only destruction trailing in his
wake. (If you use these versions of the paladin class, you might
consider designating the standard paladin in the Player's Handbook
as the “paladin of honor” to differentiate it from the variants.)

These paladin variants aren’t meant to be unique classes in
and of themselves, but rather alignment-based variations of the
paladin. They have the same Hit Die, skill points per level, weap-
on and armor proficiencies, and spells per day as the standard
paladin in the Player’s Handbook. Their class skill lists are nearly
identical, with exceptions noted below. Their spellcasting func-
tions identically to that of the standard paladin (though their
spell lists are somewhat different). When a class feature has the
same name as a paladin class feature, it functions the same as the
one described in the Player’s Handbook.

Paladin of Freedom Class Features
The paladin of freedom has all the standard paladin class fea-
tures, except as noted below.

Paladin of
slaughter

Paladin of
freedom

Paladin of Slaughter Class Features

Class Skills: Replace Diplomacy with Bluff on the class
skill list.

Aura of Resolve (Su): Beginning at 3rd level, a paladin of
freedom is immune to compulsion effects. Each ally within 10
feet of him gains a +4 morale bonus on saving throws against
compulsion effects. This ability otherwise functions identically
to the paladin’s aura of courage class feature.

Spellcasting: Remove the following spells from the paladin’s
spell list: death ward, discern lies, dispel chaos, magic circle against chaos,
protection from chaos.

Add the following spells to the paladin’s spell list: 1st—
protection from law; 3rd—magic circle against law, remove curse;
4th—dispel law, freedom of movement.

Code of Conduct: A paladin of freedom must be of chaotic
good alignment and loses all class abilities if he ever willingly
commits an evil act. Additionally, a paladin of freedom’s code
requires that he respect individual liberty, help those in need
(provided they do not use the help for lawful or evil ends), and
punish those who threaten or curtail personal liberty.

Associates: While he may adventure with characters of any
good or neutral alignment, a paladin of freedom will never
knowingly associate with evil characters (except on some sort
of undercover mission), nor will he continue an association with
someone who consistently offends his moral code. A paladin of
freedom may accept only henchmen, followers, or cohorts who
are chaotic good.

The paladin of slaughter has all the standard paladin class fea-
tures, except as noted below.

Class Skills: Replace Diplomacy with Intimidate on the class
skill list.
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Paladin of
tyranny



Level
Ist

2nd
3rd
4th
5th
6th
7th
8th
9th
10th
11th
12th
13th
14th
15th

)

16th
17th
18th
19th

TABLE 2—1: VARIANT PALADIN CLASS FEATURES

Freedom

Aura of good, detect evil,
smite evil 1/day

Divine grace, lay on hands
Aura of resolve, divine health
Turn undead

Smite evil 2/day, special mount

Remove disease 1/week

Remove disease 2/week
Smite evil 3/day
Remove disease 3 [week

Remove disease 4 /week,
smite evil 4/day

Remove disease 5/week

Tyranny

Aura of evil, detect good,

smite good 1/day

Divine grace, deadly touch

Aura of despair,divine health
Rebuke undead

Smite good 2/day, special mount
Cause disease 1/week

Cause disease 2 [week
Smite good 3/day
Cause disease 3 [week

Cause disease 4 [week,
smite good 4/day

Cause disease 5 /week

Slaughter

Aura of evil, detect good,

smite good 1/day

Divine grace, deadly touch
Debilitating aura, divine health
Rebuke undead

Smite good 2/day, special mount
Cause disease 1/week

Cause disease 2 [week
Smite good 3/day
Cause disease 3 [week

Cause disease 4 [week,
smite good 4/day

Cause disease 5 /week

20th  Smite evil 5/day

Aura of Evil (Ex): The power of a paladin of slaughter’s aura of
evil (see the detect evil spell) is equal to her paladin of slaughter
level, just as with the aura of a cleric of an evil deity.

Detect Good (Sp): At will, a paladin of slaughter can use detect
good, as the spell.

Smite Good (Su): Once per day, a paladin of slaughter may at-
tempt to smite good with one normal melee attack. This ability
is otherwise identical to the standard paladin’s ability to smite
evil, including increased daily uses as the paladin of slaughter
gains class levels.

Deadly Touch (Su): Beginning at 2nd level, a paladin of
slaughter can cause wounds with a successful touch attack. BEach
day she can deal a total number of hit points of damage equal to
her paladin level X her Charisma bonus. An opponent subjected
to this attack can make a Will save (DC 10 + 1/2 paladin level +
paladin’s Cha modifier) to halve the damage dealt.
Alternatively, a paladin of slaughter can use any or all of
this power to cure damage to undead creatures, just as an inflict
wounds spell does. This power otherwise functions identically to
the paladin’s lay on hands ability.

Debilitating Aura (Su): Beginning at 3rd level, a paladin of
slaughter radiates a malign aura that causes enemies within
10 feet of her to take a —1 penalty to Armor Class. This ability
otherwise functions identically to the paladin’s aura of courage
class feature.

Rebuke Undead (Su): A paladin of slaughter rebukes undead
rather than turning undead.

Cause Disease (Sp): A paladin of slaughter can inflict disease
with her touch (as the contagion spell) a number of times per
week that a standard paladin of her level would normally be
able to remove disease.

Spellcasting: Replace the standard paladin’s spell list with
the following spell list: 1st—bane, cause fear, corrupt weapon, create
water, curse water, detect poison, detect undead, divine favor, endure ele-
ments, inflict light wounds, magic weapon, protection from good, protection
from law, read magic, vesistance, virtue; 2nd—bull’s strength, cure light
wounds, darkness, delay poison, eagle’s splendor, inflict moderate wounds,
owl's wisdom, resist energy, undetectable alignment; 3rd—Dblindness/

Smite good 5/day

Smite good 5/day

deafness, cure moderate wounds, deeper darkness, dispel magic, greater
magic weapon, heal mount, prayer, inflict serious wounds, magic circle
against good/law; 4th—Dbreak enchantment, cure serious wounds, dispel
good, dispel law, inflict critical wounds, poison, unholy sword.

Code of Conduct: A paladin of slaughter must be of chaotic
evil alignment and loses all class abilities if she ever willingly
commits a good act. Additionally, a paladin of slaughter’s code
requires that she disrespect all authority figures who have not
proven their physical superiority to her, refuse help to those in
need, and sow destruction and death at all opportunities.

Associates: While she may adventure with characters of
any evil or neutral alignment, a paladin of slaughter will never
knowingly associate with good characters, nor will she continue
an association with someone who consistently offends her moral
code. A paladin of tyranny may accept only henchmen, follow-
ers, and cohorts who are chaotic evil.

Paladin of Tyranny Class Features
The paladin of tyranny has all the standard paladin class fea-
tures, except as noted below.

Aura of Evil (Ex): The power of a paladin of tyranny’s aura
of evil (see the detect evil spell) is equal to his paladin of tyranny
level, just as with the aura of a cleric of an evil deity.

Detect Good (Sp): At will, a paladin of tyranny can use detect
good, as the spell.

Smite Good (Su): Once per day, a paladin of tyranny may at-
tempt to smite good with one normal melee attack. This ability
is otherwise identical to the standard paladin’s ability to smite
evil, including increased daily uses as the paladin of tyranny
gains class levels.

Deadly Touch (Su): Beginning at 2nd level, a paladin of tyr-
anny can cause wounds with a successful touch attack. Each day
she can deal a total number of hit points of damage equal to her
paladin level X her Charisma bonus. An opponent subjected to
this attack can make a Will save (DC 10 + 1/2 paladin level +
paladin’s Cha modifier) to halve the damage dealt.

Alternatively, a paladin of tyranny can use any or all of this
power to cure damage to undead creatures, just as an inflict wounds



spell does. This power otherwise functions identically to the
paladin’s lay on hands ability.

Aura of Despair (Su): Beginning at 3rd level, a paladin of
tyranny radiates a malign aura that causes enemies within 10
feet of him to take a -2 penalty on all saving throws. This ability
otherwise functions identically to the paladin’s aura of courage
class feature.

Rebuke Undead (Su): A paladin of tyranny rebukes undead
rather than turning undead.

Cause Disease (Sp): A paladin of tyranny can inflict disease with
his touch (as the contagion spell) a number of times per week that
a standard paladin of her level would normally be able to re-
move disease.

Spellcasting: Replace the paladin’s spell list with the fol-
lowing spell list: 1st—bane, corrupt weapon, create water, curse
water, detect poison, detect undead, divine favor, doom, endure elements,
inflict light wounds, magic weapon, protection from chaos, protection
from good, read magic, resistance, virtue; 2nd—bull’s strength, cure
light wounds, darkness, delay poison, eagle’s splendor, hold person, inflict
moderate wounds, owl’s wisdom, vesist energy, undetectable alignment;
3rd—bestow curse, cure moderate wounds, deeper darkness, discern lies,
dispel magic, greater magic weapon, heal mount, prayer, inflict serious
wounds, magic circle against chaos/good; 4th—break enchantment,
cure serious wounds, dispel chaos, dispel good, dominate person, inflict
critical wounds, unholy sword.

Code of Conduct: A paladin of tyranny must be of lawful evil
alignment and loses all class abilities if he ever willingly commits
a good act. Additionally, a paladin of tyranny’s code requires that
he respect authority figures as long as they have the strength to
rule over the weak, act with discipline (not engaging in random
slaughter, keeping firm control over those beneath his station, and
so forth), help only those who help him maintain or improve his
status, and punish those who challenge authority (unless, of course,
such challengers prove more worthy to hold that authority).

Associates: While he may adventure with characters of any
evil or neutral alighment, a paladin of tyranny will never know-
ingly associate with good characters unless it serves his needs,
nor will he continue an association with someone who consis-
tently offends his moral code. A paladin of tyranny may accept
henchmen and followers of any alignment, but may only accept
cohorts who are lawful evil.

RANGER VARIANT: PLANAR RANGER

The planar ranger roams the multiverse instead of the wilder-
ness, learning the secrets of the elemental planes, the glorious
Seven Heavens, and the horrible Abyss.

Class Skills: Eliminate Knowledge (nature) and Knowledge
(dungeoneering) from the ranger’s class skill list.

Add Knowledge (the planes) and Speak Language (Abyssal,
Aquan, Auran, Celestial, Ignan, Infernal, Terran only) to the
class skill list.

Class Features
The planar ranger has all the standard ranger class features,
except as noted below.

Wild Empathy: A planar ranger takes no penalty on wild em-
pathy checks made to influence magical beasts with the celestial
or fiendish templates. However, he takes a —4 penalty when us-
ing this ability against animals.

Animal Companion: A nonevil planar ranger may have a
celestial version of a normal animal as his animal companion. A

Class Features

nongood ranger may have a fiendish version of a normal animal
as his animal companion.

Spellcasting: A planar ranger’s spellcasting ability is largely
unchanged from that of the standard ranger, with one excep-
tion: Any ranger spell that normally affects animals also af-
fects celestial or fiendish versions of animals when cast by a
planar ranger.

RANGER VARIANT: URBAN RANGER

The urban ranger stalks the treacherous streets of the city, rely-
ing on his knowledge of alleyways and underworld contacts to
keep him alive.

Class Skills: Eliminate Knowledge (nature), Knowledge (dun-
geoneering), and Survival from the ranger’s class skill list. Add
Gather Information, Knowledge (local), and Sense Motive to
the class skill list.

The urban ranger has all the standard ranger class features,
except as noted below.

Animal Companion: An urban ranger cannot have an animal
larger than Medium as his animal companion.

Urban Tracking: An urban ranger does not gain the Track
feat at 1st level. Instead, he gains the Urban Tracking feat (see
the sidebar), which allows him to use Gather Information to
track down a missing person, suspect, or other individual within
a community.

Wild Empathy: An urban ranger adds only one-half his class
level to wild empathy checks, reflecting his limited connection
with the natural world.
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Favored Enemy: At the DM’s discretion, an urban ranger
may select an organization instead of a creature type as
his favored enemy. For example, a character might select a
particular thieves’ guild, merchant house, or even the city
guard. The favored enemy bonuses would apply to all mem-
bers of the chosen organization, regardless of their creature
type or subtype.

Spellcasting: The urban ranger’s spell list is different from the
standard ranger list. The following spells are eliminated from
the urban ranger’s spell list: animal messenger, charm animal, detect
animals or plants, speak with animals, bear’s endurance, hold animal, snare,
speak with plants, command plants, diminish plants, plant growth, reduce
animal, tree shape, water walk, commune with nature, and tree stride.

In exchange, the urban ranger adds the following spells to
his class spell list: 1st—comprehend languages, detect chaos/good/
evil/law, detect secvet doors, message; 2nd—detect thoughts, knock, locate
object, eagle’s splendor; 3rd—discern lies, invisibility, speak with dead,
tongues; 4th—dimensional anchor, locate creature, Mordenkainen’s
faithful hound, true seeing.

Woodland Stride: An urban ranger does not gain this ability.
Swift Tracker (Ex): Beginning at 8th level, am urban ranger
may make a Gather Information check for his Urban Tracking
feat every half hour without taking the normal -5 penalty.
Camouflage: An urban ranger does not gain this ability.
Hide in Plain Sight (Ex): An urban ranger can use this ability
in any area, whether natural terrain or not.

ROGUE VARIANT;
WILDERNESS ROGUE

The wilderness rogue prefers to put her skills to use in the great
outdoors, rather than in cramped alleys and dungeon corridors.
In many ways, she is similar to the traditional ranger, though
with less combat savvy and with none of the ranger’s divine link
to the natural world.

Class Skills: Remove the following rogue class skills from
the wilderness rogue’s class skill list: Appraise, Diplomacy, De-
cipher Script, Forgery, and Gather Information.

URBAN TRACKING [General]

You can track down the location of missing persons or wanted
individuals within communities.

Benefit: To find the trail of an individual or to follow it for 1
hour requires a Gather Information check. You must make an-
other Gather Information check every hour of the search, as well
as each time the trail becomes difficult to follow, such as when
it moves to a different area of town.

The DC of the check, and the number of checks required to
track down your quarry, depends on the community size and
the conditions:

If you fail a Gather Information check, you can retry after 1 hour
of questioning. The DM should roll the number of checks re-
quired secretly, so that the player doesn’t know exactly how long
the task will require.

Normal: A character without this feat can use Gather Infor-
mation to find out information about a particular individual,
but each check takes 1d4+1 hours and doesn’t allow effec-
tive trailing.

Special: A character with 5 ranks in Knowledge (local) gains a
+2 bonus on the Gather Information check to use this feat.
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Add the following skills to the wilderness rogue’s class skill
list: Handle Animal, Knowledge (geography), Knowledge (na-
ture), Ride, and Survival.

Class Features
The wilderness rogue has all the standard rogue class features,
except as noted below.

Special Abilities: Add woodland stride (as the 7th-level ranger
ability), camouflage (as the 13th-level ranger ability) and hide in
plain sight (as the 17th-level ranger ability, requires the rogue to
already have the camouflage ability) to the list of special abilities
that can be chosen by the wilderness rogue.

SORCERER VARIANT:
BATTLE SORCERER

The battle sorcerer is no weak arcanist, hiding behind the fighters.
Instead, she is a capable physical combatant who mixes magical
prowess with fighting skill.

Hit Die: d8.

Base Attack Bonus: The battle sorcerer uses the base attack
bonus progression of the cleric.

Class Skills: Remove Bluff from the battle sorcerer’s class
skill list. Add Intimidate to the battle sorcerer’s class skill list.

Class Features
The battle sorcerer has all the standard sorcerer class features,
except as noted below.

Weapon and Armor Proficiency: At 1st level, a battle sor-
cerer gains proficiency with any light or one-handed martial
weapon of the character’s choice. She also gains proficiency
with light armor.

Spellcasting: A battle sorcerer can cast sorcerer spells derived
from her class levels of battle sorcerer while in light armor with-
out the normal arcane spell failure chance.

A battle sorcerer has fewer daily spell slots than a standard
sorcerer. Subtract one spell per day from each spell level on
Table 3-16: The Sorcerer, page 52 of the Player’s Handbook (to

Community Size' DC Checks Required
Thorp, hamlet, or village 5 1d3

Small or large town 10 1d4+1

Small or large city 15 2d4

Metropolis 20 2d4+2

1 See page 137 of the Dungeon Master’s Guide.

Conditions DC Modifier
Every three creatures in the group being sought -1
Every 24 hours party has been missing/sought +1
Tracked party “lies low” +5
Tracked party matches community’s

primary racial demographic’ +2
Tracked party does not match community’s

primary or secondary racial demographic' -2

1 See Racial Demographics, page 139 of the Dungeon Master’s
Guide.

You can cut the time between Gather Information checks in
half (to 30 minutes per check rather than 1 hour), but you take
a =5 penalty on the check.




a minimum of zero spells per day). For example, a 1st-level
battle sorcerer may cast four 0-
level spells and two 1st-level
spells per day (plus bonus
spells, if any).

A Dbattle sorcerer
knows fewer spells
per spell level than a
standard sorcerer. Sub-
tract one spell known
from each spell level
on Table 3-17: Sorcerer
Spells Known, page 54
of the Player’s Handbook
(to a minimum of one
spell per spell level).
For example, a 4th-
level battle sorcerer
knows five 0-level
spells, two 1st-level
spells, and one 2nd-
level spell. When
she reaches 5th
level, the battle
sorcerer learns one
additional 1st-level
spell, but doesn’t
learn an additional 2nd-
level spell (since two minus one is one).

WIZARD VARIANT: DOMAIN WIZARD

A wizard who uses the arcane domain system (called a domain
wizard) selects a specific arcane domain of spells, much like
a cleric selects a pair of domains associated with his deity. A
domain wizard cannot also be a specialist wizard; in exchange
for the versatility given up by specializing in a domain instead
of an entire school, the domain wizard casts her chosen spells
with increased power.

Some of the arcane domains described below have the same
name as a divine domain. Regardless of any apparent similarity,
these domains have no connection to one another.

Class Features
The domain wizard has all the standard wizard class features,
except as noted below.

Arcane Domain: At 1st level, a domain wizard selects an ar-
cane domain from those listed below. (At the DM’s discretion,
the player might create an alternatively themed domain instead.)
Once selected, the domain may never be changed.

A domain wizard automatically adds each new domain spell
to her list of known spells as soon as she becomes able to cast it.
These spells do not count against her two new spells known per
wizard level.

A domain wizard casts spells from her chosen domain (re-
gardless of whether the spell was prepared as a domain spell
or a normal spell) as a caster one level higher than her normal
level. This bonus applies only to the spells listed for the domain,
not all spells of the school or subtype whose name matches the
domain name.

In some cases, an arcane domain includes spells not normally
on the wizard’s class spell list. These spells are treated as being

Battle sorcerer

on the character’s class spell list (and thus she can use wands or
arcane scrolls that hold those spells, or even prepare those spells
in her normal wizard spell slots).
Spellcasting: A domain wizard prepares and casts spells
like a normal wizard. However, a domain
wizard gains one bonus spell per
spell level, which must be filled

. with the spell from that level
of the domain spell list
(or with a lower-level
domain spell that has
been altered with a
metamagic feat).
No Prohibited
Schools: Unlike a
specialist wizard,
a domain wizard
need not select
any prohibited
schools or do-
mains. All wizard
spellsare available
to her to learn.

Abjuration
Domain
0—resistance; 1st—shield;
2nd—resist energy; 3rd—dispel
magic; 4th—rvemove curse; Sth—Mordenkainen’s
private sanctum; 6th—greater dispel magic; 7th—Dbanishment; 8th—
mind blank; 9th—prismatic sphere.

uOSJIN T £q Snppf

Antimagic Domain
0—detect magic; 1st—protection from chaos/evil/good/law; 2nd—
obscure object; 3rd—dispel magic; 4th—minor globe of invulnerability;
5th—Dbreak enchantment; 6th—antimagic field; 7th—spell turning;
8th—protection from spells; 9th—Movrdenkainen’s disjunction.

Battle Domain
0—daze; 1st—true strike; 2nd—protection from arrows; 3rd—
greater magic weapon; 4th—fire shield; sth—Bigby’s interposing hand;
6th—Tenser’s transformation; 7th—power word blind; 8th—moment
of prescience; 9th—time stop.

Cold Domain
0—ray of frost; 1st—chill touch; 2nd—chill metal (as 2nd-level druid
spell); 3rd—sleet storm; 4th—uwall of ice; Sth—cone of cold; 6th—
Otiluke’s freezing sphere; 7th—delayed blast frostball (as delayed blast
fireball, but deals cold damage instead of fire damage); 8th—polar
ray; 9th—comet swarm (as meteor swarm, but deals cold damage
instead of fire damage).

Conjuration Domain
0—acid splash; 1st—mage armor; 2nd—web; 3rd—stinking cloud;
4th—summon monster IV; sth—uwall of stone; 6th—acid fog; 7th—
summon monster VII; 8th—maze; 9th—gate.

Divination Domain
0—detect magic; 1st—detect secret doors; 2nd—see invisibility; 3rd—
arcane sight; 4th—arcane eye; Sth—prying eyes; 6th—true seeing;
7th—greater arcane sight; 8th—discern location; 9th—foresight.



Enchantment Domain

0—daze; 1st——charm person; 2nd—Tasha’s hideous laughter; 3rd—
suggestion; 4th—confusion; sth—hold monster; 6th—greater heroism;
7th—insanity; 8th—mass charm monster; 9th—dominate monster.

Evocation Domain

0—Tlight; 1st—magic missile; 2nd—flaming sphere; 3rd—Tlightning
bolt; 4th—shout; sth—wall of force; 6th—Bigby’s forceful hand; 7th—
Movdenkainen’s sword; 8th—Otiluke’s telekinetic sphere; 9th—Bighy's
crushing hand.

Fire Domain

0—flare; 1st—burning hands; 2nd—scorching ray; 3rd—fireball;
4th—wall of fire; Sth——cone of fire (as cone of cold, but deals fire
damage instead of cold damage); 6th—summon monster VI (fire
creatures only); 7th—delayed blast fireball; 8th—incendiary cloud;
9th—meteor swarm.

[llusion Domain

0—_ghost sound; 1st—disguise self; 2nd—invisibility; 3rd—major im-
age; 4th—yphantasmal killer; Sth—shadow evocation; 6th—mislead;
7th—mass invisibility; 8th—scintillating pattern; 9th—shades.

Necromancy Domain

0—-disrupt undead; 1st—ray of enfeeblement; 2nd—false life; 3rd—
vampiric touch; 4th—fear; Sth—waves of fatigue; 6th—circle of death;
7th—control undead; 8th—horrid wilting; 9th—energy drain.

Storm Domain

0—rvay of frost; 1st—obscuring mist (as 1st-level cleric spell); 2nd—
gust of wind; 3rd—Iightning bolt; 4th—ice storm; 5th——control winds
(as 5th-level druid spell); 6th—chain lightning; 7th—control weather;
8th—whirlwind (as 8th-level druid spell); 9th—storm of vengeance
(as 9th-level cleric spell).

Transmutation Domain

0—mage hand; 1st—expeditious retreat; 2nd—Ievitate; 3rd—haste;
4th—polymorph; 5th—baleful polymorph; 6th—disintegrate; 7th—
reverse gravity; 8th—iron body; 9th—shapechange.

OTHER CLASS VARIANTS

These variants simply swap one or more of that class’s features
for one or more class features of another class. A class feature
gained works just as it did for its original class, including the
level at which it is gained and any other effects, except as
noted below.

Barbarian

A barbarian who prefers crafty hunting over pure ferocity
might choose to exchange his rage ability for certain ranger
class features.

Gain: Favored enemy (as ranger); archery combat style, im-
proved archery combat style, and archery combat style mastery
(as ranger).

Lose: Rage, greater rage, indomitable will, tireless rage,
mighty rage.

Bard

A rare bard might display a special link to nature and the myste-
rious world of the fey. Such characters tend to be more aloof and
less inspiring than standard bards.

Gain: Animal companion (as druid), nature sense (as druid),
resist nature’s lure (as druid), wild empathy (as druid).

Lose: Bardic knowledge, inspire courage, inspire competence,
inspire greatness, inspire heroics.

Cleric
Some clerics prefer to be champions of good (or evil), standing
at the forefront of the battle against the enemy.

Gain: Smite evil, if the cleric would normally channel posi-
tive energy, or smite good, if the cleric would normally channel
negative energy (as paladin); aura of courage (as paladin).

Lose: Turn undead.

Druid
The druid might choose to give up her wild shape ability in
exchange for becoming a swift and deadly hunter.

Gain: Bonus to Armor Class when unarmored (as monk, in-
cluding Wisdom bonus to AC), fast movement (as monk), favored
enemy (as ranger), swift tracker (as ranger), Track feat (as ranger).

Lose: Armor and shield proficiency, wild shape (all versions).

Fighter
Some fighters prefer stealth and cunning over martial skill. This
variant can also be combined with the thug variant described
earlier in this chapter.
Gain: Sneak attack (as rogue).
Lose: Bonus feats.

Monk
A monk might choose to give up some of her mobility in ex-
change for the ability to withstand attacks.
Gain: Damage reduction (as barbarian).
Lose: Enhancement bonus to unarmored speed, bonus to
Armor Class when unarmored (retain Wisdom bonus to AC
when unarmored).

Paladin
The paladin who takes an active role in hunting her foul enemies
must give up her defensive powers.
Gain: Favored enemy (as ranger; may only select aberrations,
dragons, giants, monstrous humanoids, evil outsiders, or undead).
Lose: Lay on hands, turn undead, remove disease.

Ranger

A ranger might forgo training in weapon combat in exchange
for the ability to take animal form and move swiftly through
the woodlands.

Gain: Wild shape (as druid; Small or Medium animals only),
fast movement (as barbarian).

Lose: Combat style, improved combat style, combat style
mastery.

Roque
The rogue who favors martial training over stealth and cunning
can profit if she chooses her fights carefully.
Gain: Bonus feats (as fighter).
Lose: Sneak attack.

Sorcerer/Wizard
A sorcerer or wizard might desire a more durable companion to
accompany him on excursions into the wilderness.



Gain: Animal companion (as druid; treat sorcerer or wizard as
a druid of half his class level).

Lose: Familiar.

Wizard
Some wizards trade their knowledge of magic and craft to im-
prove their combat prowess.
Gain: Bonus feat list (as fighter; bonus feats gained at 1st level
and every five levels as wizard).
Lose: Scribe Scroll, wizard bonus feat list.

SPECIALIST WIZARD
VARIANTS

Because magic plays such an important role in the D&D game,
the wizard class offers great opportunities for change when de-
signing a campaign or a character. The following variants present
different versions of the specialist wizards described in the Player’s
Handbook. Bach variant specialist class gives up one of the standard
specialist’s class abilities in exchange for a new ability unique to
the variant specialist. Each specialist class has three variants: one
that replaces the specialist'’s summon familiar ability, one that
replaces the specialist’s bonus spells, and one that replaces the
specialist’s bonus spell per day from the specialty school.

Because each variant requires the loss of an existing ability,
you can use more than one of these variants at the same time.
By choosing among the variant abilities presented for each spe-
cialist, you can easily customize the way that magic works in a
campaign, in a geographic region of a campaign, for a school of
magic, or even for a single spellcaster. Players can easily create
unique and interesting characters using these variants.

For example, a campaign might be set up with some or all of
the following variants for specialist wizards.

* All abjurers in the campaign have the resistance to energy
variant ability because the setting includes a large number of
gates to the elemental planes.

* Evokers from the city of Kinhaven all have the overcome
resistance ability, but they do not gain additional spells as
specialist wizards. However, other evokers in the campaign
gain abilities exactly as described in the Player’s Handbook and
consider the evokers of Kinhaven a disruptive offshoot of the
pure study of magic.

* The students and masters at a college of necromancy from a
distant region slowly undergo undead apotheosis instead of
gaining bonus feats, but most necromancers in the campaign
gain abilities exactly as described in the Player’s Handbook. This
difference has led some to feel that the foreign necromancers
have a more thorough understanding of the powers of death.
Traditional necromancers have a hard time attracting students,
while the foreigners gain several new apprentices each year.

* One conjurer of particular power in the city of Balthak-Ruhl
cannot obtain a familiar and instead casts summoning spells
exceptionally quickly, as described in the rapid summoning
variant ability. He claims he can teach others to wield magic
as he does, but so far he has gathered few students.

In addition to a description of the variant class’s abilities, each
entry below includes brief suggestions on sample campaigns,
adventures, or characters that might benefit from the use of
the variant specialists. These notes are suggestions only, since
nearly any campaign can benefit from adding variety to spells
and spellcasters.

ABJURER VARIANTS

Although these abilities allow the creation and customization
of variant classes, a character cannot, for example, take a few
levels of conjurer using the rapid summoning variant and then
“multiclass” into regular conjurer levels. These variants all follow
the normal rules for multiclassing by specialist wizards.

Masters of protective magic, abjurers can fill many roles in a cam-
paign, from bodyguard to battlemage to adventurer. Although it
lacks offensive options, the school of abjuration provides some
of the most effective combat spells in the game. An evoker or
transmuter might find it easier to bring down large groups of
foes, but an abjurer is far more likely to bring herself and her
companions through a fight alive.

In a campaign with a high degree of intrigue or political
machinations, the protective abilities of an abjurer can guard
against foes both obvious and unexpected, and rival groups
of abjurers, all with slightly different powers, might vie for
prominence among each nation’s schemers and courtiers. In
combat-heavy campaigns, realms might employ abjuration
specialists to protect against the battle magic of their rivals,
and in any campaign, adventurers might come to rely on the
skills of an abjurer to protect against the dangers of dungeon
and wilderness.

Resistance to Energy (Su): Once per day, an abjurer using this
variant can create a mystical shield that grants herself or any one
creature that she touches limited protection against a chosen
energy type (acid, cold, electricity, fire, or sonic). The affected
creature gains resistance equal to 5 plus one-half the abjurer’s
class level against the chosen energy type. Activating this abil-
ity is a standard action. Once activated, the protection lasts for 1
hour. This protection overlaps with (and does not stack with) the
effects of spells such as resist energy.

An abjurer using this variant permanently gives up the ability
to obtain a familiar.

Aura of Protection (Ex): Once per day, a 5th-level abjurer
using this variant can generate a protective aura that shields
against both physical and magical attacks. When the abjurer
generates this field, she gains a deflection bonus to her Armor
Class and a resistance bonus on all saving throws equal to her
Intelligence modifier. This ability requires a standard action to
activate, and each use protects against only one attack or spell.
Once activated, the protective aura lasts for 1 minute or until the
abjurer is attacked or required to make a saving throw, which-
ever comes first.

An abjurer using this variant can use this ability one addi-
tional time per day for every five class levels gained above 5th.

An abjurer using this variant does not gain bonus feats for
advancing as a wizard.

Spontaneous Dispelling (Ex): At 5th level, an abjurer using
this variant gains the ability to spontaneously cast the spell dispel
magic. This ability is similar to the cleric’s ability to spontane-
ously cast cure spells, with a few exceptions. The abjurer can
“lose” four or more levels of prepared spells to cast dispel magic.
The prepared spells can be of any level or combination of levels
as long as the total spell levels add up to four or more (0-level
spells don't count). For example, an abjurer using this variant
could lose two 2nd-level spells or one 1st-level spell and one
3rd-level spell to cast dispel magic.

At 11th level, an abjurer can “lose” seven or more levels of
prepared spells to spontaneously cast greater dispel magic.
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An abjurer using this variant can use it in conjunction with
a readied action to use dispel magic or greater dispel magic as a
counterspell.

An abjurer using this variant does not gain additional spells
per day for being a specialist wizard.

CONJURER VARIANTS

One of the most versatile schools of magic, conjuration offers
its disciples an effective solution to nearly any task: Simply sum-
mon the appropriate monster and let it solve the problem. In
combat, high-level conjurers fight from behind wave after wave
of summoned foes, and in most battles they simply direct their
summoned allies into the conflict. In addition to these vaunted
summoning powers, conjuration provides effective combat spells
and access to teleportation magic.

While virtually any campaign can benefit from rival groups
of conjurers serving diverse agendas, conjurers are particularly
effective in combat-heavy campaigns. Campaigns that feature a
great deal of long-distance travel or travel between planes also
benefit from including diverse groups of conjurers, because
their specialty facilitates travel and encourages a thorough un-
derstanding of the creatures of the Outer Planes.

Rapid Summoning (Ex): Any time a conjurer using this vari-
ant casts a summon monster spell, its casting time is 1 standard
action rather than 1 full round. (Creatures so summoned can
only take a standard action in the round they are summoned.)
Conjurers using this variant gain the normal benefits from en-
hancing a summon monster spell with the Quicken Spell feat.

A conjurer using this variant permanently gives up the ability
to obtain a familiar.

Enhanced Summoning (Ex): At 1st level, a conjurer using
this variant gains the Augmented Summoning feat for free
instead of the Scribe Scroll feat.

At 5th level, the conjurer’s summoned creatures become
particularly tough to dispel. Add 2 to the DC of any caster level
check made to dispel the conjurer’s summoned creatures. At
15th level, this addition to the DC increases to 4.

At 10th level, the conjurer’s summoned creatures gain an ad-
ditional +2 bonus to Strength and Constitution. At 20th level,
these bonuses increase to +4. These bonuses stack with those
granted by the Augmented Summoning feat.

A conjurer using this variant does not gain bonus feats for
advancing as a wizard.

Spontaneous Summoning (Ex): Conjurers using this variant
can “lose” a prepared spell to cast any summon monster spell of
a lower level. For example, a conjurer who has prepared greater
invisibility (a 4th-level spell) may lose that spell to cast summon
monster I, summon monster I, or summon monster II1.

A conjurer using this variant does not gain additional spells
per day for being a specialist wizard.

Note: Since conjurers using this variant obviously summon
monsters frequently, the DM should require the conjurer’s
player to prepare simple record sheets ahead of time for each
monster that the character commonly summons. It is also im-
portant to emphasize speedy play on the part of the conjurer and
his summoned monsters.

DIVINER VARIANTS

Seekers of knowledge, hoarders of lore, and master spies, divin-
ers are perhaps the most underrated specialist wizards. Because
they must give up access to only one other school of magic,
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they are also the most versatile specialists. More than any other
specialists, diviners excel at gathering information, and an ad-
venturing party that includes a diviner is much more likely to
prepare propetly for an adventure.

Many campaigns benefit from featuring more than one type
of divination specialist, and diviners can play important parts in
any game revolving around information gathering. Campaigns
that feature mysteries and detective-style adventures, themes
of prophecy and oracles, or large amounts of social interaction
and espionage all make excellent forums for a diviner’s powers.
In campaigns that feature variant diviners with different class
abilities, one simple way to add more variety is to make each
distinct group of specialists experts in and proponents of a
different form of divination. In game terms, this divergence
is represented by altering the material components for some
divination spells. For example, one group of diviners might
favor osteomancy and require a collection of bones to use as
components for their spells.

Enhanced Awareness (Ex): A diviner using this variant adds
Sense Motive to her list of class skills. In addition, she gains
minor benefits when casting certain divination spells.

She needs only to study an item for 10 minutes (rather than 1
hour) when casting identify.

An arcane eye cast by the diviner travels at 20 feet per round
when studying its surroundings (rather than 10 feet per round).

Add +1 to the saving throw DCs of the character’s divination
spells. (This bonus stacks with the bonus from the Spell Focus
and Greater Spell Focus feats.)

A diviner using this variant permanently gives up the ability
to obtain a familiar.

Bonus Feat List: A diviner using this variant gradually grows
in awareness and perceptive ability, but at the expense of her
metamagic capabilities. The diviner may not select a metamagic
feat as a wizard bonus feat (that is, those feats gained at 5th, 10th,
15th, and 20th level). However, the following feats are added to
the list of bonus feats available to her at those levels: Alertness,
Blind-Fight, Improved Initiative, Lightning Reflexes, and Skill
Focus (Spot, Listen, or Sense Motive only).

Prescience (Ex): Gifted with extraordinary insight and per-
ceptive abilities, a diviner using this variant can add an insight
bonus equal to her Intelligence modifier to any attack roll, sav-
ing throw, skill check, or level check she makes. The diviner can
use this ability once per day, plus one additional time per day for
every five class levels attained. Using this ability is a free action
that can be taken out of turn if needed, but the character must
choose to use this ability before the die roll is made.

A diviner using this variant does not gain additional spells per
day for being a specialist wizard.

ENCHANTER VARIANTS

Charmer, schemer, deceiver, pacifist: An enchanter can be all
these and more. As a practictioner of one of the most subtle
schools of magic, an enchanter might charm a guard into open-
ing a well-defended gate that fifty warriors couldn’t take by
force. Good-aligned enchanters use their powers to seek out
truth and encourage others onto the path of good, while their
evil counterparts bend others’ minds at their whim and gather
personal power as rapidly as possible.

Campaigns that feature a large amount of social scenarios, politi-
cal intrigue, or investigation benefit greatly from the inclusion of
variant enchanters. These spellcasters, skilled in the manipulation



of others and capable of concealing their own identities, make
excellent villains and manipulators, or even investigators skilled
at using magic to draw the truth out of opponents.

Players and DMs alike should also consider the ramifications
that enchantment spells and similar effects have on a game world.
Is casting charm person legal? Is a character legally responsible for
actions taken while charmed? Do most of the campaign’s inhab-
itants know that enchantment effects exist? Are there folk rem-
edies that supposedly provide protection against enchantment
effects? Do they actually work? Having ready answers to these
and similar questions not only adds consistency to the game, but
also clarifies and highlights the role of the enchanter.

Cohort: Upon reaching 6th level, an enchanter using this
variant gains the service of a loyal cohort of the player’s choice
(with the DM’s approval). The cohort is a 4th-level character
when first gained; after that point, follow the normal rules de-
scribed in the Leadership feat (page 106 of the Dungeon Master’s
Guide) to determine the cohort’s level, but treat the enchanter’s
level as being two lower than normal.

The enchanter doesn’t gain any followers from this ability. If
the enchanter selects the Leadership feat, he attracts followers
as normal, the penalty to the enchant-
er’s effective level is

Necromancer

eliminated, and the enchanter automatically qualifies for the
“special power” modifier to his Leadership score.
An enchanter using this variant permanently gives up the
ability to obtain a familiar.
Social Proficiency (Ex): Enchanters using this variant are as
proficient at manipulating others through mundane means as
they are at influencing their minds magically. Add the following
skills to the character’s list of wizard class skills: Bluff, Diplomacy,
Gather Information, Intimidate, and Sense Motive. The enchant-
er also gains a +2 competence bonus on checks involving one of
these skills (player’s choice) every five levels (5th, 10th, 15th, and
20th). This bonus can only be applied once to each skill.
An enchanter using this variant does not gain bonus feats for
advancing as a wizard.
Extended Enchantment (Su): Enchanters using this variant
ensnare the minds of others more easily with their magic, and
as a result their enchantment spells last longer than those cast
by other spellcasters. Once per day, plus one additional time per
two class levels gained above 1st, an enchanter using this vari-
ant can cast a spell from the enchantment school as if it were
enhanced by the Extend Spell metamagic feat. This enhance-
ment does not affect
the spell’s level.
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This ability can-
not be used to extend a spell with a duration of
concentration, instantaneous, or permanent.
An enchanter using this variant does not gain additional
spells per day for being a specialist wizard.

EVOKER VARIANTS

Masters of the raw power of magical energy, evokers can turn
the tide of a battle with a single powerful spell, leveling groups
of foes faster than any other practitioner of magic. Where some
wizards focus on careful spell preparation and protective spells
to survive combat encounters, evokers simply blast away with
powerful energy attacks. Their prodigious offensive abilities
ensure that evokers become the center of an adventuring group’s
battle plan.

Campaigns that include large numbers of wizards aligned to
different nations are particularly suitable for variant evokers,
since each nation develops unique cadres of evokers to serve in
battle. Groups of militant evokers marching in unison with more
conventional groups can change the tide of nearly any battle. In
addition, campaigns that include themes of primal energy, raw
nature, or extreme elemental conditions can all benefit from
introducing evokers with variant abilities. Evokers in these sorts
of campaigns might explore the raw essence of magic, struggling
to harness its energies in new and unique ways.

Energy Affinity (Ex): Evokers using this variant must choose
an energy type (acid, cold, electricity, fire, or sonic). This choice
is made upon character creation and cannot be altered thereaf-
ter. Any time the character casts an evocation spell with the cho-
sen energy type, she casts the spell as if her caster level were one
higher (affecting range, duration, damage, caster level checks,
and any other factor influenced by caster level).

Illus. by M. Nelson

An evoker does battle with an illusionist

An evoker using this variant permanently gives up the ability
to obtain a familiar.

Energy Substitution (Ex): An evoker of 5th level or higher
using this variant can substitute energy of one type for another.
When casting a spell that has an energy descriptor (acid, cold,
electricity, fire, or sonic), the evoker can change the energy de-
scriptor and the spell’s effects to energy of a different type.

Using this ability is a free action that must be declared before
the spell is cast. The evoker can use this ability once per day for
each five class levels he has attained (1/day at 5th, 2/day at 10th,
and so on).

An evoker using this variant does not gain bonus feats for
advancing as a wizard.

Overcome Resistance (Ex): The energy spells of an evoker us-
ing this variant can ignore some or all of a target’s resistance to
energy. Using this ability is a free action that must be announced
before the evoker casts the spell to be affected. Every creature af-
fected by the spell is treated as if its resistance to the spell's energy
type was 10 points lower, to a minimum of 0. (This lowered resis-
tance applies only to this spell; other effects with the same energy
descriptor must get through the creature’s normal resistance.)

The overcome resistance ability does not give the affected
spell any ability to affect creatures with immunity to the spell’s
energy type, nor does the affected spell have any additional ef-
fect on creatures that do not have resistance to energy.

An evoker may use this ability one time per day, plus one ad-
ditional time per day for every two class levels attained beyond
1st (2/day at 3rd, 3/day at 5th, and so forth).




An evoker using this variant does not gain additional spells
per day for being a specialist wizard.

ILLUSIONIST VARIANTS

Ilusionists control their surroundings by shaping, distorting,
and deceiving the perceptions of others. To some their abilities
seem weak, because they only distort and disguise rather than
effecting true change, but those affected by an illusionist’s spells
know better, understanding that their own senses can be turned
against them at any time.

Campaigns that deal in deception or that have a high level of so-
cial interaction, a fair number of mystery adventures, or even simply
suspicious players can benefit from the introduction of variant illu-
sionists. Campaigns featuring multiple types of variant illusionists
might give each group or variant an even more distinctive flavor
by making each the master of a particular subset of illusion spells.
Tllusionists from one nation might, for example, have the chains of
disbelief variant ability and favor phantasms, while the illusionist
thieves of the Guild of Shadows might have the shadow shaper vari-
ant ability and favor glamers and shadow magic.

Chains of Disbelief (Ex): Even if a viewer disbelieves an
illusion created by an illusionist using this variant and com-
municates the details of the illusion to other creatures, those
other creatures do not receive the normal +4 bonus on their sav-
ing throws to disbelieve the illusion. Furthermore, even when
presented with incontrovertible proof that the illusion isn’t real,
creatures must still succeed on a Will saving throw to see objects
or creatures that the illusion obscures, although they get a +10
bonus on the saving throw.

An illusionist using this variant permanently gives up the
ability to obtain a familiar.

Shadow Shaper: An illusionist using this variant has a special
bond with the Plane of Shadow, and gains several special abili-
ties as he advances in level.

At 1st level, Hide is treated as a class skill for the illusionist.

At 5th level, the illusionist may add his Intelligence modifier
(in addition to his Dexterity modifier) to his Hide skill checks.

At 10th level, the illusionist’s illusions become infused with
shadow stuff from the Plane of Shadow, making them more
realistic and more likely to fool the senses. The save DCs of the
illusionist’s illusion spells increase by +1. This benefit stacks
with similar bonuses, such as from Spell Focus.

At 15th level, the illusionist can hide in plain sight (as the ranger
ability, except that the illusionist need not be in natural terrain).

At 20th level, the illusionist gains the ability to blend into
shadows. In any condition of illumination that would normally
grant the illusionist concealment, he instead gains total conceal-
ment (as if he were invisible).

An illusionist using this variant does not gain bonus feats for
advancing as a wizard.

Illusion Mastery (Ex): An illusionist using this variant auto-
matically adds two illusion spells to his spellbook every time he
gains a level that grants access to a new spell level. Furthermore,
any time the illusionist learns a new illusion spell, he treats that
spell as if he had mastered it with the Spell Mastery feat.

Anillusionist using this variant does not gain additional spells
per day for being a specialist wizard.

NECROMANCER VARIANTS

Wrapped in mystery and burdened by reputations of evil, nec-
romancers control dangerous energies that rob the living of

TRANSMUTER VARIANTS

strength and grant unlife to the dead. The most powerful nec-
romancers command dangerous undead minions and threaten
towns, cities, and sometimes even entire kingdoms with their
power. Although necromancers make excellent villains and
nemeses for a group of adventurers, neutral- and good-aligned
necromancers who view themselves as the shepherds of the liv-
ing and guardians of the dead can also prove valuable allies.

Campaigns that include evil necromancers or groups of
undead as antagonists can benefit from the inclusion of variant
necromancers. Rival groups of necromancers might view certain
types of undead as the only true or “pure” undead and all others
as evils that must be destroyed, with each group disagreeing on
which types are which. Other factions or groups might have an
innate loathing for undead raised by any but themselves.

Skeletal Minion: A 1st-level necromancer using this variant can
begin play with an undead minion (a human warrior skeleton, as de-
scribed on page 226 of the Monster Manual). Obtaining this minion
takes 24 hours and uses up magical materials that cost 100 gp.

This creature is a loyal servant that follows the necromancer’s
commands and accompanies her on adventures if desired. If the
skeletal minion is destroyed, the necromancer suffers no ill ef-
fects and may replace it by performing a ceremony identical to
the one that allowed her to obtain her first servant.

At 1stlevel, the skeleton is completely typical, but it gains pow-
er as the necromancer gains levels. The skeleton has a number of
Hit Dice equal to the necromancer’s class level. Add one-half the
necromancer’s class level to the skeleton’s natural armor bonus.
Add one-third of the necromancer’s class level to the skeleton’s
Strength and Dexterity scores.

A necromancer using this variant permanently gives up the
ability to obtain a familiar.

Undead Apotheosis (Ex): As a necromancer using this variant
progresses in levels, she gains some of the qualities that typify
undead creatures.

At 5th level, the necromancer gains a +2 bonus on all saving
throws made to resist sleep, stun, paralysis, poison, or disease.
This bonus increases to +4 at 15th level.

At 10th level, the necromancer gains a +4 bonus on saving throws
made to resist ability damage, ability drain, or energy drain.

At 20th level, the necromancer gains 25% resistance to critical
hits, as the light fortification armor special ability described on
page 219 of the Dungeon Master's Guide.

A necromancer using this variant does not gain bonus feats
for advancing as a wizard.

Enhanced Undead (Ex): Any time a necromancer using this
variant creates an undead creature (such as with animate dead,
create undead, or create greater undead), all undead creatures cre-
ated gain a +4 enhancement bonus to Strength and Dexterity,
and two additional hit points per Hit Die. This ability does not
affect the number or Hit Dice of animated creatures that the
necromancer can create or control.

A necromancer using this variant does not gain additional
spells per day for being a specialist wizard.

Masters of change, transmuters are among the most varied and
versatile specialists. Transmutation spells, by their very nature,
can change the environment and allow the spellcaster to solve
nearly any problem.

This school’s utility and variety ensures that nearly any cam-
paign’s magic becomes richer with the introduction of variant



transmuters. Campaigns in which the magic system is undergoing
change benefit from introducing variant transmuters. Likewise,
campaigns that include an above-average number of magical
cultures or a long history of magical sophistication benefit from
alternative traditions of transmutation magic.

Enhance Attribute (Ex): Once per day, plus one additional
time per five class levels, a transmuter using this variant can add
a +2 enhancement bonus to any one of his ability scores. This
bonus lasts for a number of minutes equal to the transmuter’s
classlevel. Using this ability is a free action (and counts as using
a quickened spell, so it may only be used once per round).

A transmuter using this variant permanently gives up the
ability to obtain a familiar.

Spell Versatility (Ex): A 5th-level transmuter using this variant
can adapt magic of other schools to his own style of spellcasting.
For every five class levels that the transmuter gains, he can select
one spell of any spell level that he has access to and treat it as if it
were a transmutation spell. This means, for example, that the spe-
cialist can learn the spell normally and even prepare it as a bonus
spell from the transmutation school. This spell can even be from
a school that he has chosen as a prohibited school. Once a spell is
chosen to be affected by this ability, it cannot be changed.

For example, a transmutation specialist using this variant has
selected abjuration and necromancy as his prohibited schools.
At 5th level, he gains access to 3rd-level spells. He chooses dispel
magic and forever after treats dispel magic as if were a transmuta-
tion spell.

A transmuter using this variant does not gain bonus feats for
advancing as a wizard.

Transmutable Memory (Ex): A transmuter using this variant
can alter some of his prepared spells in a short amount of time.
Once per day, the transmuter can give up a number of prepared
spell levels (up to a maximum total equal to half his class level)
and prepare different spells in their place, as long as the number

HOUSE RULE: SPONTANEOUS DOMAIN CASTING
Rather than allowing a cleric to prepare one spell each day
from either of his domains, allow the cleric to spontaneously
cast any domain spell in place of a prepared spell of the same
level or lower.

This functions identically with the cleric’s ability to spontane-
ously cast cure spells. The cleric “loses” a prepared spell to cast
either one of his domain spells of the same level or lower.

This house rule reduces a cleric’s overall spell power by one
spell per spell level, and makes his choice of domains much
more significant. A cleric of Kord who selects the Chaos and Luck
domains seems a very different spellcaster from one who selects
the Good and Strength domains.

If you use this variant, the Healing domain loses much of its
appeal, since six of the nine spells associated with that domain
are cure spells and thus available for spontaneous casting by
all clerics who channel positive energy. (To a lesser extent, this
variant diminishes the value of the Destruction domain, but
since only three of that domain’s spells are inflict spells, the
effect is much less severe.) Consider granting clerics who select
the Healing domain the ability to use d12s instead of d8s when
casting cure spells. Thus, such a cleric’s cure light wounds spell
would cure 1d12 damage +1/level, and his caster level is treated
as one higher than normal thanks to the granted power.

of newly prepared spell levels is equal to or less than the number
of spell levels given up (0-level spells don’t count). For example,
a 12th-level transmuter who uses this variant can lose two 1st-
level spells and two 2nd-level spells from memory (a total of six
spell levels, half the character’s class level) and prepare two 3rd-
level spells.

Using this ability requires a number of minutes of concen-
tration equal to the number of spell levels given up. If the
transmuter’s concentration is broken during this time, all spells
to be lost are gone and no spells are gained in their place.

A transmuter using this variant does not gain additional spells
per day for being a specialist wizard.

SPONTANEOUS
DIVINE CASTERS

As a twist on the traditional divine spellcaster, this variant
converts the cleric and druid into spontaneous spellcasters.
Such characters have a limited number of spells known, as the
sorcerer does, though their selection is not quite as limited as
the sorcerer’s list.

Like other spellcasters, a character using this variant system
can cast a certain number of spells per day. His base daily spell
allotment is the same as a normal cleric’s number of spells per day
(notincluding domain spells), plus one spell per day of each spell
level he can cast. For instance, a 1st-level cleric using this system
can cast four 0-level spells and two 1st-level spells per day.

However, the divine caster’s selection of spells known is
limited. At 1st level, the character begins play knowing four 0-
level spells and two 1st-level spells of your choice, plus his two
1st-level domain spells (if a cleric) or summon nature’s ally I (if a
druid). At each new level in the character’s divine spellcasting
class, he gains one or more new spells, as indicated on Table 2-2:
Spells Known.

Alternatively, you can simply eliminate the normal cleric’s
ability to spontaneously cast cure or inflict spells. This makes
the selection of the Healing domain (or the Destruction domain,
for evil clerics) into an extraordinarily powerful choice, but simul-
taneously places a dramatic limitation on the average cleric’s
ability to heal damage. If you use this option, you might want to
allow a cleric of any good deity to select the Healing domain as
one of his domains.

For example, a 1st-level cleric of Obad-Hai has selected access
to the domains of Air and Animal. He may cast one Tst-level spell
for being a 1st-level cleric, plus one Tst-level bonus spell because
of his 15 Wisdom. Instead of preparing one domain spell (either
obscuring mist or calm animals) each day, he may spontaneously
cast obscuring mist or calm animals in place of either or both of
his prepared 1st-level spells. He does not prepare domain spells.
If this cleric had chosen the Earth and Plant domains, he could
spontaneously cast magic stone or entangle in place of either or
both of his prepared Tst-level spells.

If you use the Druid Domains house rule described elsewhere
in this chapter, you could allow such characters to use these same
spontaneous casting rules (either in addition to or in exchange
for the existing druid ability to spontaneously cast summon
nature’s ally spells).

—Andy Collins




Characters who use this option lose the ability to spontane-
ously cast cure, inflict, or summon nature’s ally spells in place of other
spells. However, each time the character gains a new spell level,
he gains one or more bonus spells known to add to his list. A cleric
may add his two domain spells to his list of spells known, while
a druid may add the appropriate summon nature’s ally spell to her
list of spells known. (An entry of 0 on the table indicates that the
cleric knows only his domain spells of that level, and the druid
knows only the summon nature’s ally spell of that level.)

TABLE 2—2: SPELLS KNOWN
—————— Spells Known — —————
Ist 2nd 3rd 4th 5th 6th 7th 8th 9th

Level 0
Ist 4
2nd 5
3rd 5
4th 6
5th 6
6th 7
7th 7
8th 8
9th 8

10th 9

9
9
9
9
9
9
9
9
9
9

11th
12th
13th
14th
15th
16th
17th
18th
19th
20th

UUUUUUUUUUARWWNN—O |
AARABRARRABRLOLWNN—O |
ARARARARRWWNN—O |
ARARBRALLWNN—O |
WWWWWWNN—O |
wuwwNN—'O|

wNn —o |

Upon reaching 4th level, and at every even-numbered class level
after that, a cleric or druid can choose to learn a new spell in
place of one he already knows. This functions identically to the
sorcerer’s ability to swap out known spells, except that a cleric
may never choose to lose a domain spell and a druid may never
choose to lose a summon nature’s ally spell.

For example, Jozan the cleric has chosen the domains of Good
and Healing, which means that at 1st level, he automatically
knows cure light wounds and protection from evil. In addition, he
chooses four spells from the list of 0-level cleric spells (cure minor
wounds, detect magic, light, and read magic) and two spells from the
list of 1st-level cleric spells (bless and shield of faith). He now knows
four 0-level spells and four 1st-level spells.

BEHIND THE CURTAIN: SPONTANEOUS CASTING
This option trades versatility—one of the divine spellcaster’s
strengths—for sheer spellcasting power (much like the differ-
ence between sorcerers and wizards). Since the cleric and druid
spell lists depend on versatility of effect, particularly defensive
or utilitarian spells, the spontaneous-casting divine caster is
allowed to know more spells per spell level than the sorcerer
(by adding domain spells or summon nature’s ally spells on
the list of spells known). No longer is the divine caster the
character who can come up with any effect under the sun;
instead, he becomes a much more specialized member of the
adventuring group.

__CLASS FEATURE VARIANTS

FAVORED ENEMY VARIANT:
FAVORED ENVIRONMENT

Another example: At 4th level, Vadania the druid learns a new
0-level spell and a new 2nd-level spell. She can also choose to
replace one of her 0-level spells known with a different spell of
the same level. She chooses to replace know direction (since Sove-
liss has sufficient ranks in Survival to determine true north,
this spell isn’t as important any more) with detect poison (because
Krusk is tired of accidentally eating toxic berries).

Even if you're satisfied playing one of the character classes from
the Player’s Handbook, other options allow you to customize your
character. Variant versions of several of the iconic class features
common to the character classes are presented below. If you
prefer the variant to the standard class feature, ask your DM
if he approves of your swapping out your class feature for the
variant version.

Aswith the variant character classes, these variant class features
can exist side by side with the standard class features—some
rangers might hunt goblinoids while their comrades favor wood-
land missions—or can completely replace the standard features.
The balance between the standard class and the variant is up to
the DM.

Instead of selecting a type of creature against which to apply
abonus on certain skills and damage rolls, the ranger selects a
specific natural environment and gains bonuses when in that
environment.

At st level, a ranger may select a natural environment from
among those given on Table 2-3: Ranger Favored Environments.
Due to the ranger’s experience in that environment, he gains a +2
bonus on Hide, Listen, Move Silently, Spot, and Survival checks
when using these skills in that environment. He also gains the
same bonus on Knowledge (nature) checks made in association
with that environment (or on Knowledge [dungeoneering]
checks made in association with underground environments, if
the ranger has selected underground as a favored environment).

At 5th level and every five levels thereafter (at 10th, 15th, and
20th level), the ranger may select an additional favored environ-
ment from those given on the table and gains an identical bonus
on the appropriate skill checks in that environment. In addition,
at each such interval, the bonuses in any one favored environ-
ment (including the one just selected, if so desired) increase by

This variant has the secondary effect of individualizing the
divine casters in your game, since no two characters choose
to learn the same set of spells. With only a limited number of
spells known from which to choose, characters must make tough
choices each time they gain new spells known. For instance,
is it more important that a 4th-level cleric learn cure moderate
wounds—particularly if he already knows cure light wounds—or
bear’s endurance? Should your druid learn resist energy as a 2nd-
level spell, or should she wait until she gains access to 3rd-level
spells and learn protection from energy instead? The cleric’s
choice of domains becomes crucial, because those areas form
the backbone of his available spells.



2. For example, a 5th-level ranger has two favored environments.
In one he has a +4 bonus on the appropriate skill checks, and in
the other he has a +2 bonus. At 10th level, he has three favored
environments, and he gains an additional +2 bonus, which he
can allocate to any of his three favored environments. Thus, his
bonuses could be either +4, +4, and +2 or +6, +2, and +2.

If the ranger chooses desert or forest, he must also choose a
climate type, as indicated on the table (either “cold” or “temperate
or warm” for desert, or “cold or temperate” or “warm” for forest).
The DM may rule that a ranger can't select an environment
that he has never visited.

TABLE 2—3: RANGER FAVORED ENVIRONMENTS

Environment Examples
Aquatic sea, ocean (on or under water)
Desert, cold tundra

Desert, temperate badlands, sandy desert
or warm

Forest, cold forest
or temperate

Forest, warm jungle

Hills

Marsh
Mountain
Plains
Underground

RAGE VARIANT: WHIRLING FRENZY

A barbarian with this variant form of rage doesn’t gain the normal
bonuses when he enters a rage. Instead, when a barbarian with
whirling frenzy enters a rage, he temporarily gains a +4 bonus to
Strength and a +2 dodge bonus to Armor Class and on Reflex saves.
While in a whirling frenzy, the barbarian may
make one extra attack in a round at his
highest base attack bonus, but this

rugged terrain up to 2,000 feet elevation
bog, moor, swamp

rugged terrain above 2,000 feet elevation
farmland, grassland, steppe, prairie
dungeons, caverns

Illus. by S. Belledin

Whirling frenzy

attack takes a —2 penalty, as does each other attack made that
round. This penalty applies for 1 round, so it also affects attacks
of opportunity the barbarian might make before his next action.

Whirling frenzy is otherwise identical to the standard bar-
barian rage in all other ways. At 11th level (when a standard
barbarian gains greater rage), the Strength bonus increases to
+6, and the dodge bonus to Armor Class and on Reflex saves
increases to +3. At 20th level (when a standard barbarian gains
mighty rage), the Strength bonus increases to +8, and the dodge
bonus to Armor Class and on Reflex saves increases to +4.

A barbarian using this variant doesn’t gain indomitable will
at 14th level. Instead, he gains evasion, but only while in a whirl-
ing frenzy.

A character can’t use whirling frenzy at the same time that he
uses any other form of rage (or similar ability).

TURNING UNDEAD VARIANT:
LEVEL CHECK

The standard rules for turning undead allow a cleric to affect a
relatively narrow band of undead (up to 4 HD greater than his
cleric level). This makes many undead creatures “off limits” for
this iconic power of the cleric. This variant changes the cleric’s
turning check into a battle of personality strength, representing
it by a level check that also takes into account the opponents’
Charisma scores.

When turning undead using this variant, the cleric makes a
turning check against the closest creature first, followed by a
separate check against the next closest, and so on. When two or
more creatures are equally close, the creature with the lowest
number of Hit Dice is affected first (if it’s still a tie, the charac-
ter chooses which is affected first). Creatures more than 60 feet
away cannot be turned.

A turning check is a level check

i to which the character also adds his
Charisma modifier. (Use the character’s
effective turning level, which is equal to
class level for a cleric or class level -3 for a paladin.) The DC is
10 + the creature’s Hit Dice + its turn resistance (if any) + its Cha-
risma modifier. (To speed play, the DM can add a “Turn DC”

score to the statistics block of each undead creature.)

If you use this variant, some creatures’ turn resistance should

% be increased to keep them from being too easy to turn. Any

= B

=" creature with turn resistance of +4 or higher should gain

EY - an additional +2 to its turn resistance. Creatures with
turn resistance of +3 or lower need no change.
8 If the check fails, the creature is unaffected. Its Hit

A 'l':_‘il B Dice do not count against the total number of creatures

&5 the character can turn (see below).
If the character succeeds on the check, the affected
. creature stands frozen in place for 1 round, just as if it
were paralyzed (though this affects even creatures with
immunity to paralysis). On each succeeding turn, the
character may take a standard action to concentrate on the
effect, prolonging the effective paralysis for an additional
round. (This doesn’t count as a turn attempt, and affects all
undead creatures that the character has “paralyzed” in this man-
ner.) The character may concentrate on this effect for a maximum
of 10 consecutive rounds, after which the undead creature can
act normally. If a creature affected in this way is attacked or
takes damage, the effect is broken and the creature may act nor-
mally beginning on its next turn. (The character’s proximity to



the creature has no effect.) This effect is the same whether the
character channels positive or negative energy.

If the character’s check beats the DC by 5 or more, he may in-
stead turn the creature (if he channels positive energy) or rebuke
it (if he channels negative energy).

If the creature has Hit Dice equal to one-half the character’s
effective cleric level or less, the turning attempt automatically
succeeds, and he does not have to make a check (the creature’s Hit
Dice still count against the maximum). Furthermore, such undead
are automatically destroyed (if the character channels positive
energy) or commanded (if he channels negative energy).

The character makes checks against each eligible creature
until he has affected the maximum Hit Dice worth of creatures,
or there are no more eligible creatures. He can affect a number of
Hit Dice of creatures equal to three X his effective cleric level on
any one turning attempt. For example, a 4th-level cleric (or 7th-
level paladin) can affect up to 12 HD worth of creatures, which
could mean two creatures with 6 HD each, four creatures with
3 HD each, or any other combination that adds up to 12 HD.

An evil cleric can instead channel negative energy to bolster
undead or to dispel a turning effect. In either case, the cleric
makes a normal turning check (if attempting to dispel a turn-
ing effect, add the turning cleric’s Charisma modifier to the DC
of the evil cleric’s turning check). If the cleric successfully re-
bukes the undead, the undead gain turn resistance +2 (if he was
attempting to bolster them) or are no longer turned (if he was
attempting to dispel the turning effect).

For example, Jozan, a 3rd-level cleric, faces three ghouls and a
ghast. Jozan can turn up to 9 HD of creatures. Two of the ghouls
are 10 feet and 15 feet away, respectively. The third ghoul and
the ghast are both 20 feet away. His turning attempts affect the
closest ghouls first, then the farthest ghoul, and then the ghast.
Jozan makes the first turning check. A ghoul has 2 HD, but it
also has +2 turn resistance, so it is treated as a 4 HD creature. Af-
ter adding the ghoul's +1 Charisma modifier, the turning check
DC is 15. Jozan rolls a 12, which, with his three cleric levels and
+1 Charisma modifier, gives him a result of 16, so the nearest
ghoul is halted in place. (If Jozan wants to maintain the effect,
he'll have to continue to concentrate on it in later rounds.) He
has successfully turned 4 HD worth of creatures, leaving him
with 5 HD. This is enough to affect another ghoul, so he makes
another turning check against the next closest ghoul. Jozan rolls
a 6 against the second ghoul, for a result of 10, so the ghoul is
unaffected. Against the third ghoul, his roll is 16 for a result of
20, which beats the DC by at least 5, so Jozan can turn the ghoul
if he wishes to do so. Since he knows he can’t affect the ghast on
this turning attempt—it has 4 HD and +2 turn resistance, and
Jozan has only 1 HD of turning left—he chooses to paralyze
the third ghoul rather than sending it scurrying back into its
burrow where it can gather more allies. (Bven if Jozan had failed
to affect the third ghoul, he would only have 5 HD left—not
enough to affect the ghast thanks to its +2 turn resistance.) On
his next turn, Jozan can choose to continue holding the ghouls
in place or, if his allies have already destroyed the three ghouls,
use another turning attempt against the ghast (which requires a
DC 19 turning check).

TURNING UNDEAD VARIANT:
PLANAR BANISHMENT

Instead of channeling energy to turn or rebuke undead, with
this variant a cleric can channel energy to banish outsiders.

WILD SHAPE VARIANT:
ASPECT OF NATURE

Make a turning check as normal. The result indicates the
most powerful outsider affected (treat an outsider as having Hit
Dice equal to its Hit Dice + its Cha modifier, if any). If the roll is
high enough to let the cleric affect at least some outsiders within
60 feet, roll 2d6 + cleric’s class level + cleric’s Cha modifier for
turning damage. That's how many total Hit Dice of outsiders the
cleric affects.

Any outsider affected by the turning attempt is banished back
to its home plane. (If it is already on its home plane, there is no
effect.) Even if it has the ability to travel between planes, it can-
not do so for 10 rounds (1 minute). If the cleric has twice as many
levels (or more) as the outsider has effective Hit Dice, he destroys
any outsiders that he would normally banish.

If the cleric would normally turn or destroy undead, he has the
ability to banish or destroy evil outsiders (that is, outsiders with
the evil subtype, as defined by the Monster Manual). Characters
who would normally rebuke or command undead instead gain the
ability to banish or destroy good outsiders. As an additional op-
tion, the DM might allow clerics worshiping a lawful deity to ban-
ish or destroy chaotic outsiders, while clerics worshiping a chaotic
deity could banish or destroy lawful outsiders. This ability would
replace the ability to banish or destroy good or evil outsiders.

If you use this variant, consider allowing clerics who can
turn or rebuke elementals (that is, clerics with access to the Air,
Earth, Fire, or Water domains) to instead banish elementals of
the same element and banish or destroy elementals of the oppos-
ing element.

This variant is otherwise identical to turning undead, includ-
ing limits of daily uses and feats that enhance a cleric’s turning
ability.

Instead of taking animal form, a druid with this variant form of
wild shape takes on one or more aspects of nature when she uses
her wild shape ability.

At 5th level, a druid may take on one aspect from those de-
scribed below. At 8th level, the druid can take on up to two as-
pects simultaneously. At 11th level, she can take up on to three
aspects simultaneously, and at 15th level the limit increases to its
maximum of four simultaneous aspects. (Some aspects can only
be combined with certain other aspects, as indicated in their
descriptions.) Bach aspect taken on counts as one daily use of the
druid’s wild shape ability. Multiple versions of the same aspect
don’t stack. Taking on one or more aspects is a standard action
(which does not provoke attacks of opportunity), and the effect
lasts for 1 minute per druid level.

Some aspects, as noted in their descriptions, have a minimum
druid level as a prerequisite.

A druid may take on one aspect per day for every daily use of
wild shape she is entitled to. For instance, a 5th-level druid could
normally use wild shape once per day, so she could assume an as-
pect once per day. A 10th-level druid could take on four aspects
per day and can choose to take on two aspects simultaneously
(which would use up two of the druid’s daily uses).

Unless otherwise noted in an aspect’s description, a druid
who assumes an aspect of nature retains her own type and
subtype(s), keeps her extraordinary, supernatural, or spell-like
abilities, and retains her ability to communicate and cast spells.
She is considered proficient with any natural attacks granted
by the aspect.



Agility: The druid gains a +8 bonus to Dexterity but takes a
—4 penalty to Strength. Prerequisite: Druid level 8th.

Aquatic: The druid grows gills, enabling her to breathe under-
water (while retaining her ability to breathe air). Webbing be-
tween her fingers and her toes grants her a swim speed of 40
feet (or 30 feet if wearing medium or heavy armor or carrying a
medium or heavy load) and a +8 bonus on her Swim checks.
Elemental Air: The druid’s body becomes gaseous (as the gaseous
form spell, except that she can fly at a speed of 100 feet with perfect
maneuverability and doesn’t lose her supernatural
abilities while in this form). While in this form,
the druid has immunity to poison, sleep,
paralysis, and stunning, as well as any
other immunities provided
by the gaseous

form spell. The

druid cannot cast

spells while this aspect is in
effect. She can’t combine
this aspect with any other
aspect except for agil-
ity and endurance.
Prevequisite: Druid
level 16th.

e
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Elemental Earth: The druid’s body becomes stony
and rocklike. While in this form, the druid has immu-
nity to poison, sleep, paralysis, and stunning. She gains
a slam attack that deals bludgeoning damage equal to
a morningstar of the druid’s size (1d8 for Medium
druids, 1dé for Small druids). Her natural armor
bonus becomes +8 (replacing any other natural armor
bonus the druid has, though enhancement bonuses to
natural armor still apply normally). She also gains dam-
age reduction 10/magic. The druid cannot cast spells while

this aspect is in effect. She can’t combine this aspect with any
other aspect except for endurance and vigor. Prerequisite: Druid
level 16th.

Elemental Fire: The druid’s body bursts into flame. While in
this form, the druid has immunity to fire, poison, sleep, paralysis,
and stunning. In addition, any creature struck by the druid in

HOUSE RULE: DRUID DOMAINS

In my campaign, each druid may choose a single domain from
the following list: Air, Animal, Earth, Fire, Plant, Sun, and Water.
The druid gains a bonus spell of each spell level, which may be
used only to prepare a domain spell of that level (or of a lower
level, if affected by a metamagic feat). The druid also gains the
domain’s granted power, except as noted below.

melee (whether with a weapon, unarmed attack, or natural weap-
on) takes an extra 1d6 points of fire damage and must succeed on
a Reflex save or catch fire for 1d4 rounds (see Catching on Fire,
page 303 of the Dungeon Master’s Guide). The save DC is 10 + 1/2
druid level + druid’s Con modifier. Creatures hitting the druid
with natural weapons or unarmed attacks while this aspect is
in effect take 1d6 points of fire damage and also catch fire un-
less they succeed on the Reflex save noted above. The druid also
gains damage reduction 10/magic. The druid cannot cast spells
while this aspect is in effect. She can't
combine this aspect with any other
aspect except for agility and endur-
ance. Prerequisite: Druid level 16th.

Elemental Water: The druid’s
body becomes semifluid. While in
this form, the druid gains a +10 bonus
on Escape Artist checks, resistance to fire
10, and immunity to poison, sleep, paralysis,
and stunning. She gains a swim speed of 90
feet and a +8 bonus on her Swim checks. Her

touch puts out torches, campfires, exposed

lanterns, and other open flames of non-
magical origin if these are Large or smaller.
The druid can dispel magical fire she
touches as if she had cast greater dispel
magic on it. She also gains damage
reduction 10/magic. The druid cannot
cast spells while this aspect is in effect.

She can’t combine this aspect with any other aspect

except for endurance and vigor. Prerequisite: Druid
level 16th.

Endurance: The druid gains a +4 bonus to Consti-
tution. Prevequisite: Druid level 8th.

Flight: The druid grows wings (feathery or batlike,
at her option) that enable her to fly at a speed of 40 feet with
average maneuverability (or 30 feet if wearing medium or heavy
armor or carrying a medium or heavy load).

Plant: The druid’s body becomes plantlike. While in this
form, the druid gains a +10 bonus on Hide checks made in
areas of forest, overgrowth, or similar terrain. She gains immu-
nity to poison, sleep, paralysis, and stunning. She gains a slam
attack that deals bludgeoning damage equal to a light mace of
the druid’s size (1d6 for Medium druids, 1d4 for Small druids).
Her natural armor bonus becomes +4 (replacing any other
natural armor bonus the druid has, though enhancement bo-
nuses to natural armor still apply normally). She can’t combine
this aspect with any other aspect except for vigor. Prevequisite:
Druid level 12th.

Poison: The druid gains a bite attack that deals bludgeoning,
piercing, and slashing damage equal to a dagger of the druid’s

Druids who select the Animal domain or the Plant domain
gain Skill Focus (Knowledge [nature]), since Knowledge (nature)
is already a class skill for druids.

A druid who chooses the Sun domain gains the ability to
turn undead 1/day as a cleric of her level, and cannot perform a
greater turning.

—Andrew Finch



size (1d4 for a Medium druid, or 1d3 for a Small druid). In ad-
dition, the bite delivers a toxic venom (Fortitude save DC 10 +
1/2 druid’s level + druid’s Con modifier; initial and secondary
damage 1d6 Con).

Scent: The druid gains the scent ability, as described on page
314 of the Monster Manual.

Speed: The druid gains a +30-foot enhancement bonus to her
base land speed.

Tooth and Claw: The druid gains a primary bite attack (at
her full base attack bonus) and two secondary claw attacks (at
her base attack bonus —5 and adding only half her Strength
bonus on damage rolls). The bite attack deals bludgeoning,
piercing, and slashing damage equal to a short sword of the
druid’s size (1d6 for a Medium druid, or 1d4 for a Small druid),
while the claws deal piercing and slashing damage equal to a
dagger of the druid’s size (1d4 for a Medium druid, or 1d3 for
a Small druid).

Vigor: The druid gains a +8 bonus to Strength but takes a —4
penalty to Dexterity. Prerequisite: Druid level 8th.

PRESTIGIOUS

A number of the character classes described in the Player's Handbook
represent very specific (if not always specialized) roles in the game.
These classes—the bard, the paladin, and the ranger—might re-
quire special training to enter, training that can be mimicked by
transforming these classes into prestige classes.

With this variant, these classes become off limits for starting
(tst-level) characters. Thus, the three prestige classes presented
below represent elite character archetypes, roles that can only
be achieved through training in specific areas of knowledge and
expertise. In each case, the prestige class recreates the feel of the
character class, but with slight variations. Each class has fifteen
levels, allowing a character who enters at 6th level to continue
along that path all the way up to 20th level.

If you use any of the variant classes presented here, the stan-
dard version of the class should be unavailable. For instance, you
shouldn’t include both the standard paladin character class and
the paladin prestige class in the same game.

TABLE 2—4: THE PRESTIGE BARD
Base Attack Fort Ref will

Level Bonus Save Save Save Special
Ist +0 +0 +2 +2
2nd  +1 +0 +3 +3 —
3rd +2 +1 +3 +3
4th +3 +1 +4 +4 —
Sth +3 +1 +4 +4
6th +4 +2 +5 +5 —
7th +5 +2 +5 +5
8th +6 +2 +6 +6 —
9th +6 +3 +6 +6
10th +7 +3 +7 +7
11th +8 +3 +7 +7
12th +9 +4 +8 +8 —
13th +9 +4 +8 +8
14th +10 +4 +9 +9 —
15th +11 +5 +9 +9

PRESTIGE BARD

Requirements

Class Skills

Class Features

Bardic music (countersong, —
fascinate, inspire courage +1),
bardic knowledge

Inspire competence =
Inspire courage +2
Inspire greatness =
Song of freedom
Inspire courage +3
Inspire heroics

Mass suggestion =

Inspire courage +4

The prestige bard is a jack-of-all-trades, master of none. She
relies on wit, agility, and no small amount of magic to see her
through her daring adventures.

Virtually all characters who become prestige bards are already
multiclass characters, usually mixing rogue and wizard or rogue
and sorcerer. Some dabble in barbarian or fighter as well, de-
pending on their social backgrounds.

NPC prestige bards may serve as heralds, tale-tellers, spies,
ne’er-do-wells, or all of the above. Some work in troupes, others
form colleges, but most share a strong streak of independence.

Compared to the standard character class, the prestige bard
gains her bardic music abilities later in her career, but has a
greater range of spells available.

Hit Die: d6. O3

To qualify to become a prestige bard, a character must fulfill all
the following criteria.
Alignment: Any nonlawful.
Base Attack Bonus: +3.
Skills: Knowledge (any one) 4 ranks, Perform (any one) 8
ranks.
Special: Ability to cast at least one 1st-level arcane spell from
each of the divination, enchantment, and illusion schools.

The prestige bard’s class skills (and the key ability for each skill)
are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Con-
centration (Con), Craft (Int), Decipher Script (Int), Diplomacy
(Cha), Disguise (Cha), Escape Artist (Dex), Gather Information
(Cha), Hide (Dex), Jump (Str), Knowledge (all skills, taken
individually) (Int), Listen (Wis), Move Silently (Dex), Perform
(Cha), Profession (Wis), Sense Motive (Wis), Sleight of Hand
(Dex), Speak Language (n/a), Spellcraft (Int), Swim (Str), Tumble
(Dex), and Use Magic Device (Cha).

Skill Points at Each Level: 6 + Int modifier.

All the following are class features of the prestige bard class.

Spells per Day

+1 level of existing arcane spellcasting class

+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class

+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class

+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class



Weapon and Armor Proficiency: As the standard bard in the
Player's Handbook. A prestige bard can cast any arcane spells in
light armor without the normal arcane spell failure chance.
Spellcasting: When a new prestige bard level is gained (ex-
cept at 1st, 3rd, 7th, and 13th level), the character gains new
spells per day (and spells known, if applicable) as if she had also
gained a level in whatever arcane spellcasting class she belonged
to before she added the prestige class.

A prestige bard casts arcane spells from the schools of divi-
nation, enchantment, and illusion at +2 caster level. She casts
arcane spells from the schools of evocation and necromancy at
-2 caster level.

Bardic Knowledge (Ex): As the standard bard ability of the
same name.

Bardic Music: As the standard bard ability of the same name,
except that the minimum number of ranks in Perform required
is increased by 5 (8 ranks for countersong, fascinate, or inspire
courage; 11 ranks for inspire competence, and so forth).

PRESTIGE PALADIN

After training in the arts of combat and the mysteries of the di-
vine, the prestige paladin is anointed as a holy warrior dedicated
to the protection of law and goodness.

Most prestige paladins are clerics or fighter/clerics, though
rare cleric/monks might pursue this path as well.

NPC prestige paladins usually belong to a holy order dedi-
cated to a lawful good deity such as Heironeous. Some are lone
wanderers, dealing out justice while walking the earth.
Compared to the standard paladin, the prestige
paladin gives up a small amount of combat prowess
in exchange for a larger spell list and a higher top
end of his spellcasting powers. Also, his class
features aren’t quite as
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Prestige
paladin

Prestige

powerful as the standard paladin’s as a result of his reduced
paladin class level.
Hit Die: d10.

Requirements
To qualify to become a prestige paladin, a character must fulfill
all the following criteria.
Alignment: Lawful good.
Base Attack Bonus: +4.
Skills: Knowledge (religion) 2 ranks, Knowledge (nobility
and royalty) 2 ranks, Ride 4 ranks.
Feats: Mounted Combat.
Spellcasting: Ability to cast protection from evil as a divine spell.
Special: Ability to turn undead.

Class Skills
The prestige paladin’s class skills (and the key ability for each
skill) are Concentration (Con), Craft (Int), Diplomacy (Cha),
Handle Animal (Cha), Heal (Wis), Knowledge (nobility and
royalty) (Int), Knowledge (religion) (Int), Profession (Wis), Ride
(Dex), and Sense Motive (Wis).
Skill Points at Each Level: 2 + Int modifier.

Class Features
All the following are class features of the prestige paladin class.

Weapon and Armor Proficiency: As the standard paladin in

the Player’s Handbook.

Spells per Day: A prestige paladin’s training focuses on di-
vine spellcasting. At every odd-numbered level reached,
the prestige paladin gains new spells per day as if he

had also gained a level in whatever divine spell-
casting class he belonged to before he added the
prestige class.

Prestige ranger



TABLE 2—5: THE PRESTIGE PALADIN

Base Attack Fort Ref Will
Level Bonus Save Save Save  Special
1st +1 +2 +0 +0 Detect evil, smite evil 1/day,
turn undead
2nd 42 +3 +0 +0 Divine grace,
special mount
3rd 43 +3 +1 +1 Aura of courage, divine health
4th  +4 +4 +1 +1 Remove disease 1/week
5th  +5 +4 +1 +1 Smite evil 2/day
6th  +6 +5 +2 +2 —
7th 47 +5 +2 +2 —
8th  +8 +6 +2 +2 Remove disease 2 /week
9th  +9 +6 +3 +3 —
10th  +10 +7 +3 +3 Smite evil 3/day
11th +11 +7 +3 +3 —
12th  +12 +8 +4 +4 Remove disease 3 [week
13th +13 +8 +4 +4 —
14th  +14 +9 +4 +4 —
15th  +15 +9 +5 +5 Smite evil 4/day

Detect Evil (Sp): As the standard paladin ability of the same name.

Smite Evil (Su): As the standard paladin ability of the same
name.

Turn Undead (Su): For the purpose of determining his ability
to turn undead, a prestige paladin’s class levels stack with his
levels from all his other classes from which he has gained the
ability to turn undead. For instance, a 4th-level fighter/1st-level
cleric/2nd-level prestige paladin would turn undead as a 3rd-
level cleric.

Divine Grace (Su): As the standard paladin ability of the same
name.

Lay on Hands (Su): As the standard paladin ability of the
same name, except that the total number of hit points of dam-
age that a prestige paladin can heal per day is equal to his Cha-
risma modifier X (his paladin level + 3). For example, a 3rd-level
prestige paladin with a Charisma of 16 (+3 modifier) can heal 18
points of damage per day.

Special Mount (Sp): As the standard paladin ability of the same
name, except treat the prestige paladin’s effective level as three
higher when calculating the mount’s bonus Hit Dice, powers,
and so forth (see the sidebar The Paladin’s Mount on page 45 of
the Player’s Handbook).

Aura of Courage (Su): As the standard paladin ability of the
same name.

Divine Health (Ex): As the standard paladin ability of the Hit Die: d8.
same name.
Remove Disease (Sp): As the standard paladin ability of the Requirements

same name, except that a prestige paladin gains the ability at
4th level and can use this ability one additional time per week
for every four levels gained thereafter (twice at 8th and three
times at 12th).

UNIQUE SPELLS

The bard, paladin, and ranger spell lists in the Player’s Handbook
(as well as similar lists in other books) contain a number of
spells that don’t appear on other classes’ spell lists. In general,
any character who enters one of these prestige classes should
gain access to spells unique to that class’s spell list from the

Ex-Paladins

PRESTIGE RANGER

Spells per Day
+1 level of existing divine spellcasting class

lay on hands,

+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class

Code of Conduct and Associates: These restrictions are the
same as those described in the Player's Handbook.

Same as for the standard paladin, but with no restrictions on
multiclassing.

The prestige ranger navigates the dark forests, craggy mountains,
or desert wastes of her homeland with unparalleled skill. She be-
comes one with nature while remaining a deadly hunter.

Most prestige rangers are former druids, though some multiclass
in barbarian, fighter, or rogue. Some replace druid levels with cleric
levels, selecting the Animal domain. If your campaign uses the
wilderness rogue (described earlier in this chapter), that class also
provides a good starting point for a would-be prestige ranger.

NPC prestige rangers are typically loners, trusting few but
themselves while on the hunt. Some form loose affiliations of
like-minded individuals, occasionally relying on each other for
assistance in dire times.

Compared to the standard ranger, the prestige ranger gives up
immediate access to some of her iconic abilities (such as favored
enemy) by having to qualify for the class, but has a much wider
selection of spells.

To qualify to become a prestige ranger, a character must fulfill
all the following criteria.

Base Attack Bonus: +4.

Skills: Knowledge (nature) 2 ranks, Survival 4 ranks.

Player’s Handbook, at the same levels indicated for the standard
class. At the DM’s discretion, spells unique to that class’s spell
list found in other books may also be available, but on a case-by-
case basis. The DM may require such spells to be researched or
learned specifically by the character, rather than simply making
them freely available.



TABLE 2—6: THE PRESTIGE RANGER

Feats: Endurance, Track, and either Rapid Shot or Two-
Weapon Fighting.
Spellcasting: Must be able to cast calm animals as a divine spell.

Class Skills

The prestige ranger’s class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Craft (Int), Handle
Animal (Cha), Heal (Wis), Hide (Dex), Jump (Str), Knowledge
(dungeoneering) (Int), Knowledge (geography) (Int), Knowl-
edge (nature) (Int), Listen (Wis), Move Silently (Dex), Profession
(Wis), Ride (Dex), Search (Int), Spot (Wis), Survival (Wis), Swim
(Str), and Use Rope (Dex).

Skill Points at Each Level: 6 + Int modifier.

Class Features

All the following are class features of the prestige ranger class.
Weapon and Armor Proficiency: As the standard ranger in
the Player’s Handbook.

Animal Companion (Ex): At 1st level, a prestige ranger gains
an animal companion. This is identical to the standard druid
ability of the same name.

If a prestige ranger already has an animal companion from an-
other class, the character’s prestige ranger levels stack with those
class levels for purposes of determining the companion’s abilities.
Favored Enemy (Ex): As the standard ranger ability of the
same name.

Wild Empathy (Ex): As the standard ranger ability of the
same name.

If a prestige ranger already has the wild empathy ability from
another class, the character’s prestige ranger levels stack with
those class levels when making animal empathy checks.

Bonus Feat: At 2nd level, a prestige ranger gains either Many-
shot or Improved Two-Weapon Fighting as a bonus feat. She must
have the Rapid Shot feat to select Manyshot as a bonus feat, and she
must have Two-Weapon Fighting to select Improved Two-Weapon
Fighting as a bonus feat. However, the ranger need not have any of
the other normal prerequisites for the bonus feat selected.

At 7th level, a prestige ranger gains either Improved Precise
Shot or Greater Two-Weapon Fighting as a bonus feat. She must
have the Manyshot and Rapid Shot feats to select Improved Precise
Shot as a bonus feat, and she must have Two-Weapon Fighting and
Improved Two-Weapon Fighting to select Greater Two-Weapon

Base Attack Fort Ref Wwill
Level Bonus Save Save Save Special Spells per Day
1st +1 +2 +2 +0 1st favored enemy, —
animal companion,
wild empathy
2nd  +2 +3 +3 +0 Bonus feat, woodland stride +1 level of existing divine spellcasting class
3rd 43 +3 +3 +1 Swift tracker —
4th  +4 +4 +4 +1 — +1 level of existing divine spellcasting class
5th  +5 +4 +4 +1 2nd favored enemy —
6th  +6 +5 +5 +2 — +1 level of existing divine spellcasting class
7th  +7 +5 +5 +2 Bonus feat —
8th  +8 +6 +6 +2 — +1 level of existing divine spellcasting class
9th  +9 +6 +6 +3 Camouflage —
10th  +10 +7 +7 +3 3rd favored enemy +1 level of existing divine spellcasting class
1th +11 +7 +7 +3 — —
12th  +12 +8 +8 +4 — +1 level of existing divine spellcasting class
13th  +13 +8 +8 +4 Hide in plain sight —
14th  +14 +9 +9 +4 — +1 level of existing divine spellcasting class
15th ~ +15 +9 +9 +5 4th favored enemy —

Fighting as a bonus feat. However, the ranger need not have any of
the other normal prerequisites for the bonus feat selected.

Woodland Stride (Ex): As the standard ranger ability of the
same name.

Camouflage (Ex): As the standard ranger ability of the same
name.

Hide in Plain Sight (Ex): As the standard ranger ability of the
same name.

In this high-powered campaign variant, characters essentially
take two classes at every level, choosing the best aspects of each.
The process is similar to multiclassing, except that characters
gain the full benefits of each class at each level. If the two classes
you choose have aspects that overlap (such as Hit Dice, attack
progression, saves, and class features common to more than one
class), you choose the better aspect. The gestalt character retains
all aspects that don't overlap.

The gestalt character variant is particularly effective if you
have three or fewer players in your D&D group, or if your players
enjoy multiclassing and want characters with truly prodigious
powers. This variant works only if every PC in the campaign
uses it, and it results in complicated characters who may over-
whelm newer D&D players with an abundance of options.

BUILDING A GESTALT CHARACTER

To make a 1st-level gestalt character, choose two standard D&D
classes. (You can also choose any of the variant classes in this
book, though you can’t combine two versions of the same class.)
Build your character according to the following guidelines.

Hit Dice: Choose the larger Hit Die. A monk/sorcerer would
use d8 as her Hit Die and have 8 hit points (plus Constitution
modifier) at 1st level, for example.

Base Attack Bonus: Choose the better progression from the
two classes.

Base Saving Throw Bonuses: For each save bonus, choose
the better progression from the two classes. For example, a
1st-level gestalt fighter/wizard would have base saving throw
bonuses of Fortitude +2, Reflex +0, Will +2—taking the good
Fortitude save from the fighter class and the good Will save
from the wizard class.



Class Skills: Take the number of skill points gained per level
from whichever class grants more skill points, and consider any
skill on either class list as a class skill for the gestalt character.
For example, a gestalt barbarian/bard would gain skill points per
level equal to 6 + Int modifier (and have four times this amount
at 1st level), and can purchase skills from both the barbarian and
bard lists as class skills.

Class Features: A gestalt character gains the class features of
both classes. A 1st-level gestalt rogue/cleric, for example, gets
sneak attack +1d6, trapfinding, 1st-level cleric spells, and the abil-
ity to turn or rebuke undead. Class- and ability-based restrictions
(such as arcane spell failure chance and a druid’s prohibition on
wearing metal armor) apply normally to a gestalt character, no
matter what the other class is.

A gestalt character follows a similar procedure when he at-
tains 2nd and subsequent levels. Each time he gains a new level,
he chooses two classes, takes the best aspects of each, and applies
them to his characteristics. A few caveats apply, however.

* Class features that two classes share (such as uncanny dodge)
accrue at the rate of the faster class.

¢ Gestalt characters with more than one spellcasting class keep
track of their spells per day separately.

HOUSE RULE: FRACTIONAL BASE BONUSES

The progressions of base attack bonuses and base save bo-
nuses in the Player’s Handbook increase at a fractional rate, but
those fractions are eliminated due to rounding. For single-class
characters, this rounding isn’t significant, but for multiclass char-
acters, this rounding often results in reduced base attack and
base save bonuses.

For example, a 1st-level rogue/1st-level wizard has a base
attack bonus (BAB) of +0 from each class, resulting in a total
BAB of +0. But that’s only due to the rounding of each fractional
value down to 0 before adding them together—the character
actually has BAB +3/4 from her rogue level and BAB +1/2 from
her wizard level. If the rounding was done after adding together
the fractional values, rather than before, the character would
have BAB +1 (rounded down from 1-1/4).

The table below presents fractional values for the base save
and base attack bonuses presented in Table 3-1 in the Player’s
Handbook. To determine the total base save bonus or base attack
bonus of a multiclass character, add together the fractional values
gained from each of her class levels.

For space purposes, the table does not deal with the mul-
tiple attacks gained by characters with a base attack bonus of
+6 or greater. A second attack is gained when a character’s
total BAB reaches +6, a third at +11, and a fourth at +16, just
as normal.

This variant is ideal for campaigns featuring many multiclass
characters, since it results in their having slightly higher base
save and base attack bonuses than in a standard game.

For example, in a standard game, a 5th-level cleric/2nd-level
fighter would have base save bonuses of Fort +7, Ref +1, Will +4.
In this variant, the same character would have Fort +7 (rounded
down from +7-1/2), Ref +2 (rounded down from +2-1/3), and
Will +5 (rounded down from +5-1/6).

Another example: A standard 2nd-level rogue/9th-level wizard
would have a base attack bonus of +5, +1 from rogue and +4
from wizard. Using the fractional system, that character’s base
attack bonus would be +6, +1-1/2 from rogue and +4-1/2 from
wizard, enough to gain a second attack at a +1 bonus.

Gestalt Combinations

* Agestalt character can’t combine two prestige classes at any level,
although it’s okay to combine a prestige class and a regular class.
Prestige classes that are essentially class combinations—such as
the arcane trickster, mystic theurge, and eldritch knight—should
be prohibited if you're using gestalt classes, because they unduly
complicate the game balance of what'’s already a high-powered
variant. Because it’s possible for gestalt characters to qualify for
prestige classes earlier than normal, the DM is entirely justified
in toughening the prerequisites of a prestige class so it's avail-
able only after 5th level, even for gestalt characters.

Because the player of a gestalt character chooses two classes at
every level, the possibilities for gestalt characters are almost lim-
itless. The following combinations are particularly potent.

Barbarian/Bard: The “bardarian” has two choices in a battle:
use a mix of party-aiding spells and attacks, or rage and use in-
spirational music to urge the rest of the party on as he attacks.
Only the bardic music abilities that actually require a Perform
check (such as countersong and fascinate) are off limits during
a rage. Neither barbarians nor bards wear heavy armor, so gear
selection is straightforward.

FRACTIONAL BASE SAVE AND BASE ATTACK BONUSES

Base Base Base Base Base
Save Save  Attack  Attack  Attack
Class Bonus Bonus  Bonus Bonus Bonus
Level (Good) (Poor) (Good) (Average) (Poor)
Ist  +2-1/2 +1/3 +1 +3/4 +1/2
2nd +3 +2/3 +2 +1-1/2 +1
3rd  +3-1/2 +1 +3 +2-1/4 +1-1/2
4th +4 +1-1/3 +4 +3 +2
Sth +4-1/2  +1-2/3 45 +3-3/4  +2-1)2
6th +5 +2 +6 +4-1/2 +3
7th  +5-1/2  +2-1/3 47 +5-1/4  +3-1/2
8th +6 +2-2/3 +8 +6 +4
9th  +6-1/2 +3 +9 +6-3/4  +4-1)2
10th +7 +3-1/3 +10 +7-1/2 +5
11th +7-1/2 +3-2/3 +11 +8-1/4  +5-1/2
12th +8 +4 +12 +9 +6
1Bth  +8-1/2  +4-1/3  +13  +9:3/4  +6-1/2
14th +9 +4-2/3 +14 +10-1/2 +7
15th  +9-1/2 +5 15 411174 +7-1)2
16th +10 +5-1/3 +16 +12 +8
17th  +10-1/2  +5-2/3 +17 +12-3/4  +8-1/2
18th +11 +6 +18 +13-1/2 +9
19th  +11-1/2  +6-1/3  +19  +14-1/4  +9-1/2
20th +12 +6-2/3 +20 +15 +10

ADDING FRACTIONS
Adding together halves, quarters, and thirds can be tricky. Here’s
a cheat sheet to help you with some of the common sums you
might encounter.
174+1/3=7/12
1/4+2/3=11/12
172 +1/3=10/12
1/2+2/3 =14/12, or 1-2/12
3/4+1/3=13/12,0r 1-1/12
3/4+2/3=17/12, 0r 1-5/12
—Andy Collins
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Barbarian/Wizard: The barbarian brings that d12 Hit Die to
the table, and that’s almost all that matters to the fragile wizard.
A good Fortitude save is sure to save the gestalt character’s hide
a few times, and a high-Intelligence character benefits greatly
from the union of two disparate class skill lists. And as a bo-
nus, you're literate at 1st level. The only downside? You can't
cast spells in a rage. This combination deliberately tweaks the
stereotypes of both classes, so you'll want to spend some time
thinking about your character’s backstory.

Cleric/Sorcerer: This gestalt combination is effectively the
mystic theurge prestige class on steroids. You can load up on
combat spells as a sorcerer, then prepare utility and protec-
tive spells as a cleric—which you can always spontaneously
cast as healing spells if you like. As a side benefit, your high
Charisma helps both your arcane spellcasting and your ability
to turn undead.

Druid/Ranger: With the ranger’s base attack bonus, you'll be
amore effective combatant when you wild shape into a predator.
The extra skills of a ranger are welcome, and if you choose the
archery combat style, you'll be ready for both ranged combat and
an up-close fight in wild shape form.

Fighter/Ranger: If you like feats, this is the class for you.
Most fighters must choose whether to split their feats between
melee and ranged combat or emphasize one kind of attack at the
expense of the other. The fighter/ranger can have it both ways,
relying on the fighter bonus feats to improve melee attacks and
the ranger’s combat style, improved combat style, and combat
style mastery to pick up three good archery feats.
Fighter/Rogue: Every rogue likes to get behind the enemy and
dish out sneak attack damage. With this gestalt combination, that
trick gets even better because you have the hit points and Armor

Mialee as a
wizard/rogue -~

Mialee as a
wizard/ranger

Class to survive toe-to-toe with the enemy, you'll hit more often,
and you get more attacks, which just means more chances to pick
up a fistful of dés. You can wear heavy armor, but you'll degrade
some of your better skills and you'll lose access to evasion.

Monk/Cleric: You'll probably give up your armor, but you
can run around the battlefield in a blur, healing your comrades
and putting the hurt on the bad guys with such combinations
as stunning fist with an inflict serious wounds spell attached.
Once you draw up your new character, flip through the Player’s
Handbook and note how many great cleric spells have a range of
touch. The same Wisdom score that drives your spellcasting also
improves your Armor Class.

Monk/Sorcerer and Monk/Wizard: With three good saves,
more hit points, and the best unarmored Armor Class, the monk
covers up many of the weak points of the sorcerer or wizard. The
only downside is that the important ability scores for sorcerers
and wizards—Charisma and Intelligence—are the two ability
scores that the monk cares least about. This can be a tough com-
bination to pull off, especially if you're using point-based ability
score generation.

Paladin/Sorcerer: Charisma does the heavy lifting for this
gestalt combination. Why? Two words: divine grace. Like all
sorcerers, you'll send your Charisma score into the stratosphere
with the every-four-levels improvement and the best cloak of
Charisma you can afford. Every time you get more spells, your
saving throws improve as well. The downside? You can’t wear
armor like most paladins.

Sorcerer/Wizard: Unlike most gestalt characters, your hit
points, Armor Class, base attack bonus, and saving throws
aren’t any better than a standard sorcerer or wizard. But oh,
the spells you can cast! Unlike a standard arcane spellcaster,



you can afford to use your highest-level spells in most of your
serious fights. It's a good idea to use your sorcerer slots on com-
bat spells (such as the ubiquitous fireball) and the occasional
defense or utility spell (perhaps mage armor or haste). Then you
can use your wizard slots for spells that are great against spe-
cific foes (such as dismissal) or life-savers in specific situations
(gaseous form). You can gamble a little more with your wizard
spell selection because you know you have all those useful
sorcerer spells backing you up.

BALANCING GESTALT CHARACTERS

Obviously, this variant results in characters who are significant-
ly more powerful than the D&D standard. But how much more
powerful? The simple answer—that gestalt characters are twice
as powerful as standard characters—isn’t accurate. Gestalt char-
acters don't have an advantage in the most important currency
in D&D: available actions. Even a character who can fight like a
barbarian and cast spells like a sorcerer can’t do both in the same
round. A gestalt character can't be in two places at once as two
separate characters can be. Gestalt characters who try to fulfill
two party roles (melee fighter and spellcaster, for example) find
they must split their feat choices, ability score improvements,
and gear selection between their two functions.

While a gestalt character isn’t as powerful as two characters
of equal level, a gestalt character is more powerful than a stan-
dard character. Hit points will always be at least equal to those
of a stadnard character, saving throws will almost certainly
be better, and gestalt characters have versatility that standard
characters can’t achieve without multiclassing. Furthermore, a
party of gestalt characters has greater durability and many more
spells per day, so they can often take on six or more consecutive
encounters without stopping to rest and prepare more spells.

Your players may be excited by the chance to play fighters
with powerful sneak attacks or spellcasters who can cast any
spell in the Player's Handbook. But as the DM, you know that the
only measure of PC power that matters is the comparison with
NPC power. By throwing monsters of higher Challenge Rat-
ings at them, you'll still be giving them significant challenges.
Gestalt characters look superior compared to standard D&D
characters, but that's a false comparison. With this variant, such
“standard” D&D characters don’t exist.

Here’s how to build a campaign that can handle gestalt
characters.

Challenge Ratings: Gestalt characters can obviously handle
more opposition than standard characters. The simplest way
to compensate for this is to use adventures with tougher
monsters. In general, a party of four gestalt characters can
handle multiple encounters with a single monster of a Chal-
lenge Rating equal to their average level + 1. If the monster
poses a challenge because it forces the characters to succeed
on life-threatening saving throws (such as with a medusa or a
wyvern), it's even weaker against gestalt characters, who have
few or no weak saves. Characters can handle multiple encoun-
ters with such monsters at a Challenge Rating equal to their
average level + 2. A shambling mound (CR 6) or a medusa (CR
7) would be appropriate average encounters for four 5th-level
gestalt characters. If you take this approach, realize that char-
acters gain levels faster than in a typical D&D campaign, be-
cause they’re gaining experience points as if those encounters
were harder than they actually are. You're obviously comfort-
able with a high-powered game, so faster advancement may be

an additional benefit, not a problem. If you rely on published
adventures, this is the easiest option.

If you want to keep level advancement at the standard D&D
average of thirteen encounters per level, reduce the Challenge
Ratings of all the monsters and NPCs in your campaign by 1 (or
by 2 if they rely on failed PC saving throws to pose a challenge).
The shambling mound and the medusa would both become CR
5 monsters, and the gestalt characters gain levels at the usual
rate. Monsters with a Challenge Rating of 1 become CR 1/2, and
other monsters with fractional Challenge Ratings have their
CRs cut in half (kobolds become CR 1/6, in other words). Many
staple low-CR monsters don’t work well against a party of gestalt
characters, even 1st-level gestalts.

Adventure Design: Once you adjust the Challenge Ratings,
you have one more subtle factor to consider when you design
adventures for gestalt characters. You must take into account the
greater “adventure stamina” of gestalt characters both when you're
preparing an adventure and when you're at the gaming table run-
ning the adventure. Because gestalt characters have more hit
points, better saving throws, and deeper spellcasting lists than
standard D&D characters, they can safely tackle more encounters
in a row before they run low on hit points and spells.

Gestalt characters can, for example, delve deeply into a dun-
geon on their first foray, when the dungeon denizens may not be
expecting them. The defenders of any site in a site-based adven-
ture can’t rely on wearing out a party of gestalt characters. They
have to pose enough of a threat that the gestalt characters retreat
because they're worried about their hides, not just because the
wizard is almost out of spells.

In event-based adventures, gestalt characters can wreak havoc
with timetables because they have more resources at their dis-
posal. For example, a 10th-level gestalt wizard/sorcerer can eas-
ily teleport the entire party four times a day—without resorting
to scrolls. That means two round trips to visit the wizened sage
who's an expert in rune translation, each in the blink of an eye.

At the gaming table, you may want to plan longer gaming ses-
sions because rest periods for the characters are natural stopping
points for the players, and gestalt characters have fewer rest pe-
riods. If you do stop in the middle of the action, encourage your
players to take careful notes of which class abilities they expend,
which spells they have active, and other relevant information.
Gestalt characters are complex enough that relying solely on
memory is a recipe for trouble.

NPCs: An important aspect of most campaigns is verisimili-
tude—which is centered on the notion that everything in the
campaign world is obeying the same set of rules. Accordingly,
any important NPCs in your game should also be gestalt charac-
ters. It's probably not necessary to have low-level noncombatant
NPCs pick two classes, but any NPCs above 1st level should be
constructed as gestalt characters. (NPCs with levels only in NPC
classes—adept, aristocrat, commoner, expert, and warrior—can
remain standard characters.)

Prestige Classes: The high-powered nature of the gestalt
character variant gives you more room to create unique prestige
classes. First, you can create narrowly specialized prestige classes,
and they'll still be compelling choices for PCs because the char-
acters can simultaneously advance in a regular class while taking
levels in the prestige class. Players won't feel shoehorned into a
very specific prestige class if they have another class they're also
advancing in. Second, you can create truly outrageous prestige
classes—but add the additional cost that such classes take up



both class choices for gestalt characters. For example, a prestige
class that offered a d12 Hit Die, +1/level base attack bonus, two
good saves, full spellcasting, and a host of class features would be
completely unbalanced in a standard D&D game. But if it takes
up both “class slots” for a gestalt characters, it's no more powerful
than taking a level in the barbarian/wizard gestalt.

Campaign Pacing: Once it is adjusted as outlined above, a
campaign that employs gestalt characters isn't that different
from a standard D&D campaign. Gestalt characters don’t gain
access to key campaign-changing abilities faster than their stan-
dard counterparts. No gestalt character can use teleport or raise
the dead under her own power before 9th level, and no non-
monk gestalt character gets a second melee attack in a round be-
fore 6th level. Gestalt characters get to tackle monsters a level or
two ahead of time, but they’re still fighting gnolls at low levels,
beholders at middle levels, and balors at high levels. Perhaps the
only noticeable difference in terms of campaign pacing is that
gestalt PCs are “something special” from the beginning. They
are far more powerful than typical 1st-level commoners even
at the beginning of the campaign. Again, this difference only
matters for a level or two, because standard 3rd-level characters
are also far more powerful than 1st-level commoners.

GENERIC CLASSES

Between the Player’s Handbook, various D&D and d20 System
supplements, and this tome, the class options available to char-
acters can seem overwhelming. Though that variety can lead to
interesting and exciting combinations, a DM who desires to run
a simpler campaign (while still allowing for character variety)
can use these “generic” character classes in place of the character
classes in the Player’s Handbook.

The three generic classes here—warrior, expert, and spell-
caster—cover the common roles of a group of adventurers. (De-
spite sharing names with NPC classes from the Dungeon Master’s
Guide, the warrior and expert presented here are very different
from those classes.) But despite these classes’ basic approaches to
character building, each one allows a wide variety of archetypes
through the selection of skills and feats.

If you use these generic classes, you shouldn't also use the
character classes in the Player’s Handbook (or the variants of those
classes presented in this book). You can still include prestige
classes, if you wish to add that level of complexity to your game,
but you may have to tweak some prestige class prerequisites that
include class features not available to these classes.

SAVING THROWS

Bach generic class has one or two good saves and one or two poor
saves. At 1st level, the character designates which saves are good
or poor. If the character later gains a level in a different class, he
designates which saves are good or poor for that class.

For example, Kevin is creating a 1st-level warrior, a class with
one good save and two poor saves. He wants to create a swash-
buckling-type character, so he designates his good save as Reflex
and his poor saves as Fortitude and Will.

Later, Kevin's warrior gains a level of expert, a class with two
good saves and one poor save. He wants to keep his Reflex save
high, so he designates that as a good save. He also decides that he
wants his character to become better at resisting enchantments,
so he designates Will as his other good save, and Fortitude is left
as his poor save.

CLASS SKILLS

Each generic class has a specific number of class skills, as given
in the class description. When a character takes his first level
in a generic class, he chooses which skills to designate as class
skills. Once these are selected, the character can’t change his
choice of class skills (though if he gains a level in another class,
he can choose different skills as class skills for that class).

For example, a warrior has six class skills, plus Craft. Kevin
wants to play an agile, crafty warrior who uses his high Dexter-
ity and Charisma scores to good effect. At 1st level, the character
designates his class skills as Bluff (Cha), Craft (Int), Hide (Dex),
Intimidate (Cha), Jump (Str), Move Silently (Dex), Profession
(Wis), and Tumble (Dex).

When Kevin's warrior gains a level of expert, a class with
twelve class skills plus Craft and Profession, he must choose
a new set of class skills. Kevin wants his character to be able
to continue purchasing the same skills as class skills, so he
starts by designating all the skills he chose for his warrior as
class skills. Since his character has taken up life as a thief and
second-story artist, he adds Balance (Dex), Climb (Str), Disable
Device (Int), Knowledge (local) (Int), Listen (Wis), and Open
Lock (Dex) to his list of class skills.

BONUS FEATS

Each class gains a bonus feat at 1st level, and additional bonus
feats at specific levels throughout the character’s career. Each
time the character gains a bonus feat, he may select any feat for
which he meets the prerequisites. There is no list of bonus feats
to select from.

For the purposes of these classes, the following class features
can be selected in place of bonus feats (unless noted, each may
only be selected once).

Evasion (Ex): As the monk ability. Prerequisite: Base Reflex
save +3.

Familiar: As the sorcerer ability. Use spellcaster level to
determine familiar’s abilities. Prerequisite: ability to cast ar-
cane spells.

Favored Enemy (Ex): As the ranger ability. May be selected
more than once; each additional selection improves any one
favored enemy bonus (including the one just selected) by 2.

Greater Sneak Attack (Ex): Add +4dé to your sneak attack
damage. Prerequisites: Hide 18 ranks, Move Silently 18 ranks, sneak
attack, improved sneak attack.

Improved Evasion (Ex): As the monk ability. Prerequisites: Base
Reflex save +7, evasion.

Improved Sneak Attack (Ex): Add +3dé to your sneak attack
damage. Prevequisites: Hide 11 ranks, Move Silently 11 ranks,
sneak attack.

Smite Evil (Su): As the paladin ability, once per day, plus one
additional daily use per five character levels. Prerequisite: good
alignment.

Sneak Attack (Ex): As the rogue ability, but +2d6 on damage
rolls. Prevequisites: Hide 4 ranks, Move Silently 4 ranks.

Turn Undead (Su): As the cleric ability. Prerequisite: ability to
cast divine spells.

Trap Sense (Ex): Combines the rogue class features trap sense
and trapfinding. Prerequisite: Search 4 ranks.

Uncanny Dodge (Ex): Combines the barbarian class features
uncanny dodge and improved uncanny dodge. All class levels
stack to determine the minimum character level required to
sneak attack the character.



Wild Empathy
(Ex): As the druid
ability. Prerequisite:
Handle Animal 4
ranks.

You can't recre-
ate all the character
classes of the Player’s
Handbook with these
generic versions,
particularly classes
with complicated,
unique, or special-
ized features such
as bardic music, a
wizard’s familiar, or
a druid’s wild shape
ability. If your DM
allows it, you might
be able to select
other class features
in place of one or
more feats.

EXPERT

The expert can be a
jack-of-all-trades or
a master of a limited

area of expertise. Based on his selection
of skills and feats, he can focus on dip-
lomatic matters, stealth, combat, wilderness survival,
thievery, or any of a number of critical tasks.

At first glance, the expert appears similar to
the rogue; it shares that class’s combat ability,
wide range of class skills, and tendency toward
simple weapons and light armor. Unlike a rogue, however, the

expert has no special class features, but instead defines his spe- poor saves.
cialty by his selection of bonus feats. Class Skills: Choose any four skills as class skills, plus Craft,
Hit Die: deé. Knowledge (all), and Profession.

TABLE 2—7: THE EXPERT 1st level).
Base Good  Poor Weapon and Armor Proficiency: One simple weapon; no

Level Attack Bonus Saves Save  Special armor.

Ist  +0 +2 +0 Bonus feat Bonus Feats: The spellcaster gets one bonus feat at 1st level,

g?ﬁ :; :g :(1) Emus feat one at 5th level, and another one at every fifth class level there-

4h 43 4 1 Bonus feat after (10th, 15th, and so on).

Sth o 43 +4 + - Spellcasting: A spellcaster learns and casts spells as a sor-

6th  +4 +5 42 . cerer. She may select her spells known from the cleric, druid,

7th 45 45 2 _ and sorcerer/wizard spell lists.

8th  +6/+1 +6 +2 Bonus feat A spellcaster must choose at 1st level whether to be an arcane

9th  +6/+1 +6 +3 — spellcaster or a divine spellcaster. This choice has no impact on
10th  +7/+2 +7 +3 — the spells that she may learn, but affects what kinds of scrolls she
Mth  +8/+3 +7 +3 — can use and which ability score controls her spellcasting. An at-
12th  +9/+4 +8 +4 Bonus feat cane spellcaster may designate either Intelligence or Charisma
_}i’in :19{)7_;4.5 ig :j _ as the ability score that determines the highest-level spell she
15th  +11/46/+] 9 45 B can learn or cast, and the Difficulty Class of her spell’s saving
16th  +12/+7/+2 +10 +5 Bonus feat throws. A divine spellcaster must use Wisdom to determine the
17th  +12/+7/+2 +10 5 _ highest-level spell she can learn or cast, and the DC of her spell’s
18th  +13/+8/+3 +11 6  — saving throws.
19th  +14/+9/+4 +11 +6 — Multiclassing: A character can multiclass between arcane
20th  +15/+10/+5 +12 +6 Bonus feat spellcaster and divine spellcaster.

Base Save Bonuses: Two good saves and one poor save.
Class Skills: Choose any twelve skills as class skills, plus
Craft and Profession.
Skill Points: 6 + Int modifier (or four times this

number at 1st level).

Weapon and Armor Proficiency: All

simple weapons, one martial weapon; light

Spellcaster armor.
Bonus Feats: The expert gets one bonus
feat at 1st level, another at 2nd level, one at
4th level, and another one at every fourth
class level thereafter (8th, 12th, and so on).

SPELLCASTER

Whether arcane or divine, the spellcaster has
an array of magical effects at her beck and call.
Depending on her choice of spells, she
can be a healer or an enchanter, a nec-
romancer or a trickster.
The spellcaster most
Warrior  closely resembles the
sorcerer, though she has
fewer spells per day than
that class. In exchange, she
gains a number of bonus
feats that she can use
to improve her magi-
cal aptitude, increase
her survivability,
heighten her combat
skills, or achieve any
of a wide variety of
other goals.
Hit Die: d4.
Base Save Bonuses:
One good save and two

Expert
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Skill Points: 2 + Int modifier (or four times this number at



TABLE 2—8: THE SPELLCASTER

Base Good  Poor
Level Attack Bonus Save Saves Special 0
st +0 +2 +0 Bonus feat 4
2nd  +1 +3 +0 5
3rd +1 +3 +1 5
4th +2 +4 +1 6
5th +2 +4 +1 Bonus feat 6
6th +3 +5 +2 6
7th +3 +5 +2 6
8th +4 +6 +2 6
9th +4 +6 +3 6
10th +5 +7 +3 Bonus feat 6
11th +5 +7 +3 6
12th  +6/+1 +8 +4 6
13th  +6/+1 +8 +4 6
14th  +7/+2 +9 +4 6
15th  +7/+2 +9 +5 Bonus feat 6
16th  +8/+3 +10 +5 6
17th +8/+3 +10 +5 6
18th  +9/+4 +11 +6 6
19th  +9/+4 +11 +6 6
20th  +10/+5 +12 +6 Bonus feat 6
TABLE 2—9: SPELLCASTER SPELLS KNOWN
—————— Spells Known ——MM ————
Level 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Ist 4 2 —_ = = = = = = —
2nd 5 2 @— - — — — — —
3rd 5 3 —_ = = = = = = —
4th 6 3 1 _ = = = = = —
5th 6 4 2 - - - - - — —
6th 7 4 2 1 —_ = - - - —
7th 7 5 3 2 _ = = = = —
8th 8 5 3 2 1 —_ = = = —
9th 8 5 4 3 2 - - — — —
10th 9 5 4 3 2 1 —_ = = —
Mth 9 5 5 4 3 2 - — — —
12th 9 5 5 4 3 2 1 _ = —
13th 9 5 5 4 4 3 2 —_ = —
14th 9 5 5 4 4 3 2 1 — —
15th 9 5 5 4 4 4 3 2 — —
16th 9 5 5 4 4 4 3 2 1 —
17th 9 5 5 4 4 4 3 3 2 —
18h 9 5 5 4 4 4 3 3 2 1
19th 9 5 5 4 4 4 3 3 3 2
20th 9 5 5 4 4 4 3 3 3 3

WARRIOR

The warrior is the basic combatant of the trio of generic classes.
He has the fighter’s hit points, combat prowess, bonus feats, and
weapon selection.

Unlike the fighter, the warrior can choose a different array of
class skills, can designate any one of his saves as a good save, and
can select his bonus feats from the entire list of feats available.
Also, if he wants to be proficient in heavy armor, he must take
the Armor Proficiency (heavy) feat.

Hit Die: d10.

Base Save Bonuses: One good save and two poor saves.
Class Skills: Choose any six skills as class skills, plus Craft.
Skill Points: 2 + Int modifier (or four times this number at
1st level).

Weapon and Armor Proficiency: All simple and martial weap-
ons; light and medium armor; shields (but not tower shields).

Spells per Day

Ist 2nd 3rd 4th 5th  6th 7th 8th 9th
2 — - — — — - — —
3 — - — — - —
4 — - — — - —
5 2 — — — — — — —
5 3 = — — — = — —
6 4 2 — — — —  — —
6 5 3 — — — - — —
6 5 4 2 — — —  — —
6 6 5 3 — — — - —
6 6 5 4 2 — — — —
6 6 6 5 3 — - — —
6 6 6 5 4 2 —  — —
6 6 6 6 5 3 - — —
6 6 6 6 5 4 2 — —
6 6 6 6 6 5 3 — —
6 6 6 6 6 5 4 2 —
6 6 6 6 6 6 5 3 —
6 6 6 6 6 6 5 4 2
6 6 6 6 6 6 6 5 3
6 6 6 6 6 6 6 6 5

Bonus Feats: A warrior gets one bonus feat at 1st level, on e at
2nd level, and another one at every second class level (4th, 6th,
and so on).

TABLE 2—10: THE WARRIOR

Base Good  Poor
Level Attack Bonus Save Saves Special
Ist +1 +2 +0 Bonus feat
2nd  +2 +3 +0 Bonus feat
3rd 43 +3 +1 —
4th  +4 +4 +1 Bonus feat
5th  +5 +4 +1 —
6th  +6/+1 +5 +2 Bonus feat
7th  +7/+2 +5 +2 —
8th  +8/+3 +6 +2 Bonus feat
9th  +9/+4 +6 +3 —
10th  +10/+5 +7 +3 Bonus feat
1th +11/+6/+1 +7 +3 —
12th  +12/+7/+2 +8 +4 Bonus feat
13th +13/+8/+3 +8 +4 —
14th  +14/+9/+4 +9 +4 Bonus feat
15th  +15/+10/+5 +9 +5 —
16th  +16/+11/+6/+1 +10 +5 Bonus feat
17th +17/+12/+7[+2 +10 +5 =
18th  +18/+13/+8/+3  +11 +6 Bonus feat
19th +19/+14/+9/+4 +11 +6 —
20th  +20/+15/+10/+5  +12 +6 Bonus feat

MULTICLASS GENERIC CHARACTERS

With only three classes to choose from (four if you count arcane
spellcasters and divine spellcasters as separate classes), multi-
classing in this variant system offers a much smaller variety of
combinations than in the standard game. Thus, the DM probably
shouldn’t apply an XP penalty for characters who multiclass.

If you wish to retain the “favored class” element of the standard
game, treat any race whose favored class is barbarian, fighter,
monk, or paladin as having warrior as its favored class. A race
whose favored class is bard, ranger, or rogue has expert as its fa-
vored class. A race that has cleric or druid as its favored class treats
divine spellcaster as favored, while a race with a preferred class of
sorcerer or wizard treats arcane spellcaster as its preferred class.



fter you choose your character’s race and class, the next
step is to add the various details that make him unique.
A character’s skills, feats, alignment, and other factors
help differentiate him from others who share his race
and/or class, while simultaneously defining his place

/ in the world.

This chapter includes variant rules that can be added to
your game’s skill and feat systems. Some, such as the complex
skill check variant, have relatively minor impacts on how the
game works. Others, such as the alternative skill system,
can dramatically change significant elements of the game.
As with any variant, consider carefully before adding any of
these to your game. Unlike variant races or classes—which
generally only affect those who choose to play such charac-
ters—these changes affect every character in your game. For
that reason, the DM should include his players in any deci-

{ sion-making process about these variants. Make sure that
everyone is at least willing to try out the new rules before
making a radical change to the way your game works. Doing
so not only makes your players feel more involved in the cam-
paign, but also helps prevent hurt feelings down the road.

' ALTERNATIVE
’ SKILL SYSTEMS

When compared to the combat maneuvers and magical talents
of the characters in the DunGEoNs & Dracons game, the skill
system often appears to run a distant third in importance. It s,
however, a detailed part of the D&D game system and a place
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where you'll often spend a considerable amount of time if
you create detailed PCs, NPCs, or monsters to use in your
game. The variant skill systems discussed here eliminate
some of the complexity of the standard skill system, but at
the expense of fewer opportunities for customization.

MAXIMUM RANKS,
LIMITED CHOICES

This variant skill system allows for some customization
during character creation and during character advance-
ment. It allows for more up-front choices and fewer
down the road. In general, this system works for players
and DMs who want the versatility of the skill system
but don’t want to worry about counting up every skill
point and adjusting skills every level. It’s particularly
useful for DMs who are creating NPCs from scratch.

Essentially, this system treats each skill as either
a known skill or an unknown skill. A character is
considered to have the maximum number of ranks
allowable in any skill known to that character, and
no ranks in any skill unknown to that character.

d

Learning Skills
Each character begins play knowing a number of
skills equal to the number of skill points his character
would gain with each new class level. When creating a char-
acter, choose a number of skills known based on your
first class level (see Table 3—1: Skills by Class). Human §
characters add one to their number of known skills.
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TABLE 3—1: SkiLLs BY CLASS

Class Number of Skills Known'
Barbarian 4 + Int modifier

Bard 6 + Int modifier

Cleric 2 + Int modifier

Druid 4 + Int modifier

Fighter 2 + Int modifier

Monk 4 + Int modifier

Paladin 2 + Int modifier

Ranger 6 + Int modifier

Rogue 8 + Int modifier

Sorcerer 2 + Int modifier

Wizard 2 + Int modifier

1 Minimum of one skill known, regardless of Intelligence
penalty.
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For classes or monster types not listed on the table, simply assign
a number of skills known equal to the number of skill points
gained at each new level or Hit Dice, plus the character’s or
monster’s Intelligence modifier.

Note whether each skill known is a class skill or cross-class
skill for your character, based on his starting class.

For example, Gimble the gnome bard has an Intelligence of 12 (+1
bonus), and thus may know seven skills at 1st level. He selects the
following seven skills (and denotes Forgery as a cross-class skill):
Perform (string instruments)

Spellcraft

Use Magic Device

Gather Information

Listen

Decipher Script

Forgery (cc)

Skill Modifiers
For each of your known skills, your modifier is calculated as if you
had the maximum number of ranks allowable in that skill. For a
class skill, the skill modifier is equal to your character level +3; fora
cross-class skill, the modifier is half that number, rounded down.
As with a normal skill check, you also add any other modi-
fiers that apply (racial bonuses, ability modifiers, bonuses from
synergy, and so forth).
For example, at 5th level, Gimble has a Charisma of 16 and
a masterwork lute. When he makes a Perform (string instru-
ments) check, he uses this formula:
1d20 + 8 (class skill) + 3 (Cha modifier)

+ 1 (masterwork lute)

When he makes a Forgery check, the formula changes to reflect
the fact that Forgery is a cross-class skill:
1d20 + 4 (cross-class skill) + 1 (Int modifier)

Skills that don't have ranks, such as Speak Language, work dif-
ferently. A character who chooses Speak Language as a known
skill learns four new languages at 1st level and one new language
at each level thereafter (if Speak Language is a class skill) or two
new languages at 1st level and one new language at each odd-num-
bered level thereafter (if Speak Language is a cross-class skill).

Prerequisites and Minimum Skill Ranks
i If you need to determine how many ranks your character has in
N a skill (for purposes of meeting prerequisites for prestige class or
8 O feat requirements, or for any other reason), simply assume you

have the maximum number of ranks you could have in any of the
skills you know. For class skills, that's always your character level
+3, and for cross-class skills it’s half that total (rounded down).
For example, to use the song of freedom bardic music ability,
Gimble must be at least 12th level and have at least 15 ranks in a
Perform skill. Since Perform is a class skill for bards, and Gimble
has selected Perform (string instruments) as one of his skills,
he is treated as having the maximum possible ranks in Perform
(string instruments). Thus, by 12th level, he is considered to have
15 ranks in Perform (string instruments). At the same time, he is
considered to have only 7 ranks in Forgery (a cross-class skill).

Multiclass Characters

Multiclassing under this variant system is a little more complex
than in the normal rules and does not achieve the same results
as single classing would.

First, compare your current list of known skills to your new
class’s list of class skills. If any of your new class’s class skills are
currently known by you as cross-class skills, you may choose
one such skill and designate it as a class skill. This change im-
mediately increases your modifier for the chosen skill (see Skill
Modifiers, above). Every time you gain a level in this new class,
you may choose another such skill, if applicable, and change it
from a cross-class skill to a class skill.

Second, compare your new class’s number of skills known
at 1st level to the number of skills known at 1st level from the
class you already have. If you already have more than one class,
compare it to the class that would grant the highest number of
skills, even if that wasn't your first class. For example, if you are
playing a 2nd-level rogue/5th-level fighter and pick up a level of
barbarian, use the rogue’s number of skills (8), even though you
have more fighter levels than rogue levels.

If your new class grants an equal or lower number of skills,
you can choose one skill from your new class’s list to add to the
skills you know as a class skill. You immediately gain the new
skill at the maximum possible rank.

If your new class grants you up to four more skills than your
best previous class, you may choose two skills from your new
class’s list to add to the skills you know as class skills. You imme-
diately gain the two new skills at the maximum possible rank.

If your new class grants you five or more skills over and above
your best class, you may choose three skills from your new class’s
list to add to the skills you know as class skills. You immediate
gain the three new skills at the maximum possible rank.

Perform this operation every time you gain 1st level in a
new class.

This system reflects the idea that by multiclassing, you learn
more abilities and, in particular, skills. Most characters do end up
with higher numbers of skills and ranks if they multiclass under
this variant system, but they still have fewer skill choices.

Learning New Skills

If you are not interested in multiclassing but wish to learn new
skills anyway, you have two options.

If you increase your Intelligence modifier, you learn one
additional skill. Make this skill choice using the class skill list
of any of your existing classes. You can choose a class skill or a
cross-class skill.

Alternatively, your DM can allow the Skill Knowledge feat,
which increases your character’s number of known skills (see
the sidebar on the facing page).



LEVEL-BASED SKILLS

This even simpler variant system assumes that skills are much
less important in your game and that you really don’t want to be
bothered with tracking or even looking for skill ranks over the
course of a fast-paced game session.

Making Skill Checks
Under this system, characters do not normally acquire skill
ranks or track skill points at all. Each character has a list of
known skills that includes all his class skills (from all classes).
When a character makes a skill check under this variant skill
system, use these formulas:

Class Skills: 1d20 + character level + modifiers
Cross-Class Skills: 1d20 + modifiers

Here, the trade-off for simplicity is ability. Characters with a
large number of class skills are extremely versatile, but even
their average skill check result is lower than that made by a
character using the existing skill system. For skills outside their
areas of expertise (cross-class skills), they have nothing beyond
their own basic abilities and perhaps magic or other bonuses.

Under this system, all barbarians are good at climbing, jump-
ing, listening, riding, and the like, but have virtually no ability
to bluff, hide, search, or perform other cross-class tasks. Monks
become superior acrobats (with talent in balancing, climbing,
jumping, and tumbling) but no proficiency at anything outside
the idiom of the typical monk (such as disguise or survival).

A character who wishes to specialize or branch out her skill
knowledge can still select feats such as Skill Focus, Alertness,
and the like, regardless of whether the skills affected by the feat
are class skills or cross-class skills. This is the best avenue for
a fighter who wishes to improve his awareness, a wizard who
wants to become intimidating, and so on.

Skills that don’t have ranks, such as Speak Language, work
differently. A character who has Speak Language as a class skill
learns four new languages at 1st level and one new language at
each level thereafter. Characters without Speak Language as a
class skill can’t learn new languages without selecting the Skill
Knowledge feat and designating Speak Language as a class skill.

Multiclassing
Since skills are not as important in a game that uses this
system (at least, that’s the intention), when a character multi-
classes, combine the skill lists. Consider all skills on both lists
as class skills.

Learning New Skills

As with the maximum ranks variant described earlier, the Skill

Knowledge feat (see the sidebar on this page) can be selected by TRYING AGAIN

SKILL KNOWLEDGE [General]
You gain access to new knowledge and abilities.
Benefit: Choose any two skills from one of your current
classes’ skill lists. You now know these skills as class skills.
Special: Instead of choosing two class skills, you may choose
one cross-class skill (whether you already know it or not) and
learn it, treating it as a class skill from that point forward.

)

— COMPLEX SKILL CHECKS

opposed checks.
TaBLE 3—2: EXAMPLE COMPLEX SKILL CHECKS

Successes

Required Complexity Example (Skill)

20r3 Slight Training a riding horse (Handle
Animal)

4106 Ordinary ~ Making a crossbow (Craft
[weaponsmithing])

7t09 Good Bypassing a fiendish trap (Disable

a character to add to his number of skills known. In this case,
the feat only allows you to designate a cross-class skill as a class
skill (since you already know all your class skills).

With most skill checks, a single die roll immediately determines
whether or not a character succeeds. If a character wants to jump
across a chasm or recall a specific piece of information, his suc-
cess or failure is apparent after a single check.

For complicated and time-consuming tasks (such as disabling
avery complex trap or researching an obscure bit of knowledge),
or at times when the DM wants to build tension and suspense,
the complex skill check variant described here might be called
for. In such a case, a specific number of successful skill checks
must be achieved to complete the task. The complexity of the
task is reflected in the DC of the required check, the number
of successful rolls required to complete the task, and the maxi-
mum number of failed rolls that can occur before the attempt
fails. In most cases, one or two failed rolls does not mean that
a complex skill check has failed, but if three failed rolls occur
before the character makes the required number of successful
rolls, the attempt fails. Although three failures is a common
baseline, DMs are encouraged to change the number if the situ-
ation warrants it.

The DM can also apply a penalty to future rolls in the complex
check if the character rolls one or more failures. For instance,
an intricate trade negotiation requiring a complex Diplomacy
check might assess the character a -2 penalty on her checks for
each failed check made as part of the complex check (represent-
ing the tide of the negotiation turning against her).

Each die roll is one portion of a complex skill check, and each
die roll in the attempt represents at least 1 round of effort (it might
represent more time, depending on the skill or task in question).

Like skill checks, ability checks can also be complex.

Complex skill checks are rarely used in situations that call for
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Device)

10 or more Amazing  Pick an amazing lock (Open Lock)

Complex skill checks can usually be retried. However, like nor-
mal skill checks, some complex skill checks have consequences,
and those consequences must be taken into account. (For ex-
ample, a trap that requires a complex Disable Device check to
disarm is triggered if the attempt fails, just as with a normal trap
and a normal Disable Device check.)

Some skills are virtually useless for a particular task once an
attempt to accomplish that task has failed, and this includes com-
plex checks as well as regular skill checks. The Complex Skill
Use section, below, describes which skills can be used in com-
plex skill checks and which allow retries after failed attempts.
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INTERRUPTING A COMPLEX
SKILL CHECK

Most complex skill checks can be interrupted without adversely
affecting the result of the check. However, the DM is free to rule
that interrupting a specific check affects the result. At the DM’s
discretion, an interruption can count as one failed roll in the
check’s progression or can mean that the complex check fails.

AID ANOTHER

You can use the aid another action normally with complex skill
checks. Characters aiding the character making the attempt
must roll their aid another attempts each time the character
makes a new die roll that is part of the complex skill check.

AKING 10 AND TAKING 20

You can take 10 on a die roll during a complex skill check in
any situation when you could take 10 on a normal check using
that skill.

You can't take 20 when making a complex skill check. Taking
20 represents making the same skill check repeatedly until you
succeed, but each successful die roll in a complex skill check
represents only a portion of the success you must achieve to
complete the skill check.

COMPLEX SKILL USE

The following section provides general guidelines for using the
complex skill check variant with each skill in the D&D game.
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Appraise

The Appraise skill seldom lends itself to complex skill checks.
In rare cases, the DM might rule that a relic from a lost civi-
lization or an extremely powerful magic item might require a
complex skill check to appraise properly. In these cases, the DC
and number of successes required should be determined by the
DM specifically for the item in question.

Alternatively, if an item has a common value that is accepted
in most of the campaign world but a drastically different value
in one small portion of the setting, it might require one simple
check to appraise the item’s common value and a second, com-
plex check (usually at a higher DC) to assess the item’s worth in
the specific area.

Balance

Since one Balance check covers movement over a short distance,
using the skill does not lend itself to complex skill checks. Situ-
ations that call for multiple Balance checks always require mul-
tiple simple checks, not one complex check.

Bluff

Almost all uses of the Bluff skill require only a single roll to indi-
cate whether or not you successfully fool an individual or a small
group. However, in certain complicated social situations, a DM
might want to speed the game along by requiring one complex
Bluff check rather than many simple checks.

For example, one of the characters wants to spend several days
in a noble’s court trying to convince the people there that he and
his adventuring companions are more capable than they really
are. Rather than roleplay the many individual interactions, the
DM decides to simulate this activity with a complex Bluff check.
Because the nobles have heard little of the group’s exploits, the
DM sets the DC at 25 and requires that the player achieve five

successful rolls before rolling three failures. Although this is
a good simulation of the character interacting with a series of
minor NPCs over several days, the DM still decides that interac-
tions with a few individuals (the duke, his chancellor, and one
renowned knight in the duke’s service) are too important to
incorporate into the complex check, and decides that the player
should roleplay short encounters with each of the three and
make separate, simple Bluff checks for each of them.

Climb
Because one Climb check covers movement over a short dis-
tance, using the skill does not lend itself to complex skill checks.
Situations that call for multiple Climb checks always require
multiple simple checks, not one complex check.

Concentration
Typical use of the Concentration skill never requires a complex
skill check, but special circumstances might require complex
checks as determined by the DM.
For example, the entrance to an enchanter’s laboratory might
be magically enhanced with mental barriers to entry and re-
quire a complex Concentration check to pass through.

Craft
Normal use of the Craft skill in many ways resembles a complex
skill check, though it penalizes the character on each failure
(rather than only after three failures).

You can replace the standard Craft check rules with a complex
Craft check. In that case, a single failed check doesn’t ruin one-
third of the raw materials; instead, rolling three failures before
achieving the requisite number of successes ruins one-third of the
raw materials, requiring the character to start over. Bach check
represents a single day (if the item’s value is no more than 1 gp) or
a full week (if the item’s value is higher than 1 gp) of work.

Craft DC Successes Required
9 or lower 1

10-14 3

15-19 5

20-24 7

25 or higher 10

Decipher Script

Complicated books, convoluted essays, or coded documents
might require a complex Decipher Script check. When a char-
acter attempts to decipher an extremely long document, the
DM can require one complex skill check rather than a simple
skill check for each page. The DCs for complex checks follow
the same guidelines that normal Decipher Script checks follow
(DC 20 for simple messages, DC 25 for standard texts, and DC 30
or higher for intricate, exotic, or very old writing). Succeeding
on the complex check requires that the character achieve one
successful attempt for every ten pages of the manuscript before
failing the check three times.

Diplomacy
Although typical use of the Diplomacy skill does not allow re-
tries or lend itself to complex skill checks, a DM might choose
to simulate an unusually long diplomatic session or interactions
with multiple small groups for an extended period of time with
one complex Diplomacy check.



For example, a character wants to convince a large and fractious
group of merchants to suspend travel through a dangerous area
for a short amount of time so that he and his companions can
adventure in the area and confront the monsters there without
exposing innocent travelers to danger. Instead of rolling thirty
or more Diplomacy checks and roleplaying the reaction of each
merchant in the group, the DM uses one complex skill check
with a DC of 30 (representing the extreme difficulty of getting
all the quarrelsome merchants to agree) that requires five suc-
cesses before rolling three failures. The DM also might rule
that because the tide of opinion can turn against the character
very quickly in this case, each failed roll applies a cumulative —2
penalty to further rolls in the complex skill check.

Disable Device
Nearly any trap can be made to require a complex Disable Device
check rather than a simple one. If the trap requires a large num-
ber of successes (six or more) or if the attempt is ruined by less
than three failures, adjust the Challenge Rating of the trap up by
1 or 2 to reflect the greater difficulty of disarming the trap.

A trap that requires a complex skill check may have a higher
costand Challenge Rating than a trap of the same sort that only
requires a simple check; see the following table. Page 75 of the
Dungeon Master's Guide has information on the cost of various
kinds of traps.

Feature Cost Modifier CR Modifier
3 or more successes +250 gp — (up to 6) or
per additional success +1 (7 or more)
3 failures +0gp —
2 failures +500 gp +1
1 failure +1,500 gp +1
Disquise

Although typical use of the Disguise skill does not allow retries
or lend itself to complex skill checks, DMs might require that
the disguised character make a complex Disguise check in the
same complicated social situations that require a complex Bluff,
Diplomacy, or Intimidate check.

Escape Artist
Although normal use of the Escape Artist skill does not lend
itself to complex skill checks, a few specific environmental situ-
ations might call for a complex Bscape Artist check. The most
obvious of these and by far the most common is a long, extremely

WHY COMPLEX CHECKS?

Complex skill checks allow the DM to build suspense in critical
situations, add tension to multiple-round tasks during combat,
enhance special adventure-specific tasks, and resolve complex
activities more quickly.

To build suspense with complex skill checks, the DM can
simply substitute a complex skill check for a normal skill check
during a critical task. In most such situations, using a complex
check lessens the likelihood that one failed roll will cause the
party a significant setback.

Complex skill checks provide a more balanced way of creat-
ing combat-affecting situations that depend on skill checks. For

Forgery

Gather Information

Handle Animal

narrow passage that is only wide enough to let a character wiggle
through. In this case, each successful roll made in the complex
check represents navigating a portion of the passage, and a failed
complex check means the character is stuck somewhere within
the passage.

As with Disguise, this skill rarely lends itself to complex checks,
but in unusual situations where a forged document must go
through the hands of several individuals, the DM might substi-
tute a complex check for a simple Forgery check.
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Typically, the Gather Information skill allows characters to get
a general impression of major news items in a city or to find the
answer to a specific question or information about a specific
rumor. As long as the character has only a few questions or ru-
mors to follow up on, a simple skill check should be used. In
situations where the characters have half a dozen or more leads
and questions to follow, the DM might want to use one complex
skill check to resolve the information-gathering attempts. In
this case, the number of successes required equals the number of
questions or leads pursued, and the DM determines the number
of failures that ruin the complex check.

In a complex Gather Information check, each die roll repre-
sents 2 hours spent pursuing each individual question or lead.
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Complex skill checks work well with the extended training
times that some uses of the Handle Animal skill require. When
an animal is trained for a general purpose such as combat riding or
hunting, it requires several weeks of work and one simple Handle
Animal check under the normal rules. With the complex skill
checks variant, this use of the skill always involves a complex skill
check, with each die roll representing one week of training time.
Rolling three failed results during the complex check means that
the entire attempt fails and that training must begin again.

General Purpose Time DC Successes
Combat riding 6 weeks 20 6
Fighting 3 weeks 20 3
Guarding 4 weeks 20 4
Heavy labor 2 weeks 15 2
Hunting 6 weeks 20 6
Performance 4 weeks 15 4
Riding 3 weeks 15 3

example, a complex Knowledge (architecture and engineering)
check made to find the weak spot in a narrow stone bridge might
allow the characters to collapse the bridge more easily and elude
a group of powerful pursuers.

Complex skill checks can also enhance adventure-specific or
location-specific tasks such as disabling a particularly complex
trap, appraising an extremely rare work of art, and so on.

Complex skill checks let players resolve complicated situ-
ations with fewer die rolls. This is especially true of complex
social interactions requiring multiple Bluff, Diplomacy, or In-
timidate checks.



Heal

Although normal use of the Heal skill does not lend itself to
complex skill checks, DMs are free to require complex skill
checks to treat particularly virulent strains of a disease or espe-
cially effective mixes of certain poisons.

Hide

Normal use of the Hide skill does not lend itself to complex skill
checks. In certain unusual situations, a DM might use a com-
plex skill check to simulate navigating an intricate environment
such as an urban area while remaining unnoticed (this might
mean blending in rather than remaining entirely out of sight
in particularly crowded areas). For example, if a character wants
to move from one place to another within a large city without
being seen by members of the city watch, the DM might use a
complex skill check to simulate the character’s progress without
having to determine the location of every guard or roleplaying
each encounter.
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Intimidate

Although typical use of the Intimidate skill does not allow re-
tries or lend itself to complex skill checks, a DM might choose
to simulate an unusually complicated series of social encounters
with one complex skill check in the same way that Bluff and
Diplomacy can be used in such situations.

Jump
Since one Jump check represents one
jump attempt, using the skill does not
lend itself to complex skill checks.
Situations that call for multiple
Jump checks always require
multiple simple checks, not
one complex check.

Lllus. by B. Thompson

Knowledge

Researching rare or lost
knowledge is an excellent
use of the complex skill
check variant.

To attempt a complex
Knowledge check, a char-
acter must have access to a
library that the DM decides
is sufficient for the task. The
DM is also free to rule that
several successful rolls in a
complex Knowledge check
exhaust a particular library
or tome’s resources and

lead the character to anoth-
er work or library. In this
way, a complex Knowledge

check can become an adven-
ture in itself as the character
searches out rare or lost vol-
umes of information.

Listen
Since one Listen check repre-
sents one attempt to hear something,

using the skill does not lend itself to complex skill checks.
Situations that call for multiple Listen checks always require
multiple simple checks, not one complex check.

Move Silently
Using the Move Silently skill does not normally lend itself to
complex skill checks, but a complex check can be used to simu-
late an unusually long period of moving silently in the same way
that a complex Hide check might be used.

Open Lock
Although normal locks require only one Open Lock check,
the DM is free to include locks or a series of locks that re-
quires a complex check to open. (He can also rule that each
casting of a knock spell counts as six successes toward opening
a complex lock.) Particulars for complex locks are given in the
table below.

Lock Quality DC Successes Price

Very simple 20 2 25 gp
Very simple 20 3 30 gp
Average 25 4 50 gp
Average 25 5 60 gp
Average 25 6 70 gp
Good 30 7 100 gp
Good 30 8 120 gp
Good 30 9 140 gp
Amazing 40 10 200 gp

Perform

Normal use of the Perform skill does not

lend itself to complex skill checks. At

the DM’s discretion, a few rare and

powerful magic instruments might
require a complex Perform check
to activate.

Profession

Because each Profession check
already represents a week of work,
the use of the Profession skill does not
lend itself to complex skill checks.

Ride

Normal use of the Ride skill does not

lend itself to complex skill checks.

A character performing a lengthy

demonstration of difficult or trick

riding, or competing in a race, might
have to make a complex Ride check to
pull off the entire show or finish the
race; one roll per round is
probably appropriate.

Search

At the DM’s discretion, certain

very well-hidden items might
require a complex Search check
to find. Usually this activity rep-
resents several individual Search
attempts made in sequence and is



typically better handled by treating each separate attempt as a
normal Search check.

Sense Motive
Although typical use of the Sense Motive skill does not al-
low retries or lend itself to complex skill checks, a DM might
choose to simulate an unusually complicated series of social
encounters in a deceit-filled environment with a complex
skill check like those described under the Bluff and Diplo-

macy descriptions.

Sleight of Hand
Normal use of the Sleight of Hand skill does not lend itself to
complex skill checks. A character performing a lengthy demon-
stration of legerdemain (such as a magic show relying on sleight
of hand) might have to make a complex Sleight of Hand check
to pull off the entire show; one roll per 15 minutes is prob-
ably appropriate.

Spellcraft
Although use of the Spellcraft skill does not normally lend
itself to complex skill checks, the DM is free to rule that ex-
amining a complicated magical effect might require a complex
Spellcraft check.

Spot
Since one Spot check represents one attempt to notice some-
thing, using the skill does not lend itself to complex skill checks.

BEHIND THE CURTAIN: HOW MANY SUCCESSES?
During play, the DM will encounter additional situations in which
complex skill checks may be appropriate. Two questions then
arise: How high should the DC be, and how many successes
should the task require? The answers to both of those questions
depend on how great a chance of success the DM wants the
players to have.

Although making these determinations might seem daunting,
the system for complex skill checks actually provides the DM a
great deal of flexibility. Under the standard rules, DMs have only
one tool to represent increasingly difficult tasks: increasing the
DC. With complex checks, the DM can also use the number of
successful attempts required to achieve overall success to con-
trol a skill check’s difficulty.

In most situations when the DM feels a complex skill check
is warranted, it's appropriate for the DC of a complex skill check
to match the DC of a simple check involving the same activity.
This decreases the character’s chance of achieving overall suc-
cess, but because complex skill checks are used to best effect
in tense situations and climactic encounters, increasing the dif-
ficulty adds spice to the scenario.

Increasing the number of successes required always increases
the difficulty of the task, but the degree of increase depends
greatly on how likely the character attempting the check is to get
a success each time he rolls the die.

For example, Lidda has a Disable Device modifier of +14 and
she encounters a trap with a DC of 25. Under the normal rules,
Lidda has a 50-50 chance of successfully disarming the trap
(because half of the possible results on a d20 are 11 or higher,
granting her a success). If the trap requires a complex check
to disarm, however, these odds can change. If succeeding on

Situations that call for multiple Spot checks always require mul-
tiple simple checks, not one complex check.

Survival
The DM might rule that a complex Survival check allows long-
term survival in one type of climate or terrain, raising the required
number of successes for extreme environments such as arctic re-
gions or deserts.

Swim
The DM might rule that a complex Swim check allows a char-
acter to successfully swim for a longer period of time than
1 round. The amount of time each successful complex skill
check allows the character to swim, along with the required
number of successes and the DC, is given in the table below.
(The DC is slightly higher than for simple round-by-round
checks to reflect the fact that the character is making many
fewer checks.)
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Water Condition Successes Time DC
Calm water 2 1 hour 12
Rough water 4 30 minutes 18
Stormy water 8 10 minutes 25

Tumble
Normal use of the Tumble skill does not lend itself to complex
skill checks. A character performing a lengthy routine of acro-
batics might have to make a complex Tumble check to pull off

the complex check requires a certain number of successful die
rolls before the same number of failures are recorded, Lidda's
chance of overall success is essentially unchanged, but if the trap
requires more successes to disarm than the number of failures
required to fail the complex check, the chance of overall success
drops. The more difficult it is for the character to meet or exceed
the DC, the more pronounced the difference. If in the above
example Lidda had a Disable Device modifier of +9 (meaning
that she has to roll a 16 or higher to get a success), increasing
the number of required successes reduces the chance of overall
success much more rapidly.

To determine the likelihood of overall success on a given com-
plex skill check, compare the number that the character must roll
on a d20 (obtained by subtracting the character’s skill modifier
from the check’s DC) to the number of successes on the table
below. By using this table to guide the choice of DC and number
of successes, the DM can give two checks with an equal likeli-
hood of success vastly different flavors.

Required Simple Complex  Complex  Complex
Roll Check Check (3') Check (5') Check (107)
2? 95% 99.88% 99.62% 98.04%
62 75% 89.65% 75.64% 39.07%
1 50% 50% 22.66% 1.93%
16 25% 10.35% 1.29% 0.004%

20 5% 0.12% 0% 0%

1 Number of successes required. (In each case, three
failures ends the attempt.)
2 If character can take 10, success is guaranteed.



the entire show. The frequency of the checks depends on the
complexity of the routine.

Use Magic Device

Normal use of the Use Magic Device skill does not lend itself
to complex skill checks. However, when a character makes a
check to activate a magic item (especially a complicated one, or
one with several different functions) for the first time, the DM
might find a complex skill check appropriate. In very special
cases, this check might require a full round of concentration
per roll, but it should usually be part of the action required to
activate the item.
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Use Rope

Since one Use Rope check represents one attempt to manipu-
late a rope, using the skill does not lend itself to complex skill
checks. Situations that call for multiple Use Rope checks always
require multiple simple checks, not one complex check.

CHARACTER TRAITS

Traits are aspects of a character’s personality, background, or
physique that make him better at some activities and worse at
others. In many ways, traits resemble feats: A character can have
only a limited number of traits, and each trait provides some
benefit. Unlike feats, however, traits always carry a correspond-
ing drawback. In addition to their game effects, traits suggest
characteristics about the character’s personality that might
lead to interesting roleplaying opportunities. Together with a
character’s class and feat selection, traits offer a way for game
mechanics to encourage deeper character backgrounds and
consistent roleplaying.

Traits serve as an interesting starting point for roleplaying,
reminding players of their characters’ most prominent strengths
and weaknesses. However, roleplaying a certain aspect of a
character’s personality does not require possessing the trait.
For example, a paladin can be honest and forthright without
the Honest trait. The player should roleplay the character
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TABLE 3—3: CHARACTER TRAITS

consistently even though the character’s honesty has no effect
on his skill checks.

A character can begin play with up to two traits, chosen by
the player at the time of character creation. Alternatively, the
DM can require players to roll on Table 3—3: Character Traits to
determine the traits possessed by their characters.

As characters advance in level and ability, they might want
to get rid of the traits that they chose at the beginning of play.
Although characters cannot rid themselves of a trait directly,
specific feats, skill ranks, or magic items can compensate for
the penalties imposed by a trait. For example, an abrasive char-
acter can work on becoming more personable by spending skill
points to gain a rank in Bluff and a rank in Diplomacy, thereby
offsetting the drawback from the Abrasive trait.

If the DM allows it, players may add traits to their characters
after 1st level. The DM might allow a player to assign a trait to
her character after she has roleplayed the character in a manner
consistent with the trait in question, or after a traumatic or life-
changing experience (after dying, a character might develop the
Cautious trait or the Aggressive trait). If the DM includes this
option, a character should gain a new trait no more frequently
than once every five levels.

ROLEPLAYING OF TRAITS

If a player creates a character with one or more of the traits de-
scribed here, she has three basic choices for how that trait affects
the character’s personality.

First, the character might view the trait as a weakness. A char-
acter with this view might try to hide the trait or make excuses
for his behavior. On the other hand, he might seek out others
with the trait to feel better about his own idiosyncrasy.

Second, the character might view the trait as a strength. A
character might call attention to the trait, encourage others to
act in ways that mimic the trait, or simply assume that those
without the trait are less worthy than those who possess it.

Finally, the character might not acknowledge the traitatall. A
character might adopt this attitude toward a trait for several rea-
sons, each suggesting something different about the character’s

background and personality.
—The character might not be aware of

d% Trait d% Trait the trait; for example, a nearsighted char-
01-03 Abrasive 61-62 Quick’ acter might not realize that others see bet-
04-06 Absent-minded 63-65 Reckless ter at a distance because his impairment is
%:?]9 g?f&f::'ve gg:;g E:Le dr}glj;:n mild and Fhe onset was so gradual that he
1213 Cautious’ 71-73  Skinny never noticed the change.

14-16 Detached 74-76 Slippery ‘—The character mlgh-t be aware of the
17-19 Dishonest 77-78 Slow' trait but not want to admit that he possess-
20-21 Distinctive' 79-81 Specialized es it. For example, an abrasive character
22-24 Easygoing 82-84 Spellgifted might realize that his mannerisms affect
25-27 Farsighted 85-87 Stout others, yet find more solace in putting the
28-30 Focused 88-90 Suspicious blame on those whom he offends rather
31-33 Hard of Hearing 91-93 Torpid than on himself.

34-36 Hardy 94-96 Uncivilized —The character might know but simply
37-39 Honest 97-100 Roll again twice? not care.

40-41 Illiterate' 1 Trait has special restrictions (see

42-43 Inattentive' the text). If you don’t qualify, roll

44-46 Musclebound again. -1 e TRAIT DESCRIPTIONS
47-49 Nearsighted 2 No starting character may have Each trait in this section includes a ben-
50-51 Nightsighted' more than two traits. If a player rolls  efit, a drawback, any special limitations
52-54 Passionate this result two or more times, the regarding its selection by a character, and
55-57 Plucky player may choose which two traits roleplaying ideas for how to incorporate it
58-60 Polite to keep. into your character’s personality.



Abrasive

You are difficult and demanding in conversation, which tends to
oppress those around you.

Benefit: You gain a +1 bonus on Intimidate checks.

Drawback: You take a —1 penalty on Diplomacy checks and
Bluff checks.

Roleplaying Ideas: Characters with this trait might be loud
and abrupt or quiet and sinister, but either way, most find them
disconcerting or irritating.

Absent-Minded
You are fascinated by knowledge and learning and are capable
of pursuing complex trains of thought quite quickly. However,
your preoccupation with such thoughts makes you a little less
aware of your surroundings.

Benefit: You gain a +1 bonus on Knowledge checks (although
this does not let you use a Knowledge skill untrained).

Drawback: You take a —1 penalty on Spot checks and Listen
checks.

Roleplaying Ideas: Characters with this trait might flit from
idea to idea, trailing off in mid-sentence or mumbling their way
through complex ideas. Conversely, characters with this trait
might be extremely articulate but still allow their thoughts to
move faster than the pace of a conversation.

Aggressive
You are quick to initiate combat, and you tend to press the attack
once battle is joined. Your enthusiasm makes you a dangerous
foe, but you sometimes leave yourself open to blows that a more
cautious warrior would avoid.
Benefit: You gain a +2 bonus on initiative checks.
Drawback: You take a —1 penalty to Armor Class.
Roleplaying Ideas: Characters with this trait are often hot-
headed and quick to anger, or simply think that the best defense
is a quick offense.

Brawler
You naturally move close to your opponents when fighting,
instinctively grabbing and punching rather than striking with
weapons.

Benefit: You gain a +1 bonus on unarmed attack rolls and
grapple checks.

Drawback: You take a —1 penalty on all other attack rolls.

Special: The bonus from this trait doesn’t apply to natural
weapons. A character with the Improved Unarmed Strike feat
can't select this trait (if a character with this trait later gains that
feat, he loses the trait).

Roleplaying Ideas: Characters with this trait often disdain
the use of weapons entirely, and some eventually learn more re-
fined martial arts based on their instinctive fighting techniques.
Many brawlers might not even be consciously aware that they
fight differently from other characters; they simply know that
the best way to take someone out of a fight is to grab him or
punch him in the face.

Cautious
You are cautious in combat, even a bit cowardly, and you take
more care to defend yourself than others. However, this caution
renders you susceptible to fear effects.
Benefit: You gain an additional +1 dodge bonus to Armor Class
whenever you fight defensively or take the total defense action.

Drawback: You take a —1 penalty on saving throws made to
resist fear effects.

Special: You cannot select this trait if you have immunity to
fear or fear effects. If you later gain immunity to fear, you lose
the benefit of this trait.

Roleplaying Ideas: Characters with this trait might consis-
tently urge talking rather than fighting, or they might do little
to encourage that their companions avoid combat and simply
remain as far away from foes as possible, using ranged weapons
or spells.

Detached
You maintain a distance from events that keeps you grounded
but limits your reaction speed.

Benefit: You gain a +1 bonus on Will saves

Drawback: You take a —1 penalty on Reflex saves.

Roleplaying Ideas: Characters with this trait are likely to be
quiet and restrained, but they might be vocal when others falter
in their beliefs.
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Dishonest
You are naturally deceitful and insincere with others. You have a
talent for lying, but have difficulty convincing others when you
do speak truthfully.

Benefit: You gain a +1 bonus on Bluff checks.

Drawback: You take a —2 penalty on Diplomacy checks.

Roleplaying Ideas: Characters with this trait might be por-
trayed as crafty liars, or lying might simply be second nature to
them, making actually telling the truth a difficult chore.

Distinctive
You have some distinctive physical feature such as a scar, a
prominent nose, a limp, or some similar characteristic that is
hard to disguise or conceal.

Benefit: You gain a +1 bonus on Reputation checks (see Repu-
tation in Chapter 6).

Drawback: You take a —1 penalty on Disguise checks.

Special: This trait is available only if your campaign includes
the Reputation variant described in Chapter 6.

Roleplaying Ideas: Characters with this trait might be sensi-
tive about it, or they might play up its presence to gather atten-
tion, sympathy, or notoriety.

Easygoing
You are naturally friendly. Others feel comfortable around you,
but this trait also makes it more difficult for you to be pushy or
suspicious.

Benefit: You gain a +1 bonus on Gather Information checks.
Drawback: You take a —1 penalty on Intimidate checks and
Sense Motive checks.
Roleplaying Ideas: Characters with this trait might be more
easily manipulated in interactions with NPCs, or they might
simply prefer not to argue and instead use their natural talent to
learn more about the world around them.

Farsighted
You have difficulty focusing on nearby objects, but your distance
vision is more keen than normal.

Benefit: You gain a +1 bonus on Spot checks.
Drawback: You have a —2 penalty on Search checks.



Roleplaying Ideas: Characters with this trait might be sensi-
tive about it, or they might simply be oblivious to its presence, hav-
ing never known any different way of experiencing the world.

Focused

You can keep your attention on a task despite many distractions;
however, events in the background pass you by.

Benefit: You gain a +1 bonus on Concentration checks.
Drawback: You take a —1 penalty on Spot checks and Listen
checks.

Roleplaying Ideas: Characters with this trait often seem single-
minded or even obsessive in their focus on a specific task.

Hard of Hearing

You have a slight hearing impairment, and to compensate, you
have become more in tune with your other senses.

Benefit: You gain a +1 bonus on Spot checks.

Drawback: You take a -2 penalty on Listen checks.
Roleplaying Ideas: Characters with this trait might be sen-
sitive about it, or they might simply be oblivious to its pres-
ence, having never known any different way of experiencing
the world.

Hardy

You are made of tougher stuff than the average person, but you're
not quite as quick to react to dangerous effects.

Benefit: You gain a +1 bonus on Fortitude saves.

Drawback: You take a —1 penalty on Reflex saves.
Roleplaying Ideas: Characters with this trait might see their
physical prowess as normal and look down on less hardy indi-
viduals, or they might see it as their duty to play the role of

protector and help those less able to endure physi-
cal hardship.

Llus. by E. Cox

Honest

You are naturally straightforward and sincere. This quality helps
you persuade people to your viewpoint, but you have difficulty
telling lies and seeing deception in others.

Benefit: You gain a +1 bonus on Diplomacy checks.

Drawback: You take a —1 penalty on Bluff checks and Sense
Motive checks.

Roleplaying Ideas: Characters with this trait might be naive
and too unsophisticated to lie, or they might be aware of worldly
matters and simply choose to take a higher ground.

[lliterate
You cannot read, but you have devoted yourself to learning
other skills.

Benefit: Choose any one skill except Decipher Script or Forg-
ery. You gain a +1 bonus on checks using that skill.

Drawback: You are illiterate.

Special: You can eliminate the negative effect of this trait by
spending 2 skill points to become literate. Unlike with the bar-
barian, you cannot become literate by taking a level in any class
other than barbarian.

You can't select this trait if your character is already illiterate
because of race, class, or any other reason.

Roleplaying Ideas: Characters with this trait might be sen-
sitive about not being able to read, or they might not value

IR

“book learnin’.

Inattentive
You are skilled at finishing simple tasks quickly, but you have a
difficult time dealing
with longer, more
complex tasks.




Benefit: Choose a skill that allows complex skill checks.
You gain a +1 bonus on simple skill checks made using the
chosen skill.

Drawback: You take a —4 penalty on any complex skill checks
made with the chosen skill.

Special: You can take this trait more than once. Its effects
do not stack. Instead, choose a new eligible skill each time you
select this trait.

This trait is available only if your campaign includes the com-
plex skill checks variant described eatlier in this chapter.

Roleplaying Ideas: Characters with this trait might flit from
subject to subject in conversation, or they might seem typical
in most situations but leave most of their long-term projects
perpetually unfinished.

Musclebound

You are good at almost everything that requires strength, but
less adept than most at tasks that require coordination.

Benefit: You gain a +1 bonus on Strength-based skill checks
and ability checks.

Drawback: You take a —2 penalty on Dexterity-based skill
checks and ability checks.

Roleplaying Ideas: Characters with this trait are likely to solve
problems with physical strength rather than through trickery
or finesse.

Nearsighted
You have difficulty focusing on distant objects, but your eye for
detail is more keen than normal.
Benefit: You gain a +1 bonus on Search checks.
Drawback: You take a —1 penalty on Spot checks.
Roleplaying Ideas: Characters with this trait might be sen-
sitive about it, or they might simply be oblivious to its pres-
ence, having never known any different way of experiencing
the world.

Nightsighted
Your eyes are particularly well suited to using darkvision, but
they are less well adapted to what others consider normal light.
Benefit: Add 10 feet to the range of your darkvision.
Drawback: You take a —1 penalty on Spot checks when in
areas of bright light.
Special: You must have darkvision as a racial ability to have
this trait.
Roleplaying Ideas: This trait might not affect a character’s
personality at all, but it might make the character prefer going
on underground or nighttime adventures.

BEHIND THE CURTAIN: DESIGNING TRAITS

Although this section provides a large number of character
traits, a player who wants to create a character with a distinc-
tive personality may ask the DM to design a new trait. If that
happens, the DM should keep in mind that the traits variant is
only effective if the benefits and the drawbacks of the traits are
related. If the drawback and benefit of a trait apply to disparate
or unrelated aspects of the game, it becomes too easy for a
player to choose a trait for her character that provides a bonus
on a commonly attempted ability check or skill check while

Passionate
You are made of tougher stuff than the average person, but you
are highly suggestible.

Benefit: You gain a +1 bonus on Fortitude saves.
Drawback: You take a —1 penalty on Will saves.
Roleplaying Ideas: Characters with this trait might be gruff
and place extreme value on overcoming physical obstacles, or
conversely, their weakness against magical enchantments might
leave them fascinated and fearful of such things.

Plucky
You have a strength of will not reflected in your limited physi-
cal gifts.

Benefit: You gain a +1 bonus on Will saves.

Drawback: You take a —1 penalty on Fortitude saves.

Roleplaying Ideas: Characters with this trait might be an-
noyingly positive-minded, or they might only show their mental
resilience in times of dire need.
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Polite
You are courteous and well spoken.
Benefit: You gain a +1 bonus on Diplomacy checks.
Drawback: You take a -2 penalty on Intimidate checks.
Roleplaying Ideas: Characters with this trait might be hon-
estly polite and kind, or they might simply be adept at mimick-
ing social conventions to get what they want.

Quick
You are fast, but less sturdy than average members of your race.
Benefit: Your base land speed increases by 10 feet (if you don't
have a land speed, apply the benefit to whichever of your speeds
is highest).
Drawback: Subtract 1 from your hit points gained at each
level, including 1st (a result of 0 is possible).
Special: You must have a Constitution of 4 or higher to select
this trait.
Roleplaying Ideas: Characters with this trait typically try
to stay away from physical combat, but a rare few might rel-
ish it, striving to see if their superior speed is enough to best
hardier warriors.

Reckless
You naturally sacrifice accuracy to put more power behind
your blows.

Benefit: You gain a +1 bonus on damage rolls after successful
melee attacks.
Drawback: You take a —1 penalty on melee attack rolls.

the corresponding penalty applies to a rarely used or never-
used aspect of play. For example, a trait that gave a bonus to
Armor Class and a penalty on attack rolls would be poor design
because spellcasters make very few attack rolls (making the
penalty far less severe) yet continuously gain the benefit of the
increased Armor Class.

As long as the DM and player talk about a new trait ahead of
time and view it in light of what skills and abilities the character
uses most often, this potential pitfall is easy to avoid.



Roleplaying Ideas: Characters with this trait might be loudly
passionate about entering combat and overcoming foes through
strength of arms, or they might be quiet and so desperate to
avoid confrontation that they put extra effort into every blow in
an attempt to end the encounter more quickly.

Relentless

You don’t know the meaning of the word “tired.” You go all out
until you simply can’t continue.

Benefit: You gain a +2 bonus on Constitution checks and
similar checks made to continue tiring activities (see the En-
durance feat, page 93 of the Player’s Handbook, for a mention of all
the checks and saves to which this benefit applies).

Drawback: Any effect or condition that would normally cause
you to become fatigued instead causes you to become exhausted.
Roleplaying Ideas: Characters with this trait may see others
as soft or weak, especially anyone who complains about being
tired or fatigued. They might openly scoff at others’ weaknesses
or might quietly encourage them to “tough it out.”
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Saddleborn

You are a natural in the saddle, but you have little patience for
handling animals when not riding them.

Benefit: You gain a +1 bonus on Ride checks.

Drawback: You take a —1 penalty on Handle Animal checks.
Roleplaying Ideas: Characters with this trait rarely bother to
consider animals as good for anything other than mounts, but
they are extremely confident about their riding abilities.

Skinny

You are very slender for your race.

Benefit: You gain a +1 bonus on Escape Artist checks.
Drawback: You take a —2 penalty on Strength checks to avoid
being bull rushed or overrun.

Roleplaying Ideas: Skinny characters tend to be pushed around
by tougher types, so those with this trait might be shy, or they
might be very defensive when faced with such situations.

Slippery

You are less adept at grappling and wrestling than others of your size
and strength, but you are adept at slipping out of another’s hold.
Benefit: You gain a +1 bonus on Escape Artist checks to es-
cape a grapple and on grapple checks to escape a grapple or avoid
being grappled.

Drawback: You take a —1 penalty on all other grapple checks.
Roleplaying Ideas: Characters with this trait might fear
close combat, knowing they are less adept grapplers than most
opponents. On the other hand, good escape artists with this trait
might enjoy baiting larger foes into grappling them, knowing
they can easily slip out of the grasp of most foes.

Slow

You are slow, but sturdier than average members of your race.
Benefit: Add +1 to your hit points gained at each level.
Drawback: Your base land speed is halved (round down to the
nearest 5-foot interval).

Special: You must have a base land speed of at least 20 feet to
select this trait.

Roleplaying Ideas: Characters with this trait tend to be relatively
immobile in combat. They typically prefer to wear strong armor (or
other protective devices), since it's hard for them to flee a fight.

Specialized
You have a knack for one kind of work or study, but other tasks
are harder for you to accomplish.

Benefit: Choose one specific Craft, Knowledge, or Profession
skill. You gain a +1 bonus on checks using the specified skill.

Drawback: You take a —2 penalty on all other checks using
the same skill (Craft, Knowledge, or Profession, based on the
skill chosen).

Roleplaying Ideas: Characters with this trait often see them-
selves as elite artists or experts rather than mere professionals,
and they might regard their chosen vocation or study as more
useful or interesting than other tasks.

Spellgifted
You have a gift for casting spells from a certain school. Al-
though your spells from this school are more potent than
those of other casters, you are not as effective at casting spells
from other schools.

Benefit: Choose a school of magic. Add 1 to your caster level
when casting spells from that school.

Drawback: Reduce your caster level by 1 whenever you cast a
spell that is not from your chosen school.

Roleplaying Ideas: Characters with this trait might be loudly
vocal about the merits of the school of magic that they understand
most readily, or they might feel awkward and out of place around
“normal” spellcasters as a result of their unusual aptitude.

Stout
You are heavy for your race.
Benefit: You gain a +2 bonus on Strength checks to avoid be-
ing bull rushed or overrun.
Drawback: You take a —1 penalty on Escape Artist checks.
Roleplaying Ideas: Overweight characters are often bullied,
so those with this trait might be shy, or they might be very de-
fensive when faced with such situations. Some turn to humor to
defuse such situations, while others become bitter.

Suspicious

You are naturally suspicious of everyone and everything. While
this trait makes you hard to fool, it makes others slightly less
likely to agree with you or find you threatening.

Benefit: You gain a +1 bonus on Sense Motive checks.

Drawback: You take a —1 penalty on Diplomacy checks and
Intimidate checks.

Roleplaying Ideas: This trait might express itself as comic
levels of paranoia, or it might make the character quietly cau-
tious about others.

Torpid
You are sluggish and slow to react to danger, but also resistant to
others’ commands.
Benefit: You gain a +1 bonus on saves against enchantment
(compulsion) effects.
Drawback: You take a -2 penalty on initiative checks.
Roleplaying Ideas: Torpid characters may be seen as lazy, or
as methodical and measured in their actions.

Uncivilized
You relate better to animals than you do to people.
Benefit: You gain a +1 bonus on Handle Animal checks and
wild empathy checks.



Drawback: You take a —1 penalty on Bluff checks, Diplomacy
checks, and Gather Information checks.

Roleplaying Ideas: Characters with this trait are likely to feel
awkward in many social situations; that might be expressed as
shyness and quiet behavior, or it might be expressed through an
overly exuberant need to participate in conversations.

CHARACTER FL AWS

Flaws are like the flip side of feats. Whereas a feat enables a
character to be better than normal at performing a task (or even
to do something that normal characters can't), a flaw restricts a
character’s capabilities or imposes a penalty of some sort.

A player may select up to two flaws when creating a character.
After 1st level, a character cannot take on additional flaws unless
the DM specifically allows it (for examples of times when doing
this might be appropriate, see Character Traits, above). Each flaw
a player selects entitles his character to a bonus feat. In other
words, when you create a character, if you select two flaws, you
can also take two bonus feats beyond those your character would
be normally entitled to.

Unlike traits (see above), flaws are entirely negative in their
impact on a character’s capabilities.

FLAW DESCRIPTIONS

Each of the flaws described here has a specific game effect.
Some flaws can only be taken by a character who meets a special
requirement.

Feeble
You are unathletic and uncoordinated.
Effect: You take a —2 penalty on Strength-, Dexterity-, and
Constitution-based ability checks and skill checks.

Frail
You are thin and weak of frame.

Effect: Subtract 1 from the number of hit points you gain at
each level. This flaw can reduce the number of hit points you
gain to 0 (but not below).

Special: You must have a Constitution of 4 or higher to take
this flaw.

Inattentive
You are particularly unaware of your surroundings.

BEHIND THE CURTAIN: CREATING FLAWS
You can create new flaws, but be careful: Flaws can unbalance
your game. When creating flaws, keep a few issues in mind:

—A flaw must have a numeric effect on a character’s specific
capabilities. Flaws with primarily roleplaying or story effects have
unpredictable effects on game balance.

—Flaws are generally bigger in magnitude than feats. That's
because players always choose flaws that have the least impact
on their characters, while taking feats that have the most. For
example, while a feat affecting skills grants a +2 bonus on
two skills, its counterpart flaw might impose a —4 penalty on
two skills.

—A flaw must have a meaningful effect regardless of char-
acter class or role. That way, a player can’t reduce the flaw’s

Effect: You take a —4 penalty on Listen checks and Spot checks.

Meager Fortitude
You are sickly and weak of stomach.
Effect: You take a —3 penalty on Fortitude saves.

Murky-Eyed
Your vision is obscured.
Effect: In combat, every time you attack an opponent that
has concealment, roll your miss chance twice. If either or both
results indicate that you miss, your attack fails.
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Noncombatant
You are relatively inept at melee combat.
Effect: You take a —2 penalty on all melee attack rolls.
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Pathetic
You are weaker in an attribute than you should be.
Effect: Reduce one of your ability scores by 2.
Special: You cannot take this flaw if the total of your ability
modifiers is 8 or higher.

Poor Reflexes
You often zig when you should have zagged.
Effect: You take a —3 penalty on Reflex saves.

Shaky
You are relatively poor at ranged combat.
Effect: You take a —2 penalty on all ranged attack rolls.

Slow
You move exceptionally slowly.
Effect: Your base land speed is halved (round down to the
nearest 5-foot interval).
Special: You must have a base land speed of at least 20 feet to
take this flaw.

Unreactive
You are slow to react to danger.
Effect: You take a —6 penalty on initiative checks.

Vulnerable
You are not good at defending yourself.
Effect: You take a —1 penalty to Armor Class.

importance through multiclassing. For instance, a flaw that only
affects spellcasters might seem reasonable—but for nonspell-
caster characters, the flaw likely proves meaningless. Even if
you restrict the selection of such feats to characters of specific
classes, a player can easily select a spellcasting class at Tst level,
choose two flaws that apply to spellcasters, gain the bonus feats,
multiclass into a nonspellcasting class at 2nd level and thereafter
proceed as a primarily nonspellcasting character. The player has
sacrificed a level to gain two bonus feats, a tradeoff that appeals
to some players.

—Similarly, a flaw that penalizes a character’s Charisma-
based skill checks only has a significant impact on the party
spokesperson—the quiet fighter or barbarian likely won't feel
any impact from the penalties.



Weak Will
You are highly suggestible and easily duped.
Effect: You take a —3 penalty on Will saves.

— SPELITOUCHED FEATS

In this variant, a character who has been the target of a spell
sometimes finds that some of its magic rubs off on him or her
permanently, leaving an echo of the original spell. A character
who has alter self cast on her many times, for example, may de-
velop the spell-like ability to alter her features into the specific
form she’s most familiar with. Beneficial spells can linger on a
character like magic radiation, bestowing an advantage some-
how related to the original spell. In contrast, some PCs have a
homeopathic reaction to hostile spells; by suffering the effects
of a spell, they develop a countermeasure to it.

Such spelltouched characters are a mystery to academic-
minded spellcasters, who can't reliably duplicate the process by
repeatedly casting the same spell on a subject. Magic interacts
with each individual in a subtly different way.

Accordingly, the only way to become eligible to select a spell-
touched feat is to have been exposed to (that is, targeted by or
otherwise affected by) one of the spells associated with the feat.
If the spell allows a save, you must have failed a saving throw
against it at least once, whether intentionally or not. After meet-
ing the prerequisite, you may select a spelltouched feat when
your character would otherwise qualify for a feat. The exposure
is the game-world explanation for your new power, and the feat
choice is the trade-off that keeps the game balanced.

SPELLTOUCHED FEAT DESCRIPTIONS

The spelltouched feats described below follow the normal for-
mat for feats.
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Accurate Jaunt [Spelltouched]

You have an instinctive sense of interplanar travel.
Prerequisite: Exposure to greater teleport, plane shift, teleport, or
shadow walk spell.

Benefit: When you use teleport, you can roll the targeting roll
twice, taking whichever result you prefer. When you use
plane shift or shadow walk, you likewise make

the roll to determine your destination twice, choosing the better
(usually lower) result.

Bladeproof Skin [Spelltouched]
Your skin has a degree of protection from even the sharpest edge.
Prerequisite: Exposure to stoneskin or iron body spell.
Benefit: You gain damage reduction 3/bludgeoning. Your
skin imposes an armor check penalty of —2 (which stacks with
the armor check penalty from armor and shield).

Breadth of Knowledge [Spelltouched]
Your time spent plumbing the depths of magic knowledge has
resulted in a treasure trove of obscure facts.

Prerequisite: Exposure to legend lore or vision spell.

Benefit: All Knowledge checks you make are treated as
trained checks, even if you don't have any ranks in the specific
skill. If you have at least one rank in the specific Knowledge
skill in question, you gain a +1 bonus on the check.

Conductivity [Spelltouched]
You have crude control over electricity effects near you.

Prerequisite: Exposure to call lightning, lightning bolt, or chain
lightning spell.

Benefit: Whenever you take damage from an electricity ef-
fect, you may send a line of electricity arcing from your body at
any single target within 30 feet. This bolt deals half the damage
you just took; a Reflex save (DC 16 + your Cha modifier) halves
this damage.

Controlled Immolation [Spelltouched]

If you catch on fire, the flames don’t hurt you.
Prerequisite: Exposure to fireball or delayed blast fireball spell.
Benefit: If you catch on fire (as described on page 303 of the

Dungeon Master's Guide), you take no damage from the flames.

A creature striking you with its body or a handheld weapon

takes 1d6 points of fire damage. The fire persists on your body

for 1d4 rounds.

This feat doesn’t protect you from other sources of fire damage,
whether magical or not, only
from the effects of catching
on fire. It also doesn’t protect

your equipment from the ef-
fects of fire.

Conductivity



TABLE 3—4: SPELLTOUCHED FEATS

Feat
Accurate Jaunt

Prerequisites

Exposure to greater teleport, plane shift,
teleport, or shadow walk

Exposure to stoneskin or iron body
Exposure to legend lore or vision
Exposure to call lightning, lightning
bolt, or chain lightning

Exposure to fireball or delayed

blast fireball

Exposure to scrying or greater scrying
Exposure to charm or dominate spell
Exposure to wail of the banshee or
any power word spell

Exposure to death touch granted
power or death knell spell

Exposure to phantasmal killer

Bladeproof Skin
Breadth of Knowledge
Conductivity

Controlled Immolation

Eyes to the Sky
False Pretenses
Ineluctable Echo

Life Leech
Live My Nightmare

Exposure to alter self

Exposure to dimensional anchor
Exposure to commune or contact
other plane

Exposure to barkskin

Exposure to cone of cold or ice storm
Exposure to spell resistance or

spell turning

Exposure to ghoul touch or

vampiric touch

Momentary Alteration
Naturalized Denizen
Omniscient Whispers

Photosynthetic Skin
Polar Chill
Residual Rebound

Stench of the Dead

Eyes to the Sky [Spelltouched]
You have an instinctive sense of when someone is magically
watching you.
Prerequisite: Exposure to scrying or greater scrying spell.
Benefit: You automatically spot the magical sensor created by
aspell of the scrying subtype (arcane eye, claivaudience/clairvoyance,
greater scrying, or scrying) if it’s within 40 feet of you.

False Pretenses [Spelltouched]
Those who try to charm you get an unpleasant surprise.

Prerequisite: Exposure to charm or dominate spell.

Benefit: When you succeed on a save against a charm or
compulsion effect, the character trying to charm or compel you
believes that you failed your save. You can play along voluntarily
if you wish to. If the charm or compulsion involves telepathic
commands, you continue to receive them, although you aren’t
obligated to follow them.

Ineluctable Echo [Spelitouched]
Those who use words of power around you hear the sound of
their own voices.

BEHIND THE CURTAIN: SPELLTOUCHED FEATS
Standard D&D feats rarely give your character overtly magical
powers. Instead, they represent outstanding natural ability or rigor-
ous training. Some feats such as Spell Focus, Spell Penetration, and
metamagic feats make your existing magic better in some respect,
but they don't give you magical power you didn’t already have.
Spelltouched feats break that rule wide open, giving charac-
ters abilities previously impossible without the aid of magic.
But they're balanced against the feats that appear in the Player’s

Life Leech [Spelitouched]

Benefit
Better chance of successfully traveling between planes

Gain damage reduction 3/bludgeoning

All your Knowledge checks treated as trained

After taking electricity damage, send out a line of electricity
that affects one target within 30 feet

Take no damage from catching on fire; opponents that

strike you in melee take 1d6 points of fire damage
Automatically spot magical scrying sensor within 40 feet
Mislead opponent into thinking you are charmed or dominated
Caster who targets you with power word spell or wail of the
banshee is also affected by spell

Each creature within 30 feet that has —1 to -9 hp loses 1 hp,
which you gain as temporary hit points

Send nightmarish vision against creature that targets you with
divination effect

Use alter self as spell-like ability for 1 minute once per day
You are never treated as extraplanar creature

Receive answer to one question per week as if you had cast
a commune spell

Gain +2 to natural armor when outside during the day
Create patch of icy ground that hampers movement

If you roll natural 20 on save against targeted spell, effect
of spell turns back on caster

Carrion stench causes those adjacent to you to become
sickened
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Prerequisite: Exposure to wail of the banshee or any power
word spell.

Benefit: When you are targeted by a power word spell, whoever
speaks the power word is also affected by it (as if he had cast it on
himself). Likewise, when you're within the area of a wail of the
banshee spell, the caster of the spell also hears the wail and must
succeed on a Fortitude save (using his own save DC) or die.

Possessing the Ineluctable Echo feat doesn’t protect you
against power word or wail of the banshee spells. You experience
their effects normally.

You automatically try to steal the last bit of life energy from
anyone nearby.

Prerequisite: Exposure to death touch domain granted power
or death knell spell.

Benefit: Each dying or stable creature within 30 feet of you
(that is, any creature with —1 to —9 hit points) loses an additional
1 hit point at the beginning of your turn. You gain the same
amount as temporary hit points that last for 10 minutes. You can’t
suppress this effect, which functions on both friend and foe.

Handbook, so characters who choose them aren’t necessarily
more powerful than their nonspelltouched counterparts.

If you use this variant, you'll find that magic becomes incre-
mentally more important in your game, and even characters
who rely on their martial prowess, such as fighters, sometimes
manifest a magical effect.

Because these feats are variants, they employ other game
mechanics rarely seen in feats, such as a drawback that accom-
panies the feat or a limited number of uses per day or week.



Live My Nightmare [Spelitouched]

Those who magically pry into your mind become privy to your
most frightening dreams.

Prerequisite: Exposure to phantasmal killer spell.

Benefit: Whenever someone successfully targets you with
a divination spell or effect, you can send that caster a night-
marish vision. This vision functions as a phantasmal killer spell,
except that the form comes from your dreams, not the other
creature’s dreams. The other creature must succeed on a Will
save (DC 14 + your Cha modifier) to disbelieve the nightmare
and a Fortitude save (DC 14 + your Cha modifier) to avoid dy-
ing from fear.
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Momentary Alteration [Spelltouched]

You can briefly transform yourself into a second form, acquiring
its physical qualities.

Prerequisite: Exposure to alter self spell.

Benefit: Choose one specific form that you've turned yourself
into with the alter self spell. Once per day, you can use alter self as
a spell-like ability to turn yourself into this form for 1 minute.
Special: You can gain Momentary Alteration multiple times.
Each time you take the feat, you can either extend the duration
of an already chosen alternate form by 1 minute or choose an-
other specific form from among those you've experienced after
casting alter self on yourself.
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Naturalized Denizen [Spelitouched]

You are unusually anchored to your location.

Prerequisite: Exposure to dimensional anchor spell.

Benefit: You are never treated as an extraplanar creature (and
you lose the extraplanar subtype). Thus, you can’t be affected by
a banishment or dismissal spell or similar effects that send extra-
planar creatures back to their home planes.

Omniscient Whispers [Spelltouched]

A constant, barely audible muttering echoes in your ears, usually
beyond your comprehension. But if you focus all your energy
on listening, you sometimes catch a sentence or two that bears
directly on your current situation.

Prerequisite: Exposure to commune or contact other plane spell.
Benefit: Once per week, you can tune into the voices you hear,
getting the answer to a question much as if you had asked it with
a commune spell.

Using this feat renders you exhausted.

Photosynthetic Skin [Spelltouched]

Your skin toughens when it draws energy from the sun.
Prerequisite: Exposure to barkskin spell.

Benefit: Whenever you're outside during the day, you gain a
+2 enhancement bonus to your natural armor (characters who
don’t have natural armor ordinarily have a natural armor bonus
of +0).

Polar Chill [Spelltouched]

You can call forth the cold of the arctic regions, making move-
ment and fighting difficult for the unprepared.

Prerequisite: Exposure to cone of cold or ice storm spell.
Benefit: Once per day, you can make the ground icy in a 20-
foot-radius spread around you. Each square in that area becomes
covered with ice, so it takes two squares of movement to enter
each square, and the DC of Balance and Tumble checks there

increases by 5. A DC 10 Balance check is required to run or
charge across the ice.

The ice remains for 1 minute or until exposed to fire.

You can't use this feat if you aren’t touching the ground, and
it doesn’t work if the air temperature is above 100 degrees.

Residual Rebound [Spelltouched]

Sometimes spells cast at you rebound on the caster instead.
Prerequisite: Exposure to spell resistance or spell turning spell.
Benefit: If you roll a natural 20 on a save against a targeted spell,

it turns back on the caster as if affected by a spell turning spell. Un-
like spell turning, however, the Residual Rebound feat potentially
functions against touch range spells as well. Residual Rebound
only works on targeted spells that allow a saving throw, so a fireball
won't rebound, nor will a power word stun.

Stench of the Dead [Spelitouched]
The odor of decay hangs heavy on you, causing others to gasp
and retch.
Prerequisite: Exposure to ghoul touch or vampiric touch spell.
Benefit: You exude a carrion stench that causes any creature ad-
jacent to you to make a Fortitude save (DC 12 + your Cha modifier)
or become sickened as long as it remains adjacent to you and for 1d4
rounds thereafter. You can’t suppress the stench voluntarily.

WEAPON GROUP FEATS

In the Player's Handbook, weapons are divided into three catego-
ries: simple, martial, and exotic. While this system works very
well for establishing the complexity of each weapon and balanc-
ing the classes’ abilities against one another, grouping weapons
by similar type offers an exciting variant to determine what
weapons a character knows how to use.

At its simplest, the weapon group feat variant establishes a small
list of feats called Weapon Group proficiency feats. Each feat allows
a character to use a small number of similar weapons without pen-
alty. Although most characters using this system are proficient with
fewer weapons than the character classes from the Player’s Handbook,
the weapons they know how to use will be grouped along a similar
theme, providing a little more flavor to each character’s weapon
choice at the expense of a small amount of versatility.

This variant includes references to some weapons featured in the
Arms and Equipment Guide (marked #) and Complete Warrior (marked
). See those books for full information on weapons so marked.

USING WEAPON GROUPS IN PLACE
OF CLASS WEAPON PROFICIENCIES

While the Weapon Group proficiency feats work well in conjunc-
tion with the classes’ starting armor and weapon proficiencies in
the Player's Handbook, you might want to substitute a number of
these feats for each class’s starting weapon proficiencies. Doing
this can lend more flavor to specific characters or organizations.
It allows you (either as player or as DM) to design a sect of clerics
whose members always choose the same weapon group profi-
ciencies, or even establish racial preferences. All dwarf fighters,
rangers, and paladins might be required, for example, to choose
Weapon Group (picks and hammers) as one of their starting
weapon group proficiencies.

For classes not listed here, assign starting weapon group profi-
ciencies using the class’s granted weapon proficiencies and these
classes as a guide.



Class Weapon Group Proficiencies at 1st Level
Barbarian Basic weapons, plus any other three

Bard Basic weapons, plus any other two

Cleric Basic weapons, plus any other two

Druid Basic weapons, plus either druid weapons or spears
Fighter'  Basic weapons, plus any other four

Monk Basic weapons, plus any other one

Paladin  Basic weapons, plus any other three

Ranger Basic weapons, plus any other three

Rogue Basic weapons, plus any other two

Sorcerer  Basic weapons, plus either spears or crossbows
Wizard Basic weapons or crossbows

1 Add Weapon Group (any) to the fighter’s list of bonus feats.

USING WEAPON GROUPS WITH
RACIAL FAVORED WEAPONS

Some races gain free weapon proficiencies or are innately fa-
miliar with specific exotic weapons. Use the following rules
to incorporate this concept with the Weapon Group profi-
ciency variant.

Dwarf: Any dwarf who has Weapon Group (axes) is also pro-
ficient with the dwarven waraxe and the dwarven urgrosh.

Elf: All elves automatically have Weapon Group (bows)
and either Weapon Group (heavy blades) or Weapon Group
(light blades).

Gnome: Any gnome who has Weapon Group Proficiency
(picks and hammers) is also proficient with the gnome hooked
hammer.

WEAPON-SPECIFIC FEATS

A DM who uses this variant can rule that any feat that requires
a character to choose a specific weapon to apply the feat’s ben-
efit to (such as Improved Critical, Weapon Focus, or Weapon
Specialization) can instead be applied to a weapon group. The
character must still meet the prerequisites for the feat.

Though this variant seems to grant a large benefit to the char-
acter, it really doesn'’t significantly improve the character’s power
level. Since a typical character only wields one weapon at a time
(or two, with a different weapon in each hand), the character
doesn't really become any more powerful in a typical fight.

It does mean that a character is more likely to benefit when new
magic weapons are found, since he’s more likely to be skilled in
their use. That can actually be beneficial to a campaign, in that it
allows the DM to include a wider range of interesting treasures
that the characters actually use (rather than simply sell or trade).

CREATING NEW WEAPON GROUPS

Asyou design a campaign or character, you might want to create
new weapon groups based on different themes. Possible themes
include cultural, racial, or other campaign-world specific ideas.
For example, you might create a new weapon group proficiency
feat called Weapon Group (hill dwarves) that is available only
to dwarves from a specific geographical area of the campaign.
Because these dwarves are known for their use of two light
weapons at once, this feat grants proficiency in the handaxe,
short sword, light hammer, and club, making it easier for these
dwarves to learn their race’s preferred fighting techniques.

When creating a new weapon group, you should limit each
group to three or fewer simple weapons and one to three martial
weapons. The Weapon Group proficiency feats described below
provide examples of how much versatility each weapon group
should provide a character.

WEAPON GROUP FEATS

Following are the Weapon Group proficiency feats available to
characters. They are presented in the normal format for feats.

Weapon Group (Axes)
You understand how to use axes and axelike weapons.
Benefit: You make attack rolls with the following weapons
normally: handaxe, battleaxe, greataxe, and dwarven waraxe
(two-handed use).
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.
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Weapon Group (Basic Weapons)
You understand how to use a few basic weapons.
Benefit: You make attack rolls with the following weapons
normally: club, dagger, and quarterstaff.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.
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Weapon Group (Bows)
You understand how to use bows.
Benefit: You make attack rolls with the following weapons
normally: shortbow, longbow, composite shortbow, and compos-
ite longbow.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Claw Weapons)
You understand how to use weapons strapped to the hands.
Benefit: You make attack rolls with the following weapons
normally: punching dagger, spiked gauntlet.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Crossbows)
You understand how to use crossbows.
Benefit: You make attack rolls with the following weapons
normally: heavy crossbow, light crossbow, repeating heavy cross-
bow, and repeating light crossbow.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Druid Weapons)
You understand how to use weapons favored by druids.
Benefit: You make attack rolls with the following weapons
normally: club, dagger, dart, quarterstaff, scimitar, sickle, short-
spear, sling, and spear.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Exotic Double Weapons)
You understand how to use the exotic double weapons associ-
ated with the weapon groups that you have mastered.

Prerequisite: Base attack bonus +1.

Benefit: Whenever you take a Weapon Group proficiency
feat, you also gain proficiency in the exotic double weapons
associated with that group. When you take this feat, you gain
proficiency in the exotic double weapons associated with the
weapon groups that you already know how to use.

Some exotic double weapons require you to be proficient with
two weapon groups to gain proficiency in their use from this feat.
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Axes: orc double axe, dwarven urgrosh (must also have Weapon
Group [spears and lances)).

Flails and Chains: dire flail, gyrspike” (must also have Weapon
Group [heavy blades]).

Heavy Blades: double scimitar®, gyrspike* (must also have
Weapon Group [flails and chains]), two-bladed sword.

Maces and Clubs: double mace?.

Picks and Hammers: double hammer", gnome hooked hammer.
Spears and Lances: dwarven ur-
grosh (must also have Weapon
Group [axes]).

Normal: When using a
weapon with which you are
not proficient, you take a—4
penalty on attack rolls.
Special: If you include
exotic double weapons
from sources other than
the Player’s Handbook, the
DM should assign those
weapons to a weapon
group as appropriate for
the campaign. The lists
above includes weapons
featured in the Arms and
Equipment Guide (marked
A and Complete Warrior

(marked ).
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Weapon Group

(Exotic Weapons)

You understand how to use
the exotic weapons associ-
ated with the weapon groups
that you have mastered.
Prerequisite: Base attack
bonus +1.

Benefit: When you take
this feat, you gain profi-
ciency in the exotic weapons
associated with the weapon
groups that you already know
how to use. Whenever you take
a Weapon Group proficiency
feat, you also gain proficiency
in the exotic weapons (but not the ex-
otic double weapons) associated with
that group.

Axes: dwarven waraxe (one-handed use).

Bows: elven double bow*, greatbow", composite greatbow".
Claw Weapons: bladed gauntlet?, claw bracer®, panther claw*,
stump knife?, tiger claws?, ward cestus™.

Clubs and Maces: warmace" (one-handed use), tonfa?.
Crossbows: great crossbow”, hand crossbow.

Druid Weapons: greatspear™.

Flails and Chains: chain-and-dagger?, scourge, spiked chain,
three-section staff*, whip, whip-dagger®.

Heavy Blades: bastard sword (one-handed use), khopesh*, mer-
curial longsword?, mercurial greatsword*.

Light Blades: kukri, sapara®, triple dagger?, war fan*.

Monk Weapons: butterfly sword?, tonfa*.

Lllus. by . Pavelec

Picks and Hammers: dire pick", gnome battlepick?, maul” (one-
handed use).
Polearms: heavy poleaxe".
Slings and Thrown Weapons: bolas, chakram®*, gnome calculus?,
halfling skiprock®, orc shotput?, shuriken, throwing iron*.
Spears and Lances: duom*, greatspear", harpoon*, manti*, spin-
ning javelin®.
Normal: When using a weapon with which you are not
proficient, you take a —4 penalty on attack rolls.
Special: If you include exotic weapons
from sources other than the Player'’s Hand-
book, the DM should feel free to assign those
weapons to a weapon group as appropriate for
the campaign. The list above includes weapons
featured in the Arms and Equipment Guide (marked
) and Complete Warrior (marked ¥).

Weapon Group (Flails and Chains)
You understand how to use flails and chain
weapons.

Benefit: You make attack rolls
with the following weapons normal-
ly: light flail and heavy flail.

Normal: When using a weapon
with which you are not proficient,
you take a —4 penalty on at-
tack rolls.

Weapon Group

(Heavy Blades)

You understand how to use
large bladed weapons.

Benefit: You make attack

rolls with the following
weapons normally: long-
sword, greatsword, falchion,
scimitar, and bastard sword
(two-handed use).

Normal: When using a
weapon with which you are
not proficient, you take a —4
penalty on attack rolls.

Weapon Group
(Light Blades)
You understand how to use light
bladed weapons.
Benefit: You make attack rolls with
the following weapons normally: dagger,
punching dagger, rapier, and short sword.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Maces and Clubs)
You understand how to use maces and clubs.

Benefit: You make attack rolls with the following weapons
normally: club, light mace, heavy mace, greatclub, quarterstaff,
sap, and warmace (two-handed use).

Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.



Special: If you use the Arms and Equipment Guide, this weapon
group also includes the maul.

Weapon Group (Monk Weapons)
You understand how to use weapons normally favored by monks.
Prerequisite: Improved Unarmed Strike.
Benefit: You make attack rolls with the following weapons nor-
mally: kama, nunchaku, quarterstaff, sai, shuriken, and siangham.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Picks and Hammers)
You understand how to use picks and hammers.

Benefit: You make attack rolls with the following weapons nor-
mally: light pick, heavy pick, light hammer, warhammer, scythe,
and maul (two handed use).

Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Special: If you use the Arms and Equipment Guide, this weapon
group also includes the lucerne hammer.

Weapon Group (Polearms)
You understand how to use polearms.
Benefit: You make attack rolls with the following weapons
normally: glaive, guisarme, halberd, and ranseur.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Slings and Thrown Weapons)
You understand how to use slings and handheld thrown weapons.
Benefit: You make attack rolls with the following weapons
normally: dart and sling.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

Weapon Group (Spears and Lances)
You understand how to use spears and javelins.
Benefit: You make attack rolls with the following weapons
normally: javelin, lance, longspear, shortspear, and trident.
Normal: When using a weapon with which you are not profi-
cient, you take a —4 penalty on attack rolls.

CRAFT POINTS

This variant is designed specifically for campaigns that don't
offer a lot of “downtime” to the PCs. It unifies the rules for
crafting items and creating magic items, while also replicating
a character’s ability to come up with just the thing he needs for
a specific task in the nick of time. It glosses over the realities
of such work—tool kits, alchemical reagents, laboratories, long
hours of toil, and the like—to keep the game moving along atan
exciting pace. After all, fighting giants, demons, and dragons is
generally a lot more fun than waiting for Mialee to finish craft-
ing a new ring of protection.

To craft an item without spending the normal labor time,
a character with the appropriate item creation feat (such as
Craft Masterwork Armor, Brew Potion, or Craft Staff; see be-
low) can pay one-tenth the item’s market price in craft points
(minimum 1 point). He must also pay material costs equal to
one-half the item’s market price (this replaces the normal ma-
terial cost for crafting an item). For a magic item, the character

must also pay the normal experience point cost for crafting the
item. Once the character declares that he is spending these
craft points and gold pieces (and experience points, for a magic
item), the item is automatically completed one day later (typi-
cally the next morning).

Though this makes it appear as if the item was created “in-
stantly,” the assumption is that the character has actually been
working on it for a while, but only now got around to finishing
it. For instance, Mialee might have been tinkering with Regdar’s
sword for some time, but only now has finished improving its
enhancement bonus. The system simply assumes that charac-
ters are always working on various projects in their spare time,
whether between forays into the dungeon, while on the road, or
even while gathered around the campfire after battling goblins
in the Sunless Citadel. Thus, when the time comes, they simply
spend the requisite gold and craft points, and the item is “fin-
ished” one day later.

To spend craft points toward the creation of an alchemical,
masterwork, or magic item, you must have the requisite Craft
feat (such as Craft Masterwork Armor for creating a master-
work chain shirt) or assist someone who does (see Assisting,
below). Crafting nonmasterwork armor and weapons or simple
items—tools, chests, saddles, and the like—doesn’t require a
Craft feat. Anyone who helps with the creation of such an item
can contribute craft points at the normal rate.

For nonmagical items, you must make a successful Craft
check (using the DCs given on page 71 of the Player’s Handbook)
to complete the item. For a masterwork item, use the DC of the
item or of the masterwork component, whichever is higher. A
failed check means you waste one-half of the gold pieces and
craft points required for the item, but you may try again as soon
as the next day if you still have enough gold pieces and craft
points to complete the item. Magic items require no skill check
to complete.

You can reduce the amount of craft points required by in-
creasing the amount of time you spend working on the item.
For nonmagical items, reduce the craft point cost by 1 point for
every 100 sp of work you contribute to the item’s creation (see
the Craft skill, page 70 of the Player’s Handbook). For magic items,
each 8-hour day spent working on the item reduces the craft
point cost by 100.

Example One: A masterwork suit of full plate armor has a
market price of 1,650 gp. A character with the Craft Armor feat
could pay one-third of this price and make daily or weekly Craft
(armorsmith) checks to slowly complete the suit of armor, or he
could pay one-half of this price and spend 165 craft points to
complete it one day later with a successful DC 20 Craft check.
(A failed check at this point would cost him 412 gp and 82 craft
points.) Alternatively, he could spend some days or weeks work-
ing on the item (making regular Craft checks), then finish it
quickly by spending craft points equal to 165 minus 1 per 100
sp of work he has already completed.

Example Two: A +2 longsword has a market price of 8,000 gp (not
including the material cost of the masterwork longsword itself).
Assuming you had the Craft Magic Arms and Armor feat (and
didn’t have to make the masterwork longsword from scratch),
you could either spend 8 days of time to craft the item, or you
could spend 800 craft points to finish it “instantly.” (In either
case, you have to spend 4,000 gp in addition to the time or craft
points.) If you wanted, you could save 200 craft points by spend-
ing two 8-hour days working on the item.

=
=

o a
LA
-

]

SYALOVAY
- ONIQTING
€ ¥ALdVHD

iy



TABLE 3—5: SAMPLE CRAFTED ITEMS achieve the same contribution. Assuming he’s the only assistant,

ltem Market Price Craft Cost he could contribute up to half the effort required to achieve the
Arrows, 100! 10 gp 5gp, 1 craft goal (100 craft points). Since his craft points only count for half
Acid 10gp 5 gp, 1 craft value, he has to spend 200 craft points to contribute 100 points
Chainmail’ 20 gp 10 gp, 2 craft

worth of value. When those 200 points are added to Mialee’s

Iggrc‘l;l’l Z'FZ 51:1Iigh Py — %‘5) gg 12.5 gp1'|0§|€' g z::g contribution, the gold pieces spent on materials, and the mas-

Greatsword 50 gp 25 gp,, 5 craft terwork longsword, the process is complete.

Masterwork chainmail 170 gp 85 gp, 17 craft If Lidda (also untrained) assisted Mialee as well, the two

Potion of cure moderate 300 gp 150 gp, 6 XP, 30 craft assistants combined could still contribute no more than the
wounds equivalent of 100 craft points (half the total craft point cost).

Masterwork greatsword 350 gp 175 gp, 35 craft However, each would have to spend only 100 craft points (50

+1 chainmail? 1,000 gp 500 gp, 40 XP, 100 craft points of value each) to achieve this goal.

Ring of protection +1 2,000 gp 1,000 gp, 80 XP, 200 craft

+1 greatsword? 2,000 gp 1,000 gp, 80XP,200craft  (GAINING CRAFT POINTS

Wand of fireball 1,250 gp 5,625 gﬁ ;’552:;?{ A tst-level character has 100 craft points. With each class level
; ! gained, he gains a number of craft points equal to his new
Gloves of Dexterity +4 16,000 gp 8,000 g]péggocéz level X 100. A 2nd-level character can have as many as 300 craft
P —T 25,000 gp 12,500 gp, ’1,000 XP, points, and so forth, all the way up to a 20th-level character,
2,500 craft who would have a total of 21,000 craft points (assuming he

+5 greatsword? 50,000 gp 25,000 gp, 2,000 XP, never spent any).
5,000 craft Creatures with Intelligence of 3 or higher have craft points
Robe of the archmagi 75,000 gp 37,500 gp, 3,000 XP, as a character whose level equals their class levels + Hit Dice. A
7,500 craft mind flayer (8 HD), for instance, has the craft points of an 8th-
TomZ Oft Sing 4.5 137,500gp 68,750 g?ésﬁggo XFf)é level character. If that mind flayer gained a class level, it would

understanding + y cra : dditi 1 f : f 11

gain an additional 900 craft points. Of course, not all creatures
e peer AV TN g;b%gg(iéz can use their craft points—despite being at least reasonably

intelligent, a griffon or pegasus is unlikely to be in a position to

craftan item or assist another character in crafting an item.
+ The DM must use his best judgment when determining
“ » whether a creature can use its craft points.

1 Does not require a Craft feat.

2 The market prices and craft costs for these items
assume that you already have the masterwork item to
be enhanced.

Lllus. by F. Farvis

ASSISTING

In addition to the primary crafter—who must
have the appropriate Craft feat—up to three
assistants can contribute craft points to the
creation of the item.
Assistants who have the appropriate
Craft feat contribute craft points at full nor-
mal value. For untrained assistants (those
who don'’t have the appropriate Craft feat),
each craft point contributed counts as 1/2
point of assistance.
The primary creator must contribute at least
half of the craft points required to create an item.
It doesn’t matter who contributes the gold piece cost
that goes toward creating the item. Only the prxmary
creator can contribute experience points to- _ .
ward the creation of a magic item. f,,.-f e __.._-"
For example, Regdar has
1,000 gp and a master-
work sword, and
wants to help &0
Mialee imbue the sword with a +1 i &
enhancement bonus (turning it into i
a +1 longsword). This task would nor-
mally cost 200 craft points. Mialee
must supply at least half of this,
or 100. Regdar doesn’t have Craft
Magic Arms and Armor, so he must
spend twice as many craft points to

-




Creatures with Intelligence of 2 or lower (or without an Intel-
ligence score) never gain craft points.

Familiars or special mounts never gain craft points, regardless
of their Intelligence or Hit Dice.

TABLE 3—6: CRAFT POINTS GAINED BY LEVEL

Character Craft Points Total Craft
Level Gained Points’
Ist 100 100
2nd 200 300
3rd 300 600
4th 400 1,000
5th 500 1,500
6th 600 2,100
7th 700 2,800
8th 800 3,600
9th 900 4,500
10th 1,000 5,500
11th 1,100 6,600
12th 1,200 7,800
13th 1,300 9,100
14th 1,400 10,500
15th 1,500 12,000
16th 1,600 13,600
17th 1,700 15,300
18th 1,800 17,100
19th 1,900 19,000
20th 2,000 21,000

1 Subtract any craft points already spent from this total,
and add any craft points gained from feats.

ITEM CREATION FEATS

Each time you gain an item creation feat, you gain additional
craft points as noted on Table 3-7: Item Creation Feats. You
don’t have to spend these craft points on items appropriate to
the feat—you can spend them on any item. For example, Craft
Masterwork Weapon grants a bonus of 100 craft points, which
you can use to craft weapons, armot, potions, or any other item.

In addition to the item creation feats found in the Player’s
Handbook, this variant includes a number of feats dedicated to
the creation of nonmagic items. Table 37 gives appropriate new
prerequisites for all item creation feats, including those in the
Player's Handbook.

TABLE 3—7: ITEM CREATION FEATS

Craft Points
Feat Prerequisites Gained
Brew Potion Caster level 3rd 1,500
Craft Alchemical Item Craft (alchemy) 4 ranks 100
Craft Magic Arms Caster level 5th 2,500
and Armor
Craft Masterwork Craft (armorsmith) 6 ranks 100
Armor

Craft Masterwork
Ranged Weapon
Craft Masterwork

Craft (bowyer) 6 ranks 100

Craft (weaponsmith) 6 ranks 100

Weapon
Craft Rod Caster level 9th 4,500
Craft Staff Caster level 12th 6,000
Craft Wand Caster level 5th 2,500
Craft Wondrous Item Caster level 3rd 1,500
Forge Ring Caster level 12th 6,000
Scribe Scroll Caster level 1st 500

Talented Crafter Any other item creation feat 500

Craft Alchemical Item [Item Creation]

Craft Masterwork Armor [Item Creation]

Craft Masterwork Ranged Weapon [Item Creation]

Craft Masterwork Weapon [Item Creation]

You are capable of creating alchemical items and substances.

Prerequisite: Craft (alchemy) 4 ranks.

Benefit: You gain 100 craft points. You may use craft points
to create alchemical items or substances, such as acid or tangle-
foot bags.

You may spend your craft points to create alchemical items
or substances at a rate of 1 craft point per 10 gp of market value
of the finished item (minimum 1), even without spending the
requisite creation time at work on the item.

Special: If you take the requisite creation time at work on the
item, you spend only 1 craft point per 50 gp of market value of
the finished item (minimum 1).

This feat replaces the requirement of being a spellcaster in
order to craft alchemical items as listed in the Craft skill in the
Player's Handbook.

Normal: Characters without this feat cannot craft alchemi-
cal items.
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You are trained in the creation of fine armor and shields.
Prerequisite: Craft (armorsmithing) 6 ranks.
Benefit: You gain 100 craft points. You may use craft points to
create masterwork armor or shields.
You may spend your craft points to build masterwork armor
or shields at a rate of 1 craft point per 10 gp of market value of the
finished item (minimum 1), even without spending the requisite
creation time at work on the item.
Special: If you take the requisite creation time at work on the
item, you spend only 1 craft point per 50 gp of market value of
the finished item (minimum 1).
Normal: Characters without this feat can only craft nonmas-
terwork armor or shields.

You are trained in the creation of fine ranged weapons and am-
munition, such as bows, crossbows, and arrows.
Prerequisite: Craft (bowmaking) 6 ranks.

Benefit: You gain 100 craft points. You may use craft
points to create a masterwork ranged weapon or masterwork
ammunition.

You may spend your craft points to build ranged weapons or
ammunition at a rate of 1 craft point per 10 gp of market value
of the finished item, even without taking the requisite creation
time at work on the item.

Normal: Characters without this feat can only craft nonmas-
terwork ranged weapons.

You are trained in the creation of fine melee and thrown weap-
ons, such as swords, maces, daggers, and shortspears.
Prerequisite: Craft (weaponsmithing) 6 ranks.
Benefit: You gain 100 craft points. You may use craft points to
create a masterwork melee or thrown weapon.
You may spend your craft points to build masterwork melee
or thrown weapons at a rate of 1 craft point per 10 gp of market
value of the finished item, even without taking the requisite
creation time at work on the item.
Normal: Characters without this feat can only craft non-
masterwork melee or thrown weapons.



Talented Crafter [General]

You have an extraordinary talent for item creation.
Prerequisite: Any item creation feat.

Benefits: You gain 500 craft points, which may be used to
craft items of any kind.

Special: You may select this feat multiple times. Each time
you select it, you gain an additional 500 craft points.

A wizard may select this feat as one of her bonus feats gained
at every fifth level.
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If you define background as “everything that happened to a char-
acter before now,” then you can use this character background
variant to actually generate a character. The system detailed
below lets you build a high-level character as if that character
had started at 1st level, undertaking adventures and earning
experience points.

Before starting to use this system, you'll need to generate a set
of ability scores and decide on the character’s race; the tables in
this section take care of the rest.

To finish generating the character, simply choose the type of
adventuring activity he undertook at each level, stopping when
you have the character level you want. For example, if you want a
ath-level character, use the tables in this section nine times. You
can roll percentile dice or choose the result you like.

This variant is a quick way to bring a new character into an
ongoing campaign. You'll get a character who's had some life
experiences and built up a personal history. It's also a useful
variant if you want to create characters for a new campaign that
starts with characters of higher than 1st level. This background
variant works best in conjunction with the event-based reputa-
tion variant and the contacts variant, both described in Chapter
6; if you aren’t using reputation and contacts, then ignore those
columns in the tables that follow.

As a general rule (if it matters, depending on how you use
this variant), each of these background selections is considered
to take up 1d6 months of game time. For example, if you create a
dwarf character who begins adventuring at age 48 (see Table 64,
page 109 of the Player’s Handbook) and you apply four background
selections to the character, the dwarf’s age as a 4th-level charac-
ter is 48 years + 4d6 months.

If you let the dice fall where they may with this variant, you'll
get more multiclass characters than you would in a standard
D&D campaign where PCs start at 1st level or build their char-
acters to a target level before the campaign begins. Spellcasters
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HOUSE RULE: ADDING A FAVORED CLASS

The experience point penalty associated with multiclassing
can make some otherwise interesting character archetypes
less viable without having the proper combination of race and
class(es). In my campaign, | allow characters to select a feat that
adds another favored class to their race. This allows a player to
better create a unique character while not unduly undercutting
the multiclass advantage possessed by humans and half-elves.

ADDITIONAL FAVORED CLASS [General]
You are more adept at combining different talents than most
members of your race.

in particular lose significant power if they have more than a
handful of nonspellcasting levels, so you'll want to monitor the
dice results closely.

HOW TO READ THE TABLES

Bach of the tables in this section contains eight pieces of infor-
mation. Here’s what the information means.

Activity: A word or phrase that summarizes what the charac-
ter focused his attention on, or learned the most about, during
the time he spent advancing from one level to the next.

Class: The class in which the character’s most recent level
was gained. Some of the entries in this column are prestige
classes or classes with alignment restrictions. If you don't
qualify for the class indicated, select one of the other classes
on the table instead.

Feats: The character chooses one of the given feats if he isata
level when he ordinarily would gain a new feat (such as 1st, 3rd,
or 6th) or when he gains a bonus feat by virtue of his new class
level (such as 5th level in wizard). If the feat selection requires a
choice because more than one feat is mentioned, it’s okay to wait
until you're done determining the character’s entire background
before making that choice. If the character doesn’t meet the pre-
requisite for a feat or already has the feat, take one of the listed
alternatives (if applicable) or a feat that appears elsewhere on the
table you're using. If the character has a feat that has an improved
or greater version (such as Weapon Focus, Spell Penetration,
Cleave, or Weapon Specialization), he can take the improved or
greater version of the feat whenever the basic version appears on
the table.

Skills: This column identifies three or more skills that the
character must spend skill points on at his new level. Start at
the beginning of the list in an entry, taking one rank in each
skill listed, in the order the skills are presented, until you're out
of skill points. If you reach the end of the list with skill points
remaining, spend the rest however you like.

Gear: This column provides guidance for equipping the
character, and it only matters when you've finished creating
the character’s background. In general, a character spends up
to 30% of her wealth (determined using Table 5—1 on page 135
of the Dungeon Master’s Guide or assigned by the DM) on the gear
associated with her most recent activity, up to 20% of her wealth
on the gear for her second most recent activity, and up to 10% on
the gear for her third most recent activity. Background choices
made eartlier than “third most recent” don't affect the character’s
equipment. You can spend the character’s remaining wealth on
anything you choose.

Benefit: Choose a character class, such as ranger. The chosen
class is treated as a favored class for the purpose of determin-
ing whether your character takes an experience point penalty for
multiclassing.

Normal: Without this feat, if any class other than your race’s
favored class is two or more levels lower than your highest-level
class, you take a —20% penalty to XP earned for each class that
is not within one level of your highest-level class.

Special: You can gain this feat multiple times. Each time you
take the feat, it applies to a new class.

—Andrew Finch



For example, you want to create a 5th-level wizard with
a background entirely in academic magic by rolling d%
five times on the table below to represent the five levels.
At 3rd level, the d% result is 34, and the Gear column gives
“Wand/staff with abjuration spells.” At 4th level the result is
63 (Wand/staff with illusion spells), and at 5th level the result
is 11 (Rod or staff).

From Table 5-1 in the Dungeon Master’s Guide, a 5th-level
character has wealth equal to 9,000 gp. The character can
spend 30% of this amount, or 2,700 gp, on a rod or staff—a
staff of five with 7 charges, for instance. She can spend 20%, or
1,800 gp, on a wand or staff that holds an illusion spell, such
as a wand of invisibility with 20 charges. She can spend up to
10%, or 900 gp, on a wand or staff that holds an abjuration
spell, such as a fully charged wand of shield.

AcADEMIC MAGIC BACKGROUND ACTIVITIES

Contacts: This column applies only if you're using that vari-
ant (see Chapter 6) and the character would earn a new contact
at this level.

Reputation (Rep): Similarly, this column applies only if you're
using the reputation rules (see Chapter 6). If a bonus appears in
this column, add it to your Reputation score.

Recognition: With accomplishments come rewards, in
the form of recognition by one’s peers or by others who may
be impressed by a character’s status. To benefit from the re-
ward (if any) identified in this column of a table entry, the
character must make a recognition check, which is 1d20 +
any modifiers that might apply, as indicated in a background
description. Most often, this modifier is the number of ranks
the character has in a relevant skill, which is a generally accu-
rate measure of how much time the character has spent hon-
ing that skill, which in turn is closely tied to the character’s
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d%  Activity Class Feats Skills Gear Contacts  Rep Recognition
01-07 Item creation ~ Wizard  Any item creation Spellcraft, Any magic item  Skill +0 Society, DC 30
Craft (any),
Concentration
08-15 Metamagic Sorcerer Any metamagic  Know (arcana), Rod or staff +0 Degree, DC 24
or wizard Concentration,
Spellcraft
16—23 Spell research  Wizard  Spell Mastery Spellcraft, Extra spells Information +1/2 Degree, DC 26
Know (arcana), in spellbook
Concentration
24-29 Training Wizard  Leadership, Spellcraft, Wondrous item +1  Society, DC 26
Persuasive Know (arcana), for interaction/communication
Sense Motive
30-35 Abjuration Wizard ~ Sp Focus (Abj) Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, abjuration spells
Know (the planes)
36-41 Conjuration Wizard ~ Sp Focus (Conj)  Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, conjuration spells
Know (the planes)
42-47 Divination Wizard  Sp Focus (Div) Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, divination spells
Know (the planes)
48-53 Enchantment  Wizard Sp Focus (Ench)  Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, enchantment spells
Diplomacy
54-59 Evocation Wizard ~ Sp Focus (Evoc)  Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, evocation spells
Know (arcana)
60-65 Illusion Wizard ~ Sp Focus (lllus)  Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, illusion spells
Perform (any)
66—71 Necromancy Cleric Sp Focus (Necro) Spellcraft, Wand/staff with +0 Degree, DC 28
or wizard Concentration, necromancy spells
Know (religion)
72-77 Transmutation Wizard Sp Focus (Trans) Spellcraft, Wand/staff with +0 Degree, DC 28
Concentration, transmutation spells
Know (arcana)
78—85 Creature studies Wizard  Spell Penetration, Know (nature), Wondrous item +1/2 Society, DC 26
Improved Familiar Know (arcana), that mimics monster ability
Know (the planes)
86-94 Battle magic Sorcerer Combat Casting, Concentration, Bracers of armor  Information +1/2 Society, DC 28
or wizard Any metamagic  Spellcraft, or cloak of protection
Know (arcana)
95-100 Divine magic  Cleric Sp Focus (any) Concentration,  Prayer beads +1/2 Society, DC 24

Know = Knowledge; Sp Focus = Spell Focus.

Know (religion),
Spellcraft

or divine scrolls
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level. (The more you have learned about the skills that are
most central to your success, the more likely it is that you will
earn recognition.)

This reward has no specific game effect, but the DM is free
to grant an ad hoc bonus of some sort when a famous or accom-
plished character interacts with those who are impressed by the
recognition that character has earned.

CADEMIC MAGIC BACKGROUND

Many adventurers come from tall towers of magic academies
and colleges. They find the adventurer’s life much different
than the cloistered life they knew when they were learning
the secrets of magic. But the lessons in power such characters
learned in the classroom serve them well wherever their adven-
tures take them.

Recognition in the academic world takes the form of aca-
demic degrees or membership in honorary societies.

A character’s ranks in Spellcraft provide a bonus on recog-
nition checks related to degrees, and his ranks in Knowledge
(arcana) provide a bonus on recognition checks related to
societies.

e
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ARISTOCRATIC BACKGROUND ACTIVITIES

Know = Knowledge; Sp Focus = Spell Focus.

Example Societies and Degrees
The names of societies and academic degrees given below are
provided as a starting point. Depending on the players’ inter-
est and the DM’s plans for the campaign, the societies could
become full-fledged secret cabals, or they could remain honor-
ary societies that rarely meet and don’t have agendas beyond
their field of study.

Societies: Society of Arcanobiological Studies, The Horned
Hand, Fraternity of the Three Mysteries, Scarlet Robe Society,
Kau Sathra Vox, Society of Tarsus, Arcane Aid Society, Club of
the Mystic Twelve.

Degrees: Master of Eldritch Power (in a particular school of
magic), Unsurpassed Scholar in Arcane Arts, Master of Cast
Spells.

ARISTOCRATIC BACKGROUND

The noble court formed an important center of medieval life,
where knights, troubadours, and artisans experienced the scope
of feudal life (minus the peasants). Aristocratic adventures center
on intrigue and political maneuvering, but courts also feature
ritualized combat such as duels and jousts.

d%  Activity Class Feats Skills Gear Contacts Rep Recognition
01-07 Noble warlord  Fighter Leadership, Intimidate, Armor Influence +1 Title, DC 22
or paladin  Weapon Focus Diplomacy,
Know (nobility and royalty)
08-14 Landed gentry  Bard Leadership, Diplomacy, Wondrous item Influence +1  Title, DC 22
Skill Focus Sense Motive, that aids interaction
(Diplomacy) Know (nobility and royalty),
Know (history), Perform
15-21  Church potentate Cleric Leadership, Diplomacy, Rod or staff Influence +1  Title, DC 24
Persuasive Know (nobility and royalty),
Spellcraft
22-28 Dragon-blooded Sorcerer  Leadership, Diplomacy, Rod or staff Influence +1  Title, DC 24
Sp Focus (Ench) Know (nobility and royalty),
Concentration
29-39 Troubadour Bard Skill Focus Perform (any), Wondrous item  Influence +1/2 —
(Perform), Diplomacy, that charms or compels
Sp Focus (Ench) Sense Motive,
Know (nobility and royalty), Know (local)
40-49 Court jester Rogue Acrobatic, Agile Perform (any), Wondrous item  Influence +1/2 —
Tumble, Jump, that aids movement
Know (nobility and royalty), Balance
50-59 Court arcanist  Wizard or  Sp Focus (Ench), Know (nobility Extra spells Influence +1/2 —
loremaster’ Sp Focus (lllus) and royalty), in spellbook
Know (arcana), Know (local),
Spellcraft, Concentration
60—69 Religious advisor Cleric Negotiator, Know (religion), ltem with Influence +1/2 —
Sp Focus (Div)  Know (nobility divination aura
and royalty), Spellcraft
70-80 Chivalric knight Paladin Mounted Ride, Intimidate, Armor Influence +1/2 Title, DC 24
Combat, Diplomacy
Ride-By Attack
81-90 Seneschal Bard Negotiator, Sense Motive, ltem with Influence +1/2 —
Investigator Diplomacy, divination aura
Intimidate,
Know (nobility and royalty), Know (local)
91-100 Duelist Fighter Combat Bluff, Weapon Influence +1/2 —
or duelist'  Expertise, Perform, (any),Tumble,

Improved Feint Sense Motive, Know (nobility and royalty)

1 Indicates a prestige class from the Dungeon Master’s Guide. Only available if the class is allowed in the campaign.



CROSS-CULTURAL BACKGROUND ACTIVITIES

d%  Activity Class  Feats Skills Gear Contacts Rep Recognition
01-20 Primitive tribe  Any Track, Know (nature), Armor Skill +0 DC 28
Self-Sufficient Survival, Diplomacy,
Spot, Listen
21-50 Far-off culture  Any Exotic Weapon Know (geography), Weapon Information +1/2 DC 26
Proficiency Speak Language,
Diplomacy, Sense Motive,
Know (history)
51-60 Extraplanar Any Sp Focus (Abj), Know (the planes), Wondrousitem Influence  +1/2 DC 28
Spell Penetration Speak Language,  that provides protection
Diplomacy,
Decipher Script, Spellcraft
61-85 Racial minority Any Weapon Focus Know (local), Weapon Influence  +1/2 DC 26
(any racially Speak Language,
favored weapon), Diplomacy, Sense Motive,
Improved Critical ~ Gather Info
(any racially favored weapon)
86-100 Refugee Any Endurance, Know (geography), Armor Information  +0 DC30
Diehard Bluff, Gather Info,

Hide, Move Silently
Know = Knowledge; Sp Focus = Spell Focus; Gather Info = Gather Information.

Recognition for characters with aristocratic backgrounds var-
ies widely, because noble courts have a highly stratified social
structure. Actual nobles can attain progressively greater noble
titles, but other characters who spend time in noble courts don’t
have that chance.

A character’s familiarity with the ways of the noble court pro-
vides a bonus on recognition checks; each time the aristocratic
background is selected for this character, the bonus increases by 1.

Example Aristocratic Titles
The noble titles below are examples drawn from medieval Europe
(Britain in particular), so they're suitable for most sword-and-
sorcery settings. Other historical feudal and quasi-feudal cul-
tures (such as Japan and India) can also inspire noble titles for
your D&D game.

GOVERNMENT BACKGROUND ACTIVITIES

Titles (Lowest to Highest): Knight, Baronet, Baron or
Baroness, Viscount or Viscountess, Count or Countess,
Marquess or Marchioness, Duke or Duchess, Grand Duke or
Grand Duchess, Prince or Princess, King or Queen, Emperor
or Empress.

Sometimes counts are called earls, and marquesses are re-
ferred to as marquises or margraves. Germanic culture refers
to dukes as grafs and baronets as ritters. Prince or princess can
either be a noble title or it can describe a familial relationship:
son or daughter of the king or queen.

CROSS-CULTURAL BACKGROUND

This disparate set of background activities differs from the oth-
er backgrounds because it represents time spent away from the
character’s home culture. Unlike with the other backgrounds,

d%  Activity Class Feats Skills Gear Contacts Rep  Recognition
01-12 Administrator Bard Leadership, Know (local), Item that Influence +1/2  Rank, DC 26
orrogue  Investigator Diplomacy, provides protection
Intimidate,
Sense Motive, Know (history)
13-25 Spy Rogue Stealthy, Disguise, Item with Information +0 —
Deceitful Gather Info, illusion aura
Hide, Move Silently,
Forgery
26-37 Diplomat Bard Negotiator, Diplomacy, Item that Influence +1/2  Rank, DC 28
Persuasive Sense Motive, aids interaction
Bluff, Intimidate, Know (local)
38-50 City watch Fighter Alertness, Know (local), Weapon Influence  +1/2  Rank, DC 28
Power Attack Sense Motive, Jump
51-63 Arcane advisor Wizard Any item creation Know (arcana), Scrolls and spells Information +0 Society, DC 26
or sorcerer Spellcraft, in spellbook
Know (local)
64-75 Honor guard  Fighter Combat Expertise, Know (history), Armor Skill +1 Rank, DC 26
or paladin Weapon Focus Intimidate, Ride
76-88 Sheriff Ranger Alertness, Know (local), Weapon Influence  +1/2  Rank, DC 30
Weapon Focus Ride, Sense Motive,
Survival, Intimidate
89-100 Theocrat Cleric Persuasive, Know (local), Wand or staff Influence  +1/2  Rank, DC 28

Investigator
Know = Knowledge; Gather Info = Gather Information.

Spellcraft, Know (religion)
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MARITIME BACKGROUND ACTIVITIES

d%  Activity Class Feats Skills Gear Contacts Rep  Recognition
01-12 Pirate Rogue Dodge, Mobility ~ Balance, Jump, Weapon Information +1/2 Rank, DC 22
Tumble, Bluff, Swim
13-24 Military navy Fighter Leadership, Prof (sailor), Weapon Influence +1/2  Rank, DC 24
Weapon Focus Swim, Use Rope
25-34 Sea trader Rogue Negotiator, Appraise, Wondrous item  Skill +0  Rank, DC 26
or bard Deft Hands Sense Motive,  that aids interaction
Diplomacy, Swim,
Prof (sailor)
! 35-44 Ship's marine Fighter Power Attack, Swim, Climb, Light armor Skill +0  Rank, DC 26
. sy 20 0 Improved Sunder Jump
1 :.-. o g {i." 45-52 Stowaway Rogue Stealthy, Swim, Hide, Item that Influence +0 —
B9 Deceitful Move Silently,  aids stealth
- &Eé i Disguise, Bluff
bl tgé 53-62 Shipwrecked Barbarian Track, Swim, Survival, = Simple weapon  Skill +0 —
L' Oracdy Self-Sufficient Craft (any), or hand-crafted item
 PLETTEeT Spot, Listen
63-72 Deckhand Rogue Dodge, Swim, Use Rope, Weapon Information +0  Rank, DC 26
or fighter ~ Weapon Focus Prof (sailor),
Climb, Jump
73-82 Navigator Bard Scribe Scroll, Prof (sailor), Scrolls Skill +0  Rank, DC 24
orwizard  Sp Focus (Trans) Decipher Script,
Know (geography),
Spellcraft, Swim
83-90 Wind-bringer Druid Sp Focus (Trans), Spellcraft, Item that affects Information +0  Rank, DC 24
or sorcerer Sp Focus (Conj)  Concentration, weather or wind
Know (geography),
Swim, Prof (sailor)
91-100 Chaplain Cleric Any metamagic Heal, Swim, Item that Information +0  Rank, DC 24

there’s no character class attached to each activity—select
whatever class you picked at the previous level, or choose a
class if this is your first background selection. Your time with
another culture affects your feat and skill choices, and any con-
tacts you gain during cross-cultural background activities are
probably members of that culture.

It's almost impossible to define what form recognition takes
in this background, because it depends heavily on the nature
of the culture your character is visiting. The exact nature of the
recognition earned is up to the DM—it could take the form of
rank, title, society membership, or decoration.

Bach activity in this background is associated with a specific
Knowledge skill. A character’s ranks in that skill provide a bo-
nus on recognition checks.

GOVERNMENT BACKGROUND

This set of background activities includes jobs performed for
those who work for a city, provincial, or national government—
other than those in the army or navy, who are covered under the
military and maritime backgrounds described below.

Most of the recognition associated with a government back-
ground comes in the form of increases in rank (whether military
or civilian in nature).

Bach activity in this background is associated with a par-
ticular skill—the one mentioned first in the entry’s Skills
column. A character’s ranks in that skill provide a bonus on
recognition checks.

MARITIME BACKGROUND

Characters with maritime backgrounds indulge in the same pas-
sions as everyone else—war, trade, and larceny—but they do it

Prof (sailor)
Prof = Profession; Sp Focus = Spell Focus; Know = Knowledge.

heals or cures

with a ship’s deck beneath their feet (unless they've been ship-
wrecked, which is one possible activity in this background).

A character’s time spent on the high seas provides a bonus
on recognition checks; each time the maritime background is
selected for this character, the bonus increases by 1.

Example Maritime Ranks

Every navy has its own system of ranks, and few ships are at

exactly their full complement of crew. The following system of

ranks is a good starting point for most D&D campaigns.
Maritime Ranks (Lowest to Highest): Ordinary hand,

able hand, leading hand, petty officer, chief petty officer, sub-

lieutenant, lieutenant, lieutenant commander, commander,

captain, commodore, admiral, grand admiral.

MERCANTILE BACKGROUND

Characters with a mercantile background work in the orga-
nized business of making money, buying low and selling high.
While this characterization describes most jobs in the modern
world, in feudal and semifeudal societies the average person
has much less connection to commerce. The typical peasant
turns over his crops to the local feudal lord, keeping enough
to feed his family, and other family members make most of
the finished goods (clothes, furniture, and other necessities)
they require themselves. Accordingly, characters with the
mercantile background are much more common in cities and
in societies where money is the most common medium of
exchange (rather than communal hunter-gatherer living or a
feudal relationship).

The only recognition available in this background category
is among caravan guards and guild officials, both of whom can



MERCANTILE BACKGROUND ACTIVITIES

d%  Activity Class Feats
01-14 Caravan guard Fighter  Alertness,
Point Blank Shot
15-27  Broker Rogue Investigator,
orbard  Persuasive
28-40 Negotiator Rogue Negotiator,
orbard  Skill Focus
(Diplomacy)
41-53  Buyer Rogue Diligent,
orbard  Skill Focus
(Appraise)
54-69 Traveling Rogue Dodge, Mobility
merchant or sorcerer
70-83 Magic-shop Wizard  Brew Potion,
owner Craft Magic
Arms and Armor
84-100 Guild official Rogue Leadership,
or cleric  Persuasive

Gather Info = Gather Information; Know = Knowledge.

MILITARY BACKGROUND ACTIVITIES

d%  Activity Class
01-11  Raid Barbarian
or fighter
12-19  Trainer Fighter
20-27 Cavalry scout Ranger
28-35 Heavy cavalry Fighter
or paladin
36-44 Defense Fighter or
dwarven
defender'
45-52 Scout Ranger or
arcane
archer’
53-63 Shock trooper Fighter
64-74 Siege Fighter
75-80 War Fighter
81-86 Diplomacy Fighter
or paladin
87-94 Border patrol Ranger
95-100 Herald Bard
or fighter

Feats

Weapon Focus,
Weapon Spec
Combat Expertise,
Improved Disarm

Mounted Combat,
Mounted Archery

Mounted Combat,
Spirited Charge
Dodge, Mobility

Alertness,
Stealthy

Power Attack,
Improved

Bull Rush

Power Attack,
Improved Sunder
Any fighter
bonus feat
Leadership,
Persuasive

Point Blank Shot,
Far Shot

Negotiator,
Weapon Focus

Skills Gear Contacts
Ride, Spot, Armor Information
Listen

Gather Info, Wondrous item  Information

Sense Motive, that helps carry loads
Diplomacy, Know (local)

Diplomacy, Wondrous item  Influence
Sense Motive, that aids interaction

Bluff, Intimidate,

Know (local)

Appraise, Bluff, Wondrous item Influence
Sense Motive, with divination aura

Craft (any), Diplomacy

Diplomacy, Wondrous item  Information
Sense Motive, with illusion aura

Appraise, Bluff,

Sleight of Hand

Spellcraft, Staff or wand Skill

Know (arcana),

Craft (any)

Craft (any), Item that Influence
Diplomacy, gives morale effect

Sense Motive,
Bluff, Know (local)

Skills Gear Contacts
Climb, Jump, Melee weapon  Information
Intimidate, Search, Swim

Intimidate, Wondrous item  Influence
Diplomacy, for morale/interaction

Know (local)

Ride, Spot, Ranged weapon Information

Listen, Survival,
Search, Move Silently, Hide

Ride, Intimidate, Barding Information
Jump

Prof (siege Armor or shield  Skill
engineer), Climb,

Jump

Spot, Listen, Wondrous item  Information
Move Silently, for stealth,

Hide, Survival communication, or perception

Climb, Intimidate, Armor or shield Information
jump

Climb, Jump, Melee weapon  Information
Prof (siege engineer)

Climb, Intimidate, Melee weapon Influence
Jump,

Diplomacy, Wondrous item  Influence

Sense Motive,
Know (nobility
and royalty)

for morale/interaction

Survival, Spot, Ranged weapon Information
Listen, Hide,

Move Silently

Know (nobility Armor or shield Influence

and royalty), Diplomacy,
Know (local), Sense Motive,
Spot, Listen, Know (history)

Weapon Spec = Weapon Specialization; Prof = Profession; Know = Knowledge.
1 Indicates a prestige class from the Dungeon Master’s Guide. Only available if the class is allowed in the campaign.

Rep
+0

Recognition
Rank, DC 24
+1/2

+1/2

+0

+1/2

+1/2

+1 Rank; see text

Rep Recognition

+0 Decoration,
DC 20
+1 Rank, DC 22

+0 Rank, DC 24

+1/2  Decoration
or rank, DC 24
+1/2 Rank, DC 22

+0 Rank, DC 24

+1/2 Decoration,
DC 24

+1/2 Decoration,
DC 22

+1 Rank, DC 20

+1 Rank, DC 24

+0 Rank, DC 26

+1  Rank, DC 24
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earn promotions to higher ranks (as described for the military
background, below). A caravan guard applies his base attack
bonus as a modifier on recognition checks, while a guild official
applies his ranks in Diplomacy.

Example Guild Ranks

The guilds in medieval European society usually had a simple
set of ranks: apprentice, journeyman, and master. Attaining
higher rank meant spending years on the job and passing some
sort of examination, or in the case of the master, creating a “mas-
ter piece” that peers judged worthy. In a system with only three
ranks, the recognition check DC for advancing from apprentice
to journeyman is 26, and DC for advancing from journeyman
to master is 30.

If you want more frequent recognition (and thus more guild
ranks), set the recognition check DC at a constant value of 24
and split each rank into three smaller ranks. Characters begin
as apprentices in the third degree, then ascend to second-degree
apprentices and first-degree apprentices. Then they become
journeymen in the third degree.

Because the D&D game is set in a fantasy world, you may
wish to develop more fanciful titles for the guilds you create,
especially those that are part of nonhuman or otherwise ex-
otic cultures.

MILITARY BACKGROUND

The activities associated with this background include broadly
defined military missions. The raid activity, for example, covers
everything from young Vikings on their first pillage to elite
commandos striking behind enemy lines. Except for all-out

e
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" CHAPTER 3

- BUILDING
HARACTER

RELIGIOUS BACKGROUND ACTIVITIES

Balance, Hide,
Move Silently
Sp Focus = Spell Focus; Know = Knowledge; Gather Info = Gather Information.
1 Indicates a prestige class from the Dungeon Master’s Guide. Only available if the class is allowed in the campaign.

war, none of the activities implies continuous assignment. Most
soldiers spend much of their time training, guarding, and hang-
ing out in the barracks.

Military recognition takes two forms: decorations (medals,
fancy uniforms, tattoos, and the like) and rank (encompassing
traditional military ranks and sometimes noble or honorific
titles). In each case, the recognition check DC is modified by
the character’s base attack bonus. Rolling a natural 20 on a rec-
ognition check gives the character a double promotion or a more
prestigious decoration.

Example Ranks and Decorations
The following military ranks are typical of a national army in
a fantasy kingdom. Designing your own command structure
and unique decorations is a good way to make your game world
seem more real.
Ranks (Lowest to Highest): Armsman, Sergeant, Sergeant
Major, Lieutenant, Captain, Major, Colonel, General.
Decorations: Three-Star Cluster (for valor), Ivy-Oak Medal-
lion (for service to the realm), Ribbon of Scarla (for bravery
under fire), Iron Gauntlet (for unsurpassed heroism).

RELIGIOUS BACKGROUND

Obviously, clerics dominate this background category. In a larg-
er sense, it represents all activities that have a strong religious
element, and in the generally pious societies that dominate most
D&D campaigns, that’s a pretty wide spread.

Recognition is by ascension in rank, with a character’s ranks
in Knowledge (religion) providing a bonus on his recognition

check.

d%  Activity Class Feats Skills Gear Contacts  Rep Recognition
01-12 Temple leader  Cleric Leadership, Diplomacy, Item that Influence  +1/2 Rank, DC 26
Sp Focus (Ench)  Sense Motive, employs divine magic
Know (religion)
13-24  Evangelist Cleric Negotiator, Diplomacy, Item that aids Influence  +1 Rank, DC 28
Sp Focus (Conj)  Know (religion), interaction
Spellcraft
25-33 Sacred librarian Bard Diligent, Gather Info, Item with Information +0 Rank, DC 30
or cleric  Investigator Know (religion), divination aura
Know (history),
Spellcraft, Search
34-42 Keeper Cleric Extra Turning, Know (religion), Item with Skill +0 Rank, DC 30
of the dead Sp Focus (Necro) Spellcraft, necromancy aura
Concentration
43-51 Cultist Cleric Sp Focus (Conj), Disguise, Item that aids Information +0 Rank, DC 26
Sp Focus (Necro) Concentration,  disguise or secrecy
Spellcraft
52-64 Inquisitor Cleric Sp Focus (Div),  Sense Motive, Item with Information +1/2 Rank, DC 28
Investigator Intimidate, divination aura
Spellcraft
65-77 Exorcist Cleric Sp Focus (Abj),  Spellcraft, Item that affects Influence  +1/2 Rank, DC 30
Spell Penetration Concentration,  extraplanar creatures
Know (the planes)
78-88 Temple guardian Paladin,  Power Attack, Know (religion), Armor Skill +0 Rank, DC28
fighter, or Cleave Spot, Climb
blackguard'
89-100 Cloistered Monk Dodge, Mobility ~ Tumble, Jump, Item that Skill +0 Rank, DC 28

provides protection



SKILLED BACKGROUND ACTIVITIES

d%  Activity Class Feats
01-16 Religious Cleric Scribe Scroll,
scholar Diligent
17-32  Music theorist Bard Scribe Scroll,
Skill Focus
(Perform)
33—44 Barrister Rogue Persuasive,
Negotiator
45-60 Scribe Wizard  Any metamagic
61-74 Naturalist Druid Track,
Natural Spell
75-90 Scientist Wizard
91-100 Athlete Monk Athletic,

or ranger Dodge

Know = Knowledge; Prof = Profession.

UNDERWORLD BACKGROUND ACTIVITIES

Skills

Decipher Script,
Know (religion),
Spellcraft
Perform (any),
Diplomacy,
Sense Motive,

Gear
Robe or cloak

Contacts Rep Recognition
Information +0 Degree or

society, DC 26
Instrument

Information +1/2 Degree or

society, DC 28

Decipher Script, Speak Language

Intimidate,
Diplomacy,
Sense Motive,
Bluff, Know

Wondrous item Information +0
that protects

against spells

Degree or
society, DC 26

(nobility and royalty)

Decipher Script,
Speak Language,
Know (arcana)
Know (nature),
Prof (herbalist),
Handle Animal,

Extra spells Information  +0

in spellbook

Degree or
society, DC 28
Scrolls, wand, Information +0
or staff

Degree or
society, DC 28

Spellcraft, Concentration

Any item creation Know (architecture

and engineering),
Craft (any),
Spellcraft
Balance, Climb,
Jump, Tumble,
Swim

Skills

Escape Artist,
Tumble,

Sleight of Hand,

Move Silently, Hide
Combat Expertise, Intimidate,

Sense Motive,
Bluff,

Diplomacy, Search
Bluff,

Sense Motive,
Intimidate,

Wondrous item Information +0
that moves

by itself

Degree or
society, DC 26

Item that boosts Information
physical stats

+1 Trophy, DC 26

Gather Info, Forgery

Silently, Tumble,
Climb, Jump
Climb, Open Lock,
Hide, Move
Silently, Search,
Balance
Intimidate,
Disguise, Bluff,

Bluff, Sense
Motive,

Diplomacy, Forgery,

Disguise
Appraise, Sense
Motive, Bluff,

Know (local), Gather Info

d%  Activity Class Feats
01-12 Streetcrime  Rogue Deft Hands,
Dodge
13-23 Protection Rogue
racket Improved Feint
24-32 Gambling Rogue Negotiator,
Persuasive
33-44 Assassination Rogue or Improved Critical, Hide, Move
assassin' Stealthy
45-57 Burglary Rogue or Nimble Fingers,
shadow- Acrobatic
dancer'
58-70 Robbery Rogue  Weapon Finesse,
Quick Draw
Use Rope, Hide
71-81 Con games Rogue Deceitful,
orbard  Persuasive
82-90 Fence Rogue Diligent,
Negotiator
91-100 Street fighting Fighter ~ Quick Draw,

or rogue Combat Reflexes

Intimidate,
Sleight of Hand,

Bluff, Tumble, Spot

Gather Info = Gather Information; Know = Knowledge.
1 Indicates a prestige class from the Dungeon Master’s Guide. Only available if the class is allowed in the campaign.

Gear Contacts Rep Recognition
Wondrous item  Information +0  Rank, DC 32
that aids movement

Weapon Influence  +1/2 Rank, DC 30
Magic item based Influence +1  Rank, DC 30
on gem or jewelry

Weapon Skill +1  Rank, DC 30
Wondrous item  Skill +0 Rank, DC 30
that aids stealth

Weapon Information +1/2 Rank, DC 28
Wondrous item  Influence +1/2  Rank, DC 28
that creates illusion

Any Influence +1  Rank, DC 30
Armor Skill +0 Rank, DC 32
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WILDERNESS BACKGROUND ACTIVITIES

d%  Activity Class Feats Skills Gear Contacts Rep Recognition

01-12 Hunter-gatherer Barbarian Track, Survival, Spot, Weapon Skill +0 Chieftain, DC 28
Self-Sufficient Listen, Climb, Swim

13-25 Nature guardian Druid Natural Spell, Concentration, Armor Information +1/2 —

Combat Casting  Spot, Survival,
Spellcraft, Know (nature)

26-36 Game hunter ~ Ranger  Weapon Focus,  Survival, Spot, Weapon Skill +0 —
Improved Critical Listen, Hide,
Move Silently
! 37-47 Explorer Ranger  Alertness, Survival, Wondrous item Information +1 —
T hori Endurance Know (nature) that aids movement
e 2R or horizon . ,
R walker' Spot, Listen,
B0 Know (geography)
2R &Eé X 48-56 Hermit Druid or  Sp Focus (Illus), Survival, Staff orwand  Skill +0 —
Tl tgé sorcerer Sp Focus (Ench) Concentration,
L' Oracdy Spellcraft
P s 56-66 Wandering Bard Alertness, Perform, Survival, Weapon Influence  +1/2 —
minstrel Endurance Know (geography),
Know (nature), Spot
67-79 Nature Druid Sp Focus (Trans), Know (nature),  Stafforwand Information +0 —
worshiper Sp Focus (Conj)  Know (religion),
Survival, Spellcraft,
Concentration
80-90 Highwayman Rogue  Combat Expertise, Survival, Armor Information +1/2 —
Improved Disarm Intimidate, Hide,
Move Silently, Bluff
91-100 “I walk Barbarian Endurance, Survival, Climb, = Wondrous item — +0 —
the earth.” or monk Combat Reflexes Hide, Move that protects
Silently, Swim

Sp Focus = Spell Focus; Know = Knowledge.

Example Religious Ranks

The following ranks are loosely drawn from the Christian
church as it existed in the Middle Ages. Accordingly, they won't
be appropriate for all the fantasy religions in your game.
Religious Ranks (Highest to Lowest): acolyte, abbot, dea-
con, priest, high priest, bishop, prelate, archbishop, patriarch,
cardinal.

SKILLED BACKGROUND

This background is similar to the academic magic background,
except that it represents learning and instruction in subjects not
related to magic. Nevertheless, a spellcaster may well select this
background if he is interested in studying other topics.
Recognition for skilled background activities is similar to
recognition in an academic magic background: degrees and
memberships in honorary societies. (Athletes get trophies,
functionally similar to military decorations, instead.)

Bach activity in this background is associated with a par-
ticular skill—the one mentioned first in the entry’s Skills
column. A character’s ranks in that skill provide a bonus on
recognition checks.

UNDERWORLD BACKGROUND

The teeming cities of the D&D game world provide opportu-
nities for countless adventures. The activities associated with
this background represent moneymaking efforts on the wrong
side of the law. A character may operate solo, as part of a small
gang, or as part of a large thieves’ guild or organized crime fam-
ily Some characters with underworld backgrounds use a false
name to attain the benefits of their reputation while avoiding
entanglements with law enforcement.

1 Indicates a prestige class from the Dungeon Master’s Guide. Only available if the class is allowed in the campaign.

The underworld offers few chances for formal recognition
(reflected by the relatively high recognition check DCs in this
background), although some criminal syndicates have ranks
and titles. The notion of underworld recognition may not be
appropriate for every setting.

Bach activity in this background is associated with a par-
ticular skill—the one mentioned first in the entry’s Skills
column. A character’s ranks in that skill provide a bonus on
recognition checks.

WILDERNESS BACKGROUND

This background is a feature of characters who spend most
of their time in the forbidding wilds, far from the comforts
of civilization. Because such a character often leads a solitary
existences, there’s almost no opportunity for recognition. Only
a character who undertakes the hunter-gatherer activity has a
chance to attain a higher rank (that of chieftain, and it’s only
attainable once), with ranks in Survival providing a bonus on
the recognition check.

CUSTOMIZING BACKGROUNDS

Background selections are like prestige classes: They function
best when the DM integrates them tightly into the campaign
world. You have a lot of room to modify the background activities
described in this section to suit the needs of your campaign and
inject the rules with the flavor of your game world. For example,
perhaps the city-state of Harleph has elite flail-wielding com-
mandos called the Crimson Guard. The shock trooper activity in
the military background could offer a decoration called the Red
Braid in the Recognition column, a dire flail in the Gear column,
and a +1 in the Reputation column (they are elite, after all).



his chapter is perhaps the most disparate and fragmented
of all the chapters in this book. On the following pages,
you'll find a variety of variant systems dealing with ar-
mor and defense, combat, damage, death and dying, heroic
action, facing in combat, and even the most basic activity
in the DunGeoNs & Dracons game: rolling dice.

No DM, no matter how enterprising, could realistically
hope to include all (or even most) of these variants in the
same game—nor should he. Instead, the DM, working with
the players, should pick and choose a small number of vari-
ants to add, weighing carefully how each one interacts with
the rest of the rules used in the game. Try adding the variants
one at a time, so that you can assess each one’s effect individu-
ally, rather than stacking a half-dozen new rules options onto
the game simultaneously.

In some cases, the text notes how certain variants might
work well (or poorly) when combined in the same game.
When used along with the DM’s good judgment, this advice
can help the DM create a “suite” of variant rules that dramati-
cally change the feel of his campaign.

In the standard D&D rules, a character’s skill at attacking
gets better as he goes up in level—but not so his skill at avoid-
ing attacks. Characters rely on armor and an ever-growing
collection of magic items to protect them in combat. But what
about campaigns in which it’s not common or appropriate for
characters to go everywhere in full plate?

THE CLASS DEFENSE BONUS
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This variant system is particularly appropriate for swash-
buckling or stealth-based campaigns, for settings in which
firearms are common, for seafaring campaigns (in which
the characters would rather not wear armor for fear of
drowning), or for any other setting in which armor is not
worn on a day-to-day basis—even by adventurers.

In this variant, every character has a defense bonus based
on his character level. The defense bonus applies to Ar-
mor Class. However, it does not stack with the character’s
armor bonus. A character wearing armor gains its armor
bonus (including any enhancement to that bonus) or his
defense bonus—whichever is higher—but not both.
The defense bonus stacks with all other bonuses to
AC, including the character’s shield bonus, natural
armor bonus, and so forth.

Unlike an armor bonus, a defense bonus does
improve a character’s AC against touch attacks.

A character’s defense bonus is derived from his
character level and class, as shown on Table 4—1:
Defense Bonus. For a multiclass character, use the
highest defense bonus of those offered by the char-
acter’s classes. For example, a 2nd-level barbarian
has a defense bonus of +4. If the character gains a
level of cleric (becoming a 2nd-level barbarian/1st-level
cleric), her defense bonus increases to +7, because the .
cleric’s +7 at 3rd character level is better than the §
barbarian’s +5 at 3rd character level.




TABLE 4—1: DEFENSE BONUS

Level Al B? c D*
1st +2 +3 +4 +6
2nd +2 +3 +4 +6
3rd +3 +4 +5 +7
4th +3 +4 +5 +7
S5th +3 +4 +5 +7
6th +4 +5 +6 +8
7th +4 +5 +6 +8
8th +4 +5 +6 +8
9th +5 +6 +7 +9

10th +5 +6 +7 +9

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

1 Use column A for monk, sorcerer, or wizard.
2 Use column B for bard, ranger, or rogue.

3 Use column C for barbarian or druid.

4 Use column D for cleric, fighter, or paladin.

Lllus. by S. Belledin

BEHIND THE CURTAIN: CLASS DEFENSE

Using the defense bonus variant in your game means that some-
times, at least, characters won’t want to wear armor—their de-
fense bonus provides them with free protection that’s as good
as armor. Funds that would otherwise be spent improving a
character’s armor can instead be spent on other gear, which
means the characters’ power level will increase slightly.
Characters may still desire the properties of a specific kind of
magic armor or of armor special abilities. Be prepared to create
new magic items, such as cloaks, robes, vests, or vestments, to
support those desires.

DEFENSE BONUSES FOR OTHER
CLASSES

For classes not mentioned here, determine a character’s class de-
fense bonus based on the armor proficiency granted by the class
(and only that gained from the class—you can'’t take an Armor
Proficiency feat to improve your defense bonus). Consult Table
4-2 below; the defense bonus progression refers to the indicated
column on Table 4-1.

TABLE 4—2: DEFENSE BONUS FOR OTHER CLASSES
Armor Proficiency Defense Bonus Progression

None Column A
Light Column B
Light and medium Column C
Light, medium, and heavy Column D

MONSTER DEFENSE BONUSES

Monsters do not have inherent defense bonuses unless =
theyalso have levelsin a class or are normally o
proficient with armor. When calculat- g™

ing a monster’s defense bonus to AC,

do not include the monster’s base HD or level adjustment (if any).

For example, a typical green dragon, mind flayer, or black pud-
ding has no class levels and is not proficient with armor. Such
creatures do not get a defense bonus.

If a creature is proficient with one or more types of armor,
however, it gains a defense bonus. See Table 4-3: Creature De-
. fense Bonuses.

If a creature has levels in a class, it gains a defense bonus just like
any other character with a class. This bonus does not stack with any
defense bonus the creature may have from armor proficiency.

For instance, giants are considered proficient with whatever type
of armor (light, medium, or heavy) they are described as wearing.
Hill giants, described in the Monster Manual as wearing hide armor,
therefore have a +2 defense bonus (hide armor is a medium armor).
Since this is lower than the +3 armor bonus of hide armor, the typi-
cal hill giant probably prefers to wear his armor. A 1st-level hill giant
barbarian, however, would have a defense bonus of +4, and would
benefit from discarding his hide armor (though he'd gain a higher
armor bonus by putting on chainmail or a breastplate).

TABLE 4—3: CREATURE DEFENSE BONUSES
Armor Proficiency Defense Bonus

None +0
Light +1
Light and medium +2
Light, medium, and heavy +4

Clearly, the class defense system is best for characters who
must choose between going unarmored and risking arcane
spell failure—sorcerers and wizards in particular. Classes lim-
ited to light or medium armor also flourish under this system,
since they can multiclass to gain the benefit of a higher de-
fense bonus.

Spells that affect metal are less useful under this system, since
metal armor is less common.

Touch attacks are less effective under this system, since
most characters’ touch ACs are significantly higher than in a
standard game.



ARMOI} AS

In the abstract combat system of the D&D game, a character’s
armor defends him by reducing the chance that an attack will
deal damage. That system simplifies the realities of battle in or-
der to streamline combat resolution. An attack that fails due toa
character’s armor or natural armor doesn’t really fail to connect,
but rather fails to connect with enough force to deal any damage.
(That's why touch attacks ignore a character’s armor and natural
armor—the touch attack only needs to connect to deliver its ef-
fect, and need not actually breach the target’s armor.)

If you're willing to add a layer of complexity to your combats,
consider this variant. In this system, armor reduces the amount
of damage dealt by an attack instead of merely turning would-be
hits into misses. Armor still prevents some hits outright, but also
reduces the deadliness of attacks that do connect. In essence, the
system “gives up” some of armor’s ability to turn hits into misses
in exchange for a small reduction in the damage dealt by any
given attack.

ARMOR DAMAGE REDUCTION VALUES

In this system, armor offers two benefits against attacks: an armor
bonus to AC, which functions just like the armor bonus in the
standard D&D rules but is usually lower in value; and damage
reduction. See Table 4—4: Armor and Damage Reduction for the
armor bonus and DR values for common armor types. (All other
armor statistics, such as maximum Dexterity bonus, armor check
penalty, and arcane spell failure chance, are unchanged.)

For armors not covered on Table 4—4, you can determine the
new armor values and damage reduction based on the standard
D&D armor bonus. To determine the armor’s damage reduction,
divide the armor’s normal armor bonus by 2 (rounding down).
To determine the armor’s new armor bonus, subtract the DR
from the normal armor bonus. For example, studded leather has
a normal armor bonus of +3.

That gives it a DR of 1/~ (half o =
of 3, rounded down) and a new
armor bonus of +2 (3 minus 1).

TABLE 4—4: ARMOR AND DAMAGE REDUCTION

Armor Damage

Armor Bonus’ Reduction

Light armor
Padded +1 none
Leather +1 1/-

Studded leather +2 1/-
Chain shirt +2 2/-

Medium armor

Hide +2 1/-
Scale mail +2 2/-
Chainmail +3 2/-

Breastplate +3 2/-

Heavy armor ;
Splint mail +3 3/- _’
Banded mail +3 3/-

Half-plate +4 3/-
Full plate +4 4/-

1 Add any enhancement bonus to this value.

MAGIC ARMOR

An armor’s enhancement bonus (if any) increases its armor bo-
nus to AC, but has no effect on the armor’s damage reduction.

A +3 chain shirt, for example, adds +5 to AC and grants damage
reduction 2/—.

STACKING DAMAGE REDUCTION

The damage reduction granted by armor stacks with other dam-
age reduction of the same type (that is, damage reduction that
has a dash after the number). A 7th-level barbarian wearing a
breastplate has DR 3/- (1/~ from his class levels and 2/~ from
his armor). A fighter wearing full plate armor who is the target
of a stoneskin spell, however, has DR 4/— from the armor and 10/
adamantine from the spell (see page 292 of the Dungeon Master’s
Guide, under Damage Reduction, for rules on characters with
multiple types of damage reduction).

SHIELDS

Shields function normally in this variant, granting their full
shield bonus to AC. Unlike with armor, a shield’s effectiveness
is measured wholly by its ability to keep an attack from connect-
ing with your body.

NATURAL ARMOR

A creature’s natural armor also provides a modicum of dam-
age reduction. Divide the monster’s natural armor bonus (not
including any enhancement bonus) by 5 to determine the mon-
ster’s damage reduction. The same value is subtracted from the
monster’s natural armor bonus to AC to find the monster’s new
AC. These calculations are summarized in Table 4-5: Natural
Armor and Damage Reduction.

If the creature already has damage reduction, either add the
value gained from natural armor (if the existing damage reduc-
tion is of the same type) or treat it as a separate DR value (if it
is of a different type). See
page 292 of the Dungeon
Master’s Guide for rules
on creatures with
multiple types
of damage
reduction.




For example, a mummy normally has a natural armor bonus of
+10. This gives it DR 2/, and its natural armor bonus is reduced
by 2 points to +8 (making its AC 18). Since the mummy already
has DR 5/- as a special quality, its total damage reduction be-
comes DR 7/—.

A mature adult red dragon has a natural armor bonus of +24.
This gives it DR 4/—, and its natural armor bonus is reduced by
4 points to +20 (making its AC 28). The dragon’s existing dam-
age reduction is 10/magic, so the two damage reduction values
remain separate.

Finally, a frost giant has a +9 natural armor bonus, so it gains
DR 1/~ from natural armor. The chain shirt it wears gives it an
additional DR 2/-. If that frost giant were a 7th-level barbarian,
the barbarian class levels would give it DR 1/—. These three val-
ues add up to DR 4/—. The giant's AC would be 20 (10, +8 natural
armor bonus, +2 chain shirt).

TABLE 4—5: NATURAL ARMOR AND DAMAGE REDUCTION

Natural Armor Damage Subtract from
Bonus Reduction Natural Armor
0-4 none 0
5-9 1/- 1
10-14 2/- 2
15-19 3/- 3
20-24 4/- 4
25-29 5/- 5
30-34 6/— 6
35-39 7/- 7
40-44 8/- 8

DAMAGE CONVERSION

In the standard D&D rules, armor reduces the chance of a char-
acter taking damage in combat—but that's the limit of its protec-
tion. In this variant, armor not only protects in that manner, but
also turns fatal blows into less life-threatening hits. Armored
characters are often more easily battered into unconsciousness
than brought down by lethal damage. It's a system that works
wellin campaigns with a great deal of combat between armored

BEHIND THE CURTAIN: ARMOR AS DR

It's pretty easy to see the effect of this variant system: attacks hit
more often, but do less damage. What does that really mean?
Low-level combat tends to be less dangerous for armored
characters. Although their ACs are lower (and thus their chance
of being damaged is higher), this is more than offset by the re-
duced damage suffered by attacks. A typical goblin warrior, for
instance, can barely hurt a character wearing splint mail, because
the armor’s damage reduction entirely negates the damage dealt
by an average hit. Even though the goblin will hit more often, it
will likely end up dealing less total damage over the course of a
typical battle.

A mid-level fighter in full plate armor must still be cautious
when fighting an ogre, but his armor reduces the ogre’s aver-
age damage by 25% while only increasing its chance to hit by
20%—a net gain for the fighter.

At higher levels, however, the balance shifts back in favor
of monsters that deal large amounts of damage per hit. When
facing a Huge earth elemental, a fighter in full plate will be hit
20% more often (due to the 4-point reduction in his AC), but his

foes, but in which magical healing is not common. It’s also ideal
in a world in which ethical or legal standards dictate that subdu-
ing or capturing opponents is preferable to killing them.

ARMOR DAMAGE CONVERSION

Armor, in addition to adding a bonus to AC, also converts
lethal damage from physical attacks into nonlethal damage.
(Shields provide a shield bonus to AC, as normal, but do not
convert damage.)

Each time an armor-wearing character is struck by an attack that
deals lethal damage, the amount of damage dealt to the character