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Freeport. City of Adventure. Haven of pirates, home of desperate
men and women, scourge of the seas. Freeport is the door to a
whole new world of adventure.
It offers endless possibilities

it not only updates the Freeport setting, but also provides extensive
detail about the city, people, environs, and much more. If you already
have Green Ronin’s Freeport:

The City of Adventure and other

for fantasy gaming, whether
you play the part of a dashing
corsair sailing the high seas
in search of plunder, or a grim
hunter of cults, prowling the
twisting streets of this corrupt

“It doesn’t matter who you are, Freeport welcomes all. From fanatics
to addicts, from streetwalkers to decadent nobles, everyone can find
a home in this den of pirates, this city of excess. Freeport may be a
baven for exiles and wmwanted, but truly, it is far more than that.
It is my city, my city of adventure, and like a good mistress, I can't

d20 Freeport sourcebooks, those
can serve too, but be aware
that some of the characters
and information in this book
reference events that have
occurred after the Succession

imagine my life without ber.”

city in search of blasphemous
groups that worship dark and
insane gods. You might be a
thief, making ends meet by
nicking purses, playing the Syndicate and the Canting Crew against
one another while you struggle to build a new criminal organization
and claim a piece of Freeport’s golden pie. Or you might be a brave
explorer, seeking lost civilizations, scouring the island for some clue,
some scrap of the past to uncover secrets no man was meant to know.
Whatever you decide, the @20 Freeport Companion is an indispensable
guide to running Freeport adventures and playing characters in this
fabulous city-state.

'The 420 Freeport Companion is your mechanics supplement for using
The Pirate’s Guide to Freeport with the d20 system. So to maximize this
sourcebook’s utility, you'll probably want to have a few other books.
For setting information, 7he Pirates Guide to Freeport is ideal since

—Pious Pete, Guide and Famous Personage

Crisis. For game rules, this
Companion is designed to work
with the @20 system, so you'll
need a PH, DMG, and MM.

While the d20 Freeport Companion is intended to give you all the
nuts and bolts you need to explore the mean streets of Freeport,
you shouldn’t feel obligated to use all of the information provided
in this sourcebook. New races in Chapter One may not fit with
your campaign setting. The classes may contradict other classes you
use in your games. Likewise, you may not want to take advantage
of the insanity and madness rules, or the new monsters and so on.
'The rules are designed for you to take what you like and leave the
rest. Above all, have fun! This sourcebook should spark new ideas,
get your engine started, and help you create exciting adventures in
this city and play compelling characters worthy of being denizens of
the City of Adventure.

THE TREEPORT (GOMPEANIONS

The d20 Freeport Companion is just one of several companion volumes designed to work hand-in-hand with Green Ronin’s 75e
Pirate’s Guide to Freeport. Each installment takes the exciting setting and offers a comprehensive volume of rules and mechanics
for creating characters and running adventures set in this city. Keyed to a particular game system, the Freeport Companion volumes
are intended to help realize the City of Adventure for a variety of game systems, so no matter what set of rules you use, Freeport
is the perfect place for your fantasy games.




If Freeport has anything, it’s diversity. Like flies to a pile of dung,
people from all over the known world descend on this city looking
for fortune, adventure, revenge, and countless other things. Freeport
promises much for those with the grit and will to take it. Freeport
is also a city that doesn't give a damn about the past or the future: It

is a city of the now, and good or bad, ugly or beautiful, it welcomes
all to its labyrinthine streets, devouring the weak and embracing the
strong. This is the City of Adventure, and any who seek thrills and
danger may just find what they’re looking for in the depths of this
lively community.

~ (50RE RMACES ~

Freeport is, in many respects, a human city. Humans founded it, the
majority of its leaders have been human, and most influential citizens
are part of this prolific race. While humanity may be ubiquitous,
Freeport is also home to numerous other humanoid races, and
members of all the standard races can be found in varying numbers
throughout. Freeport has its fair share of elves, dwarves, gnomes,
halflings, to say nothing of orcs, hobgoblins, and dozens of other
races, ranging from the different shades
of more common races to the downright
strange and disturbing.

For the most part, these peoples get along,
setting aside old grudges to profit in this
bustling city. This said, there is a tension in
the city, with various neighborhoods looking
at others with envious eyes, lamenting
when a filthy orc family moves next door,
or looking suspiciously at a halfling holding up the wall at a nearby
inn. From time to time, the pressure of so many people, with so many
differing values and customs, flares up. The result is a brief explosion
of violence and rioting until it seems anarchy will reign, only to lapse
back to the normal simmering climate of this diverse city.

Humans

Humanity may be the dominant race in Freeport, but this fact does
not create any sense of solidarity or give them a sense of entitlement
or superiority. Sure, some bigoted humans may sneer at the riffraff in
Bloodsalt, and nobody likes goblinoids, but Freeport humans don't
make distinctions between themselves and most others who call the city
home. The reason for this cosmopolitan outlook is human Freeporters
often hail from many lands, with different languages, outlooks, customs,
beliefs, and everything in between. It is the fusion of cultures that gives
Freeport its character,and if the city is willing to turn a blind eye toward
a person hailing from a violent and sinister city, surely they can accept
dwarves, elves, and others, right? For the most part, yes they can.

if ye ask me.”

Itis important to note that Freeport’s muddy heritage infuses the city,
creating an often-unsettling fusion of architecture, cuisine, and dress.
Matters of religion and philosophy are equally diverse, and Freeport
embraces those of just about every theological stripe. This aspect of
Freeport is comforting to visitors and immigrants, since it usually
guarantees there’s something or someone from home nearby.

DWARIES

Freeport dwarves are a curious lot. Since most dwarves have deep roots
in their homelands, and given their famous dislike for the sea, it takes
something serious for a dwarf to pick up and start a new life in Freeport.

“Fes look around ye and take in all the different
people from all over da world. Ya might call it
a meltin’ pot, but it s more like a chamber pot

—Rheumy Pete, Street Preacher

Dwarves must come to terms with the large orc and goblinoid population
allowed to walk the streets with impunity. Though there are many
reasons why dwarves would never come to Freeport, the amazing thing
is that they do. Many are exiles, fleeing their homes for an accused or
actual crime, while others may just be down-on-their-luck adventurers,
winding up here with no way to get home. Of course, some bold or
mad dwarves might end up in Freeport for the promise of gold, wealth,
or in pursuit of some ancient foe in need
of killing. Regardless of how and why they
come to the city, they’re here and they fit in
just like anyone else.

ELDES

As with dwarves, few elves have reason to
settle in Freeport. Those elves that make
the journey to Freeport may be merchants, adventurers, or diplomats
from some other nation. Some elves are corsairs, sailing the seas and
plundering continental ships like the sea dogs of Freeport. Most elves
that settle in Freeport are attracted to the sense of life, the loose societal
structures, and the freedom Freeport offers to those who come here.
While they may disagree with the ignorance and violence and terrible
odors wafting up from the Docks, some find a way to set aside their
misgivings and embrace the wild and raucous nature of the city.

(GNoMES

Where dwarves and elves are unusual, gnomes are far more common,
and one of their own is even on the Captains’ Council. Freeport
appeals to their adventuring sensibilities. As natural entertainers and
tricksters, they find the action here much to their liking. Gnomes
live in the Docks, Scurvytown, and the Eastern District, but they can
be found causing trouble just about anywhere. One of the ongoing
difficulties with gnomes in the city is the conflict between them and
the small kobold and goblinoid population. There have been more
than a few murders on both sides, keeping the Watch busy.

SUBRECES

The MM and other sourcebooks, including Green Ronin’s
Advanced Race Codex PDF series, offer several racial variants
called subraces. Such races offer additional options to
distinguish a character from the base racial features presented
in the PH. If your GM allows it, you can expect any of these
subraces may live in or around Freeport too.
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GHAPTER ONE: RACES oF TREEPORT

HaLF-ELDES

‘Wherever human and elven societies intersect, there are bound to
be half-elves, and Freeport is no exception. Indeed, half-elves are
easily more common here than their full-blooded elven kin. The
city offers a great deal of tolerance and even a little envy toward
these folks, welcoming them into the city and valuing them for their
talents and skills. Half-elves fill the same roles that humans do,
being pirates, tradesmen, mercenaries, and everything in between.
Their natural adaptability and sharp wits help them carve out a
place for themselves and many have become quite successful in
business—both legitimately and otherwise.

HaLr-0ORrcs @Np ORCS

Orecs have had a presence in Freeport for generations. Previous Sea
Lords, merchants, and others have used them as labor, bringing them
into the city from far-flung places on the mainland to do the heavy
lifting, farming, mining, and scut work no one else wants to do. As
a result, Freeport’s population of orcs and their half-breed spawn
grew, until they were as prevalent in the city as any other humanoids
short of humans. Eventually, their brutish and violent ways pushed
some people too far and the orcs and their kin faced hostility from
unexpected quarters. The people of Scurvytown used violence and
intimidation to push these folks out of the city into the poisonous
atmosphere of Bloodsalt, where they languish still. Not everyone
in Freeport shares this hatred of the orcs, but the damage has been
done and tensions between the orcs and the rest of Freeport have
steadily grown in recent years.

HALFLINGS

Halflings infest Freeport. Theyre everywhere. To them, Freeport is
a magnet. They seem helplessly drawn to the busy streets and alleys
here and over the years, they have fast become one of the largest
minority groups in the city. What puzzles many is that there aren’t
halfling vessels, and there’s never been a mass-migration of halfling
populations. They just seem to show up. This leads some to compare
these diminutive people to rats, and it’s commonly believed on the
Docks that a ship is as likely to have halflings as it is to have other
vermin. Of course, no one’s foolish enough to say such nonsense
around such folk, for everyone in Freeport knows that Finn, a crime
lord of considerable power, doesn’t tolerate abuse of his people.
More than one foul-mouthed bastard has wound up face down in
the harbor after crossing a halfling.

~ MONSTROQUS REACES —

Justas Freeport is a haven for the more common fantasy races, it is also
home to a number of monstrous races. Freeport has more than its fair
share of orcs, and is home to large numbers of goblinoids and kobolds.
Most of these more savage races lurk in the squalor of Bloodsalt, but
you can bet there are orc stevedores shoving cargo alongside humans
and hobgoblin mercenaries working the Warehouse District and
elsewhere. Attitudes vary when dealing with monstrous races, ranging
from indifference to downright hatred—especially in Scurvytown where
bigotry and violence are on the menu every day. Regardless, these folks
see Freeport as much as their home as do elves, halflings, and others,and
they have no intention of leaving.

(OBLINS

To most Freeporters, goblins aren’t much different from roaches and are
accepted as just a byproduct of living in a city. While they are tolerated,

they aren’t welcome anywhere, especially not in the Eastern District
or Merchant District. In fact, the goblins have been driven out from
just about everywhere into their tiny neighborhood in Bloodsalt where
they suffer abuse at the hands of the hobgoblins and the orcs. A few
goblins may try to make an honest living, but the widespread racism
of Scurvytown and the general disdain from the rest of the city means
most fail and are forced to turn to crime to make ends meet.

Rules for playing goblin characters are described in the MM.

ORrcS

For many years, orcs were not much of a problem in Freeport. As a
people, orcs seemed disinterested in sailing, and those that did take
it up lacked the means or the cunning to pilot ships beyond sight
of the Continent’s coastline. However, Milton Drac’s Lighthouse



GRAG GNOMES

In the World of Freeport, the crag gnomes have none of the playful qualities attributed to gnomes of other settings. While they
share the same hatred of goblinoids and kobolds embraced by others of their kin, their animosity led them to a very dark place,
one that would leave them ever changed by their implacable hatred of their racial nemeses. Crag gnomes are dire fellows, grim
and consumed by an unquenchable lust for magic, driven by their need to preserve themselves from the depredations of their
perceived countless enemies.

In ages past, the gnomes and kobolds fought a terrible war, with each side escalating the conflict until the gnomes abandoned
their love of caprice and freedom in favor of winning, regardless of the cost. They turned to the other creatures of their lands, the
gargoyles in particular,and enslaved them to serve as their thrall soldiers. Forged anew by the fanatic Iovan, this cult of personality
united his people under the banner of the Autocracy of Tovan. What love of humor and jest they once held died, burned away by
the appalling losses at the hands of the kobolds and others. Even though they achieved much in their wars against their reptilian
enemies, by the time the kobold host was eradicated, the gnomes were no longer content, and pushed to swallow more territory
until their growth was checked by a devastating war with the dwarves of the continent, which ultimately saw the demise of their
leader and their plans for expansion dashed.

Although broken and defeated by the implacable dwarves, the gnomes were not utterly destroyed. Iovan may be dead, but his heirs
have continued his work in the form of the Arcane Conclave. Under the harsh commands of this brutal dictatorship, the crag
gnomes, as they have come to be called, toil without end to construct terrible war machines in the effort to rebuild the Autocracy
of Iovan and mount a new war against the hated dwarves. Those who disagree vanish—cast out, executed, or locked away in the

bowels of their subterranean cities for the rest of their days.

GRraG GNoME TRAITS (EX)

bonus to the DCs of illusion spells cast by gnomes.

These traits are in addition to the rock gnome traits, except where noted.

. Darkvision: Crag gnomes can see in the dark up to 60 feet. This ability replaces low-light vision.
. Add +1 to the Difficulty Class for all saving throws against earth spells cast by crag gnomes. This ability replaces the +1

. +1 racial bonus on attack rolls against dwarves, kobolds, and goblinoids.
. Automatic Languages: Common, Gnome, and Terran. Bonus Languages: Draconic, Dwarven, Elven, Giant, Goblin, and Orc.
. Favored Class: Sorcerer.

demanded a great deal of labor—cheap labor—and importing orcs
to do the heavy lifting seemed the wisest course. Suddenly, orcs began
to drift into the city, squatting in Scurvytown and creating a filthy
ethnic borough just for themselves. Once entrenched, Freeport’s orcs
had little interest in moving on. They stayed in the city, offering their
muscle at half the price of other workers.

As expected, their cheap rates, racial advantages, and natural wickedness
bred resentment in the city. Riots and racially motivated attacks were
fast becoming the norm in Scurvytown. Things took a turn for the
worse after the Great Green Fire. In the aftermath of the devastation,
the Wizards’ Guild made it a point to hire only savage humanoids
to reclaim the land. Even though the Wizards sought to protect the
more desirable elements from the appalling destruction and poisonous
chemicals, the folks of Scurvytown saw this as an attempt to do the
work on the cheap, bypassing honest human men who needed the coin
as badly as the orcs. Unable (rather unwilling) to confront the wizards
on this, the agitators in Scurvytown played upon the bigotry and a rash
of riots and attacks spread through the district. Savage humanoids were
no longer welcome here and certainly no other district wanted them,
so the orcs, goblins, and others drifted into Bloodsalt.

Certainly, orcs are generally a destructive and evil lot and so
Freeporters were somewhat justified in pushing them out, but where
they erred was in extending their wrath to anyone who even resembled
an orc. This led to terrible acts of violence against half-orcs, goblinoids,
and even ugly humans. Luckily, much of the violence has died down
with the mass exodus, but few orcs are foolish enough to try their luck
by walking through Scurvytown without numbers on their side.

Rules for playing orc characters are described in the M.

HoBGOBLINS

Where orcs are naturally dimwitted and goblins too weak and foolish
for most to think anything of them, Freeport’s hobgoblins are cut from
an entirely different cloth. They may be lumped in with the rest of the
savage humanoids, and they certainly are warlike and violent, but they
are a disciplined lot, and when they fight, they do so with an uncanny
knack for tactics. Had they wanted to, they might have fought back
against the Scurvytown hate groups and won, but Draegar Redblade, their
community’s most outspoken leader, advised them to go peacefully into
Bloodsalt. There was grumbling, but few opposed Draegar’s command,
and soon after, Freeport’s hobgoblin population had fully relocated.

The reasons behind Draegar’s move didn’t take long to reveal
themselves. Bloodsalt was a disaster, lawless and dangerous, and
the Watch had no interest in policing this ghetto, so when Draegar
stepped forward to offer the services of his men to attend to Bloodsalt,
the Captains’ Council didn’t have much of a choice. With one deft
move, Draegar essentially took control over Bloodsalt and expanded
his base of power through an entire section of the city. The hobgoblins
are the law here and as such are widely feared (and hated) by others
forced to live within the district’s bounds.

HOBGOBLIN GHARACTERS

Hobgoblins have a level adjustment of +1, making them just a bit
more powerful than a normal player character race. To achieve a
balance between hobgoblins and other player characters, hobgoblin
PCs advance more slowly. Rules for creating hobgoblin characters
are described in the MM.
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GHAPTER ONE: RACES oF TREEPORT

~ OTHER RﬁCES ~

In addition to the standard Freeport races (and the monstrous ones),
there are individuals here from all corners of the world. From the
occasional aasimar paladin or tiefling assassin, to the lumbering
psionic half-giants, Freeport sees all kinds. If a race exists in your
world, you can bet there’s at least one representative in Freeport.

NBOJ RAGES

The Pirate’s Guide to Freeport mentions a few other races unique to
the World of Freeport. The nature of Freeport’s unusual cosmology
bridges the distances between many realms, enabling peoples from
various planes and strange lands access to the mortal realms. As well,
the continent is home to many more peoples, including the usual
suspects of the fantasy genre, including a few subraces that express
the cultural differences that resulted from its violent history. Even
if youre not using the World of Freeport setting, you can still use
the following race and those described in Chapter Eight to expand

those of your personal campaign setting.

HZ1HdaRr

“Don't be s0 quick to dismiss the tales of the eAzpar. Their fiery
dispositions, ruthlessness in battle, and, hell, their damn appearance
all support their claims of efreet blood.”

—Adelmar Galden, Explorer

The azhar (singular azhari) are a race of native outsiders that ply
the waters around Freeport. Traders, explorers, and pirates, they are
among the finest sailors in the World of Freeport.

They claim descent from the efreet of the fabled City of Brass,
though if true, it is a distant kinship. Despite their fiery heritage, they
are a race of great seamen, famed for their sailing prowess. Azhari
merchants (and no few pirates) are fast becoming a common sight

in the World of Freeport.

To the unfamiliar, an azhari looks like any other human, albeit with
swarthy skin and bronze hair. All azhar have the same gleaming
red eyes reminiscent of the flames of their descent. Although it’s
often hard to tell from a distance, an azhari has an iris—often of
a slightly darker color—and a pupil that is invisible without close
inspection.

HAzudari RacidaL TrRdAITS

. -2 Wisdom. Azhar are impulsive and reckless.

. Medium. As Medium creatures, azhar have no special benefits
or penalties due to size.

. Azhari base land speed is 30 feet.

Azhar gain a +2 racial bonus to all saving throws against spells
and spell-like effects with the fire descriptor.

. Darkvision: Azhar can see in the dark out to 60 feet. Darkvision
is black and white only, but is otherwise like normal sight.
Azhar can function just fine in no light at all.

. Might of the Efreet: The azhar carry the blood of the efreet
in their veins. All azhar have a reserve of power from which
they can draw in times of need. As an immediate action, an
azhari can call upon his gift to gain a +4 inherent bonus to his
Strength score for a number of rounds equal to his Charisma
bonus (minimum 1 round). An azhari must wait 1 hour
between each use of this ability.

. Gifted Sailors: Azhar gain a +2 bonus to Balance, Climb, and

Profession (sailor) checks.

. Vulnerability to cold. Azhar take half again as much (+50%)
damage as normal from spells and effects with the cold
descriptor, regardless of whether a saving throw is allowed, or
if the save is a success or failure.

. Native Outsider: As outsiders, Azhar can’t be targeted by spells
or effects that specifically affect humanoids like charm person or
hold person. However, as native outsiders, they may be raised,
reincarnated, or resurrected as normal creatures.

. Automatic Language: Azharan and Common. Bonus Languages:
Draconic, Dwarven, Elven, Gnome, and Ignan.

. Fawvored Class: Corsair. A multiclass Azhari’s corsair class does
not count when determining whether he takes an experience
point penalty for multiclassing.

LzarI GHARACTERS

Producing skilled sailors and born explorers, the azhari race offers
an interesting mix of abilities and resistances. This makes them
a unique addition to any adventuring group exploring Freeport
and beyond.

LDPVENTURING {ZHdR

Exploration is the cornerstone of azhari society and all set sail as
a right of passage to prove their worth to their people. Those who
return with grand tales and grander treasures gain greater standing
in their communities and so most azhar embrace the adventurer’s
life, if only for a time.

GHARACTER NGMES

Azhar tend to follow naming conventions used by their distant genie-
kin, keeping alive their proud heritage in the names they pass along to
their children. Azhari names also designate social class, with children

Starting Age and Aging Effects: As half-elf

£zrari PrysicdL. GHARACTERISTICS

HElGHT aNp CEIGHT

Gender Base Height Modifier Base Weight Modifier
Male 4 ft. 8 in. +2d10 115 Ib. Height Modifier x (2d4) Ib.
Female 4 ft. 3 in. +2d10 85 1b. Height Modifier x (2d4) Ib.




of famous sailors or heroes gaining the name of a parent or another
relative of equal standing. Such a name carries grave responsibility, for
the child is responsible for not sullying the gift she was given. Those
named for the greatest azhar heroes find themselves faced with the
burden of not only living up to the standards of their people, but also
upholding those of the dead from whom their name was taken.

Male Names: Amjad, Essam, Fath, Hamzah, Kameel, Ra’id, and
Shihab

Female Names: Afya, Basilah, Durriyah, Fadilah, Hasibah, Mishael,
and Nibras

ROLEPLAYING €N fZidRI

Just talking to an azhari reveals why no one denies they are scions
of the efreet. They are a tempestuous people, boisterous, filled with
courage and pride. They are quick to anger, quicker to laugh, and live a
life of passion. They crave excitement and hate the quiet, seeking to fill
the silence with conversation, song, music, or anything else to distract
them from boredom. They are impulsive to the point of being reckless.
They never back down from a fight, withdrawing only if there is no
chance of victory. No mission is too dangerous, no voyage too fraught
with peril for them to refuse the adventure. They are adventurers to
the core, and the fiery souls burning within them drive them to daring
acts of heroism and appalling deeds of villainy.

[ANGUAGE

The azhar speak their own language, a lilting, sing-song tongue they
speak rapidly—so fast non-native, though fluent, speakers have a
hard time keeping up. Most azhar slow down their speech when
dealing with non-azhars, but when angry or trying to conceal their
conversation, they resume their normal cadence (-2 circumstance
penalty to Listen checks). What makes this language so interesting
is that it is clearly an evolution of Ignan, owing its sentence structure
and its foundational vocabulary to this extraplanar tongue. It even
uses the same alphabet.

'The azhari people’s dealings with other races has forced them to also
learn the languages of their trading partners. Just about every azhari
knows at least a smattering of Common, while the more learned
people dabble in many of the humanoid races. In all cases, whenever
an azhari feels intense emotion, he’s bound to slip into Azharan
without even realizing it.

Ignan is a sacred tongue, reserved for special ceremonies and religious
observances. It’s of particular interest, to theologians at least, that
azhari priests conduct their sermons entirely in this language.

LAZ3aR SOCIETY

All azhar hail from the Sultanate of Kizmir, a young country on the
Continent. Just a century ago, the first Sultan led his people onto
the continent, bringing savage war to the beleaguered kobolds. The
gnomes of Tovan, sensing an opportunity, used the attack to finish
their war against their ancestral enemies. Thus were the kobolds
destroyed, scattered, and brought to ruin. The sudden appearance of
this new nation plunged the continent into a new war, the Second
War of the Southern Seas. The conflict seemed about to encompass
more territory when Kizmir moved quickly and ended the war by
sacking the Ivory City of Newtown.

With the tenuous peace bought by the ruination of Newtown,
Kizmir was free to expand its territory and construct a massive fleet
of warships and merchant vessels. They plied the seas and gave the
Ivory Ports their first serious competitor. The azhar settled into their
lands, rebuilt the cities taken from the kobolds, and constructed new
port cities to protect their shipyards. As the fledging nation began
to stabilize, the culture acclimated to its new home, and the azhar
wrestled with competing values imported from their neighboring
nations. The conservative members fiercely held onto the ideals
of their past, worshipping their heroes and reinforcing the class
dominance of the sailors. However, in stark contrast to the classical
beliefs of the azhar, it was a growing trend of those who sought to
make a new home on the land to build permanent structures, to
welcome the social norms of the Ivory Ports and elsewhere, and
essentially transform the entire culture of the azhar.

As one would expect, this has been a point of tension within the
Sultanate and there has been no shortage of clashes between the
entrenched prior generation and the newer rebellious generation.
The former has come to see their conquest as a mistake, believing
they as a people should pick up and set sail for new conquests, while
those living in the Sultanate are quite content and would rather
focus their resources on improving the lives of their people. On
occasion, there are flare-ups, but most of the world is unaware of
this widening division.

HALIGNMENT

Azhar are free spirits, seeking danger and living the life of adventure.
While most are committed to their people’s way of life, they tend
to have little use for rigid laws and societal structure. As a result,
most azhar are chaotic. Morally, they have no predilections, with
representatives of the very worst and the very best among their

kind.
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Freeport attracts all sorts of characters, from noble champions driven
to purge the city of its evil to disturbed psychotics that crave the
freedom to indulge their worst vices. It is the City of Adventure after
all, and there are opportunities for excitement and thrilling escapades
for those with the courage to undertake them. This chapter presents
a number of new character classes particularly suited for adventures

set in Freeport. By no means are these classes the only options;
Freeport is home to all sorts of characters, from dashing rogues to
thoroughly wicked killers. For even more class choices, be sure to
check out Green Ronin’s Advanced Players Manual and the Master
Class sourcebooks.

~ £ISsdassiN ~

“It's a good thing Freeport s nobles are all cowards. Otherwise,
I'd be out of a job.”

—Red Alice, Assassin

'The assassin is a killer for hire, a ruthless and remorseless agent whose
purpose is to rub out the opposition. The assassin’s main strengths
come from the element of surprise, because she has no interest in
a fair fight. Such nonsense gives her prey the chance to react and
poses a risk of the mission failing. The best assassins can set aside
their misgivings and eliminate any target, no matter the age, the
gender, or the status.

An assassin’s life is no easy thing and many missions they undertake
can take them to distant cities, into the bowels of the earth, and just

about any place else “adventurers” might go. Rare is the assassin who
pursues adventure for the standard reasons: gold, fame, or notoriety.
Instead, they see such expeditions as a means to end, a mission to
advance their training so they can get back to the business of killing
for gold. Of course, an adventurer’s life is often the perfect cover for
the assassin: It gives her access to powerful people, a steady stream
of revenue between jobs, and a means to slip out of town if a job
goes sour.

GREATING 4N £SSdSSIN

The assassin is a master of surprise and stealth, of cunning and
underhanded tactics. She does not have the strength of a barbarian or

fighter, the versatility of a bard, or the breadth of skills of a rogue, but

TaBLE 2~1: THE €ssdassiN (HiT DIE: PG)
Base Attack
Level Bonus FortSave  RefSave  Will Save Special Poison Save
1st +0 +2 +2 +0 Ambush, contract +1
2nd +1 +3 +3 +0 Backstab +1d6 +1
3rd +2 +3 +3 +1 Poison use, tools of the trade +1
4th +3 +4 +4 +1 Shadowspawn +2
5th +3 +4 +4 +1 Backstab +2d6, death attack, reputation +2
6th +4 +5 +5 +2 Uncanny dodge +2
7th +5 +5 +5 +2 Ruthless, tools of the trade +3
8th +6/+1 +6 +6 +2 Backstab +3d6 +3
9th +6/+1 +6 +6 +3 Greater poison use, stalker +3
10th +7/+2 +7 +7 +3 Improved ambush, uncanny sniper +4
11th +8/+3 +7 +7 +3 Backstab +4d6, tools of the trade +4
12th +9/+4 +8 +8 +4 Improved uncanny dodge +4
13th +9/+4 +8 +8 +4 Hide in plain sight +5
14th +10/+5 +9 +9 +4 Backstab +5d6 +5
15th +11/+6/+1 +9 +9 +5 Poison Use Mastery, tools of the trade +5
16th +12/+7/+2 +10 +10 +5 Crippling strike +6
17th +12/+7/+2 +10 +10 +5 Backstab +6d6 +6
18th +13/+8/+3 +11 +11 +6 Blindsense 10 ft. +6
19th +14/+9/+4 +11 +11 +6 Shadow strike, tools of the trade +7
20th +15/+10/+5 +12 +12 +6 Backstab +7d6 +7
Class Skills (6 + Int modifier per level, x4 at 1st level): Balance, Bluff, Climb, Concentration, Craft, Disable Device, Disguise, Escape Artist,
Gather Information, Hide, Intimidate, Jump, Knowledge (local), Listen, Move Silently, Open Lock, Search, Sense Motive, Sleight of Hand, Spot,
Swim, Tumble, and Use Rope.




she combines a potent array of combat abilities and skills, augmented
by special talents to give her the edge she needs to survive.

£BILITIES

An assassin does her job by using the element of surprise and as such
she needs abilities to augment her stealthy skills. Dexterity is by far her
most important ability, as it is vital to her combat capabilities as well as
many of her subterfuge skills. Wisdom is also important since it reflects
her ability to perceive her surrounding, spot hidden guards, and hear
the sounds of approaching foes. Intelligence is another key ability as it

aids the assassin in crafting poisons, sabotaging equipment and devices,
and helping her learn more about the target she’s after.

RECES

Any race with the capability to murder, to harness the inherent evil of
the act, can become an assassin. Of the common races, humans and
half-orcs are the most likely. Humans, for all their merits, are capable
of great cruelty and thus produce some of the most infamous assassins
in the world. Half-orcs, with their natural tendencies toward evil, find
it easy to kill for money, a fact especially true for those who endured
unhappy upbringings, enduring the scorn of humanity or the cruelty
of orcs.

Other races are less likely to produce assassins, though when they
do, they are exceptional. The natural stealth and cunning of elves
make them ideal killers, but rare is the elf—excepting, of course,
the drow—who can stomach the business of cold-blooded murder.
Half-elves find it easier to follow this path, but even then, half-elf

assassins are rare.

Dwarf, gnome, and halfling assassins have a number of advantages over
their rivals. A dwarf’s natural resilience to poison reduces the risk of
accidentally poisoning himself, and his natural hardiness and combat
capabilities make him especially effective in a fight. What gnomes lack
in speed and strength, they make up for in magical talent and hardiness.
They share the dwarf’s inherent toughness, and also can spin illusions
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with incredible skill, masking their approach until they are ready to
strike. Finally, halflings’ natural athleticism and awareness give them
a slew of advantages when taking down their opponents. In all cases
though, none of these races are noted for the mercilessness required
by this grim profession.

LLIGNMENT

The assassin’s objective, even when justified, is firmly rooted in evil.
Murder, no matter what the reason, can never be construed otherwise,
and so assassins are never good and nearly all are evil. In exceptionally
rare cases, an assassin might be neutral, but such characters tend to
employ different tactics and may confront their prey head on rather
than skulking about and slipping a knife between the ribs. Chaotic
assassins are paranoid loners, unable to keep their homicidal urges in
check and often ruin their own cover by acting on impulse. Lawful
assassins follow a strict code of who may be killed and when. They
despise slaughter for its own sake, and kill only outside a contract when
they or their immediate masters are threatened.

Starting Gold: 5d4 x 10 gp (125 gp)
Starting Age: As rogue

GLASS TEATURES

All of the following are class features of the assassin.

CWEAPON AND £IRMOR PROFICIENCY

You are proficient with all simple weapons, plus the hand crossbow,
rapier, shortbow, and short sword. You are proficient with light armor,
but not with shields.

ArsusH (Ex)

You are particular skilled at striking targets unawares. Whenever you
attack a flat-footed opponent, you may add your Intelligence bonus (if
any) to your attack and damage rolls. Constructs, elementals, oozes,
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plants, undead, and creatures immune to critical hits are immune to
this extra damage.

GONTRACT (EX)

As an assassin, you earn income by accepting commissions to kill a
particular creature or creatures. Whenever you successfully complete
a mission for which you were contracted, you earn an amount of
money equal to your opponent’s Challenge Rating minus your class
level x 100 gp (minimum 100 gp or the max gold of the community).
However, you must enter into a contract to gain this gold; simply
butchering commoners will not earn you extra income. To get a
contract, you must name a price and then make a special Gather
Information check adding your reputation (see following) to the roll.
This check requires 2d10 days plus the community’s size modifier.
The DC depends on the size and alignment of the community, as
shown on the following table.

Community Max Gold
Size DC per Job Modifier
Thorp 50 10 gp +1
Hamlet 45 25 gp +0
Village 40 50 gp -1
Small town 35 200 gp -2
Large town 30 700 gp =3
Small city 25 3,500 gp —4
Large city 20 10,000 gp =5
Metropolis 15 25,000 gp -6
Alignment DC Modifier

Lawful good +15

Neutral good +10

Chaotic good +5

Lawful neutral +10

Neutral +5

Chaotic neutral +0

Lawtul evil +5

Neutral evil +0

Chaotic evil -5

Freeport is considered a neutral small city, while Libertyville counts
as a chaotic neutral village.

Even on a successful check, a target worth the price you set may not
be available. The GM is the final arbiter of the possible marks, and it
may take several days before you can track down the target. Once you
get a contract and eliminate the mark, you must wait 1d20 days minus
the community’s size modifier before you may seek out another.

PoisoN SavE (Ex)

Your extensive work with poisons and toxins has lent you some natural
resilience to their effects. At 1st level, you gain a +1 competence bonus
on Fortitude saves against poison. This bonus increases by one at 4th
level and every three levels thereafter as indicated on Table 2-1.

BdacksTaB

You can strike a vital spot when you catch an opponent when he is
unable to defend himself effectively. Your attacks deal extra damage
whenever your opponent is denied his Dexterity bonus to AC (but
not when you flank your opponent). This extra damage is 1d6 at 2nd
level, and it increases by +1d6 every three levels thereafter. Should you
score a critical hit with backstab, this extra damage is not multiplied.
Ranged attacks can count as backstabs only if the target is within
30 feet.

With a sap (blackjack) or an unarmed strike, you can use backstab
to deal nonlethal damage instead of lethal damage.

Constructs, elementals, oozes, plants, undead, and creatures immune to
critical hits are immune to this extra damage. You must be able to see the
target well enough to pick out a vital spot and must be able to reach such
a spot. You cannot use backstab against a creature with concealment or
when striking the limbs of a creature whose vitals are beyond reach.

Extra damage from backstab stacks with similar types of extra damage
including sneak attack damage.

PotsoN USE (Ex)

At 3rd level, you complete your training in a variety of poisons and
you are never at risk of accidentally poisoning yourself when applying
poison to a weapon.

TooLs oF THE TRAPE (EX)

On attaining 3rd level, and at every four levels thereafter, you gain a
special ability of your choice from among the following options. You
may only gain each one once.

. Bonus Languages: You gain fluency in a number of languages
equal to your Intelligence bonus (minimum 1 language). These
languages are in addition to the extra languages you gain for
having a high Intelligence score.

. Deep Cover: If you spend at least one day preparing a disguise,
you gain a +10 competence bonus on Disguise checks.

. Empower Poison: When crafting a poison, you may increase
the poison’s Craft DC by 10 to increase all variable numeric
effects by one-half so that the poison deals half again as much
initial and secondary damage as it normally would. This tool of
the trade does not affect non-variable effects such as blindness,
death, and paralysis.

. Extend Poison: When crafting a poison, you may increase the
poison’s Craft DC by 5 to delay the onset of the poison’s initial
effects by up to one hour after the target’s initial exposure. You
decide the delay at the time of the poison’s crafting. This tool
of the trade has no effect on the poison’s secondary damage,
which occurs one minute later as usual.

. Maximize Poison: When crafting a poison, you may increase the
poison’s Craft DC by 20 to modify all of the poison’s variable
numeric effects so that the poison deals the maximum possible
value. This tool of the trade does not affect non-variable effects
such as blindness, death, and paralysis.

. Poison Focus: Choose one type of poison from any of the
following—contact, ingested, inhaled, or injury. When using
a poison of this type, you increase the save DC to resist its
initial effects by +1.

. Preternatural Instincts: You may add your Intelligence bonus
(if any) as a competence bonus on all initiative checks.

. Quick Change: You may now make a Disguise check in 1d3 x
10 rounds by taking a =5 penalty to the check or in 1 round
by taking a —20 penalty to the check.

. Quicken Poison: When crafting a poison, you may increase the
poison’s Craft DC by 25 to force a target exposed to the poison
to suffer both the initial and secondary effects at the same time.
The target is still entitled to a separate saving throw to resist
both effects.

. Skill Savant: Select one of the assassin class skills. You gain a
+5 competence bonus on all checks made using that skill.



£1SSdasSINS AND £1SSdaSSINS

The assassin class presented in this chapter is intended to replace the assassin prestige class in the DMG, since both classes fill
the same niche, achieve the same ends, and pursue the same goals. The differences, however, between the assassin prestige class
and the base class in this sourcebook are enough that you could retain the prestige class in your games. If you intend to do so, it’s
recommended that you fit the assassin prestige class into da larger organization, an elite group of killers trained in sorcery to aid
them in their missions.

ApIUPICATING £SSaSSINATIONS

Handling assassinations on the fly can be tricky, requiring you to whip up stat blocks, locations, and all the other minor details with
little or no preparation. This may be more than you, as the GM, are willing or able to handle in the middle of a game session. If a
player wishes to pick up a “job,” feel free to put off resolving the scenario until the next session when you're ready to deal with the
encounter. As well, you should be aware that the contract ability can give the player more spotlight than you may be comfortable
with giving. If this becomes a problem, you can handle such assassination attempts “off-screen” for minor characters with a simple

Check Result QOutcome

class level check against a DC 10 + the target’s CR, consulting the following chart to see what happens.

Success by 10 or more
Success by 5 or more

Success Target eliminated. Sloppy work.

Failure by 5 or more
Failure by 10 or more

Natural 1 Assassin slain.

Target eliminated. Assassin gains +1 reputation for 1d6 months.

Target eliminated. Assassin gains +1 reputation for 1d4 months.

Failure Mission failed. Assassin can attempt again, but at a —2 penalty.

Mission botched. Assassin injured, reduced to 50% hit points. Assassin’s reputation suffers a -2 penalty for 1d4
months. May not try again against same target until reputation improves.

Mission utter failure. Assassin captured and imprisoned. Reputation suffers —4 penalty for 1d6 months. May not
try again against same target until reputation improves.

. Talented Poisoner: When manufacturing drugs or poison, for
every +5 you add to the Craft (poison) check DC, you may
increase the save DC to resist the poison by 2.

. Weapon Focus: You gain Weapon Focus as a bonus feat.

SiapotospatoN (Ex)

You are adept at striking from the shadows, emerging unseen to
deliver a deadly blow and then melting back into the darkness. Starting
at 4th level, you increase the benefits of concealment derived from low
or no illumination by 10%, so that your opponents’miss chance when
attacking you while in an area of shadowy illumination is 30% and when
in areas of no illumination, the miss chance is 60%.

DEATH L TTACK (EX)

When you reach 5th level, you have learned how and where to strike an
opponent to kill or paralyze her with a single attack. To use this ability,
you must study your victim for 3 rounds and then make a backstab
with a melee weapon. If the attack deals damage, the backstab has the
additional effect of possibly either paralyzing or killing the target (your
choice). While studying the victim, you can undertake other actions so
long as your attention stays focused on the target and the target does
not detect you or recognize you as an enemy. If the victim of such
an attack fails a Fortitude save (DC 10 + 1/2 your class level + your
Int modifier) against the kill effect, she dies. If the saving throw fails
against the paralysis effect, the victim is rendered helpless and unable
to act for 1d6 rounds plus 1 round per two class levels. If the victim's
saving throw succeeds, the attack is just a normal backstab. Once you
have completed the 3 rounds of study, you must make the death attack
within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save)
or if you do not launch the attack within 3 rounds of completing the
study, 3 new rounds of study are required before you can attempt
another death attack.

REePUTATION (EX)

Your reputation as a ruthless killer lends you a great deal of street
credibility and helps you land the lucrative jobs. At 5th level, you gain
a +1 bonus on Gather Information checks to find “work.” In addition,
you may add this bonus as a competence bonus on all Intimidate
checks. Every five levels thereafter, this bonus increases by +2 (+3 at
10th, +5 at 15th, and +7 at 20th level).

UNGANNY DopGE (Ex)

Starting at 6th level, you can react to danger before your senses
would normally allow you to do so. You retain your Dexterity bonus
to AC (if any) even if you are caught flat-footed or struck by an
invisible attacker. However, you still lose your Dexterity bonus to

AC if immobilized.

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

RUTHLESS (EX)

At 7thlevel, you no longer provoke attacks of opportunity when making
coup de grace attacks. You are quick and business-like when snuffing
the life from a foe. In addition, as a 1 round action, you can kill your
opponent brutally. This functions exactly like a normal coup de grace
attack, but you provoke attacks of opportunity as normal and the DC
to resist this attack increases by 5.

QRBaTER PoisoN USE (Ex)
By 9th level, you have learned to apply poison more quickly to your

weapons. You may apply contact or injury poisons to a weapon as a
move action. Alternatively, you may apply these poisons as a swift
action, but the save DC to resist these toxins decreases by 5.
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STALKER (EX)

Also at 9th level, when hiding and moving more than half but less
than full speed, you take no penalty to your Hide checks. When
running (but not when attacking or charging), the penalty to your
Hide checks drops to —10.

IMPROVED LAMBUSH (EX)

Starting at 10th level, you may add your Intelligence bonus (if any)
to your attack and damage rolls whenever you flank an opponent as
well as when you are attacking a flat-footed opponent. In addition,
when making a death attack, you may sacrifice 1d6 points of backstab
damage to increase the save DC to resist the attack by 2.

UNCANNY SNIPER (EX)

Whenever you have successfully hidden from an opponent that’s
at least 10 feet away, you can make one ranged attack and then
immediately make a Hide check to conceal your position. You take
a—10 penalty to this check instead of the normal —20.

[rMPROVEP UNCANNY DOPGE (EX)

At 12th level, you can no longer be flanked. This defense denies a
rogue the ability to use sneak attack (or similar extra damage effects)
against you when he flanks you, unless he has at least four more rogue
levels than you have assassin levels.

If you already have uncanny dodge (see above) from a second class,
you automatically gain improved uncanny dodge instead, and the
levels from the classes that grant uncanny dodge stack to determine
the minimum rogue level required to flank you.

HipE IN PLaiN SiGHT (EX)

Beginning at 13th level, you can use the Hide skill even while
being observed. As long as you are within 10 feet of some sort of

shadow, you may hide yourself from view in the open without having
anything to actually hide behind. You cannot, however, hide in your
own shadow.

PoisoN USE MasTERY (Ex)

At 15th level, you may apply poison to a weapon as a swift action
without reducing the poison’s save DC. In addition, if you spend a
standard action to apply poison to a weapon, the weapon retains its
virulence for two successful hits or two touches.

GRIPPLING STRIKE (EX)

Starting at 16th level, you can backstab opponents with such precision
that your blows weaken and hamper them. An opponent damaged by
one of your backstabs also takes 2 points of Strength damage. Ability
points lost to damage return on their own at the rate of 1 point per
day for each damaged ability.

BLINDSENSE (Ex)

Upon attaining 18th level, your senses have become so acute that you
can now notice things you cannot see. You usually do not need to make
Spot or Listen checks to pinpoint the location of a creature within
range of your blindsense ability, provided you have line of effect to
that creature. Any opponent you cannot see still has total concealment
against you, and you still have the normal miss chance when attacking
foes that have concealment. Visibility still affects your movement. You
are still denied your Dexterity bonus to Armor Class against attacks
from creatures you cannot see.

SHapotw STRIKE (EX)

Finally, at 19th level, whenever you successfully kill, disable, or reduce
an opponent’s hit points below 0, you may make a Hide check as
a swift action and move up to 10 feet in any direction. To use this
ability, you must be within 10 feet of a shadow. As with hide in plain
sight, you cannot hide in your own shadow.

~ (G0RSdIR ~

“T be treasure’s nice and all, but it s the thrill that keeps me coming
back to kick in the teeth of my enemies.”

—Bloody Lucille, Corsair

Pirate, buccaneer, adventurer—the corsair is all these things and more.
'The consummate adventurer, the corsair laughs in the face of danger,
throws caution to the wind, and somehow escapes harm even in the
most desperate of situations. Whether riding the waves on the deck
of a swift schooner or swinging from a chandelier in a great hall, the
corsair lives for the thrill of danger.

The corsair is, at heart,a combatant. Unlike other martial characters, she
eschews heavier armors in favor of speed and mobility. To compensate
for her lighter armor, she uses every trick she can to overcome her
opponents. At first, she comes to rely on unfair fighting techniques to
slip past defenses and land crippling wounds. As she grows in power,
she becomes more comfortable in unstable environments, fighting with
finesse anywhere, from the rigging of a ship to the rolling deck of a

galleon in a storm-tossed sea.

CGREATING 4a (GeRSdIR

'The corsair is a fast, agile combatant, capable of delivering devastating
damage under the right circumstances. Maneuverability is the corsair’s

strength, slipping past the enemies’ front lines to wreak havoc from
behind, similar to how a rogue functions in combat. In addition, most
corsairs are charismatic, having strong personalities that aid them in
positions of leadership.

LBILITIES

A high Dexterity is the corsair’s most important ability, as she is
restricted to light armor, and many of her class skills rely on this ability.
Charisma is also important, for both skills and her reckless abandon
class feature. As a combatant, though, no corsair should overlook her
Strength and Constitution to see her through to the end of a fight.

RACES

Half-elves and humans are the most common corsairs as they find it
easy to sever their ties to family and homeland. Halflings also make
for great corsairs, being naturally athletic and prone to a nomadic
existence. Likewise, elves have a natural gift of agility allowing them
to navigate the ships and develop skills at swordplay that put their
human and half-elven counterparts to shame. Dwarves and half-orcs
generally lack the personality or wit to make good corsairs. Among
the planetouched, both aasimars and tieflings do well in this class.
Aasimars excel because they are naturally charismatic, while tieflings
have the advantage of quick minds and incredible reflexes.



TaBLE 2~2: THE Gors4dirR (HIT piﬁ; D8)
Level  Base Attack Bonus  Fort Save Ref Save Will Save Special
1st +1 +2 +2 +0 Bonus feat, dirty fighting +1d4
2nd +2 +3 +3 +0 Corsair’s luck 1/day
3rd +3 +3 +3 +1 Sea Legs
4th +4 +4 +4 +1 Canny defense
5th +5 +4 +4 +1 Bonus feat, dirty fighting +2d4
6th +6/+1 +5 +5 +2 Rope Monkey, uncanny dodge
7th +7/+2 +5 +5 +2 Corsair’s luck 2/day
8th +8/+3 +6 +6 +2 Improvised weapon fighting
9th +9/+4 +6 +6 +3 Fast on your feet
10th +10/+5 +7 +7 +3 Bonus feat, dirty fighting +3d4
11th +11/+6/+1 +7 +7 +3 Improved uncanny dodge
12th +12/+7/+2 +8 +8 +4 Corsair’s luck 3/day
13th +13/+8/+3 +8 +8 +4 —
14th +14/+9/+4 +9 +9 +4 Defensive roll
15th +15/+10/+5 +9 +9 +5 Bonus feat, dirty fighting +4d4
16th +16/+11/+6/+1 +10 +10 +5 Greater improvised weapon fighting
17th +17/+12/+7/+2 +10 +10 +5 Corsair’s luck 4/day
18th +18/+13/+8/+3 +11 +11 +6 Uncanny tumbler
19th +19/+14/+9/+4 +11 +11 +6 Uncanny balance
20th +20/+15/+10/+5 +12 +12 +6 Bonus feat, dirty fighting +4d4
Class Skills (4 + Int modifier per level, x4 at 1st level): Appraise, Balance, Bluff, Climb, Escape Artist, Gather Information, Intimidate, Jump,
Knowledge (geography), Profession (sailor), Sense Motive, Spot, Swim, Tumble, and Use Rope

ALIGNMENT

Though corsairs may be of any alignment, chaotic corsairs are by far
the most common. It takes a free spirit to leave everything behind
and embrace a life of adventure. In ethical terms, corsairs are drawn
neither toward good or evil, as this class attracts the best and worst

of people.

Starting Gold: 4d4 x 10 gp (100 gp)
Starting Age: As rogue

GLASS TEATURES

All of the following are class features of the corsair class.

TWEAPON AND £IRMOR PROFIGIENCY

You are proficient with all simple and martial weapons, light armor,

and the buckler.

BoNus Teat

At 1st level, you select a bonus feat from the following list. You must
meet all the prerequisites for that feat. At 5th level, and every five
levels thereafter, you select another bonus feat from the list for that
level or any earlier levels at which you gain a bonus feat.

1st-Level Bonus Feat: Acrobatic, Athletic, or Agile.

Sth-Level Bonus Feat: Combat Expertise, Improved Unarmed Strike,
or Weapon Finesse.

10th-Level Bonus Feat: Improved Feint, Spring Attack, or Two-
Weapon Fighting.

15¢th-Level Bonus Feat: Greater Two-Weapon Fighting, Improved
Disarm, or Whirlwind Attack.

20th-Level Bonus Feat: Any fighter bonus feat.

PIRTY FiGHTING

If you can catch an opponent when he is unable to defend himself
effectively from your attack, you can strike a vital spot for extra
damage. Your attack deals extra damage any time your target would
be denied a Dexterity bonus to AC (whether the target actually has
a Dexterity bonus or not) or when you flank your target. This extra
damage is 1d4 at 1st level, and it increases by +1d4 at 5th level and
again every five levels thereafter. Should you score a critical hit with
dirty fighting, this extra damage is not multiplied. Ranged attacks can
count as dirty fighting only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, you can use dirty fighting
to deal nonlethal damage instead of lethal damage. Unlike the rogue’s
sneak attack, you can use any weapon to deal nonlethal damage with

dirty fighting by taking a —4 penalty to the attack roll.

You can use dirty fighting against only living creatures with discernible
anatomies—undead, constructs, oozes, plants, and incorporeal
creatures lack vital areas to attack. Any creature that is immune to
critical hits is not vulnerable to dirty fighting. You must be able to
see the target well enough to pick out a vital spot and must be able
to reach such a spot. You cannot use dirty fighting while striking a
creature with concealment or striking the limbs of a creature whose
vitals are beyond reach.

Extra damage from dirty fighting stacks with similar types of extra
damage including sneak attack damage.

GoRrsdIR’S LUcK (EX)

You have an uncanny ability to escape danger unscathed. Starting
at 2nd level, you can use corsair’s luck to add one-half your class
level (maximum +10) as an insight bonus to any attack roll, ability
or skill check, or saving throw. You need not declare the use of this
ability prior to the roll, however, you must declare use before the GM
announces the success or failure of the roll.
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Ska LEGS (EX)

At 3rd level, you gain Sea Legs as a bonus feat. You need not meet
the prerequisites to gain this feat.

GaNNY DEFENSE (EX)

Starting at 4th level, you can add your Charisma bonus (if any) as
a dodge bonus to your Armor Class. You retain this bonus even if
caught flat-footed. You lose this bonus, however, if you wear medium
or heavy armor or carry a heavy load.

ROPE MONKEY (EX)

At 6th level, you gain Rope Monkey as a bonus feat. You need not
meet the prerequisites to gain this feat.

UNGANNY PopGE (EX)

Also at 6th level, you can react to danger before your senses would
normally allow you to do so. You retain your Dexterity bonus to AC
(if any) even if caught flat-footed or struck by an invisible attacker.
However, you still lose your Dexterity bonus to AC if immobilized.

If you already have uncanny dodge from a different class, you
automatically gain improved uncanny dodge instead.

IrntPROVISED TWEAPON TIGHTING (EX)

You can use just about anything as a weapon. Beginning at 8th level, you
take only a —2 penalty on attack rolls when fighting with an improvised
weapon or a weapon with which you are not proficient. In addition,
when fighting with a weapon inappropriately sized for you, you take
only a—1 cumulative penalty per size difference.

FasT oN YoUR FEET (EX)

At 9th level, you can maneuver more easily. In place of taking a 5-foot
step, you can immediately exchange positions with an adjacent ally.

Upon attaining 11th level, you can no longer be flanked, denying
opponents from dealing sneak attack damage (or similar extra
damage effects) to you when flanking, unless the attacker has at
least four more levels than you do. If you already have improved
uncanny dodge from a second class, the levels from the classes
that grant uncanny dodge stack to determine the minimum level
required to flank you.

DEFENSIVE ROLL EX)

Starting at 14th level, you can roll with a potentially lethal blow to take
less damage from it than you otherwise would. Once per day, when
you would be reduced to 0 or fewer hit points by damage in combat
(from a weapon or other blow, not a spell or special ability), you can
attempt to roll with the damage. To use this ability, you must attempt
a Reflex saving throw (DC = damage dealt). If the save succeeds, you
take only half damage from the blow; if it fails, you take full damage.
You must be aware of the attack and able to react to it in order to
execute your defensive roll—if denied your Dexterity bonus to AC,
you can't use this ability.

GREATER [MPRODISED
tWeaproN TIGHTING (EX)

You can use just about anything as a weapon. At 16th level, you never
take a penalty to attack rolls made with an improvised weapon, nor
do take a penalty when fighting with a weapon one size larger than
you. You do, however, take a —1 penalty to attack rolls when using
weapons more than one size larger or smaller, such as a Medium
corsair fighting with a Tiny greatsword or Huge dagger. Finally, when
fighting with a weapon with which you are not proficient, you take
only a —1 penalty to attack rolls.



UNCANNY TUMBLER (EX)

At 18th level, you gain a +5 bonus on Tumble checks. When making
a Tumble check, your movement is not penalized, so each square of
movement you Tumble through costs only 1 square of movement
for you. In addition, as an immediate action, you can substitute a
Tumble check for a Reflex save and if you succeed, you may move
up to one-half your speed. You must wait 5 rounds between each
substitution use of this ability.

~ ]MJONSTER

“After they sacked my pegple’s bold, slaughtered our women, enslaved
our children, and desecrated our temples, 1 had no chosce. My life
would be spent bunting and killing goblns. Sure, along the way, Ive
learned to diversify a bit, but killing goblins is my specialty.

—Udren Swifthammer, Monster Hunter

It’s a dangerous world, one filled with countless terrors, and horrid
monsters lurking on the fringes of civilization with no goal beyond
slaughter and rapine. Countless raids and endless warfare breed hatred
and resentment in the victims, and on occasion one rises, committing
his life to the ruination of his people’s enemies. The monster hunter is
this individual—a gritty warrior who uses cunning and a focused set
of abilities to defeat these opponents and rid the world of the danger
they present. Whether destroying demons, removing infestations of
monstrous spiders, or hunting down ogres, there’s a monster hunter
for every horror.

A monster hunter develops a set of abilities tied to a particular
inclination and character concept. You can focus your development
to defeat one type of monster or develop a broad set of talents to
take on several different types of monsters. Skilled with a variety of
weapons, you are as capable in combat as other martial characters.
While there are advantages to a focused approach, there are great
benefits to developing skills to combat several different types of
monsters. Being diversely trained lets you know what to look for
and so you are less likely to be surprised when a creature attacks.
However, such diversity prohibits you from developing the best
abilities provided by this class.

GREATING 4
IMONSTER HUNTER

You are a specialized warrior, one that develops a set of unique
abilities to better combat the enemies you fight. As a monster hunter,
you have access to a broad range of specialties, letting you pick your
class features to respond to the nature of your adventures and the
character of your foes. Should you train your focus on one type of
creature, you develop powerful abilities quickly, but at the expense
of other class features. Or, you could diversify, delaying access to the
most powerful abilities, but learning to apply their knowledge to
survive a variety of situations.

Intelligence is the key ability for many of the monster hunter’s
class features. As a combat character, monster hunters should never
neglect Strength and Dexterity to improve their capabilities with

weaponry, and Constitution to allow them to stay standing in long
and deadly combats.

UNCANNY BaLance (Ex)

At 19th level, you may always take 10 on a Balance check even if rushed
or threatened. When making Balance checks, roll twice and take the
better result. You never lose your Dexterity bonus to AC while being
attacked when balancing, and you take no penalty for accelerated
movement while balancing. Finally, when opposing a trip or bull
rush attack, you may substitute a Balance check for your Strength or
Dexterity check to oppose a bull rush or trip attack made against you.
You must wait 5 rounds between each substitution use of this ability.

HUNTER -

RACES

Monsters prey on all creatures, even evil ones. Thus monster hunters
can be of any race from elf to troglodyte. Elves tend to crusade
against drow and orcs, while dwarves and gnomes oppose giants and
goblinoids. Humans, being the most ambitious, may take on fiends
or dragons. Among the savage races, the drow are the most likely to
become monster hunters, though not to kill, but rather to enslave.

ALIGNMENT

Good monster hunters develop abilities to destroy noteworthy evil
creatures like demons, many dragons, undead, and dangerous magical
beasts. Evil monster hunters focus on good outsiders, humanoids, fey,
and good dragons. Also, laws often interfere with a monster hunter’s
tactics, forcing him to circumvent them. Monster hunters are famous
for discarding custom and laws, breaking into sealed vaults, churches, or
castles to get at their prey. As a result, few monster hunters are lawful.

Starting Gold: 5d4 x 10 (125 gp)
Starting Age: As ranger

GLASS TEATURES

All of the following are class features of the monster hunter class.
UBEAPON ANP ARMOR PROFICIENGY

You are proficient with all simple and martial weapons, light and
medium armors, and shields (but not tower shields).

MONSTER [ ORE

Having studied a number of subjects and creatures, you have become
well-versed in the special attacks, defenses, and vulnerabilities of the
foes you hunt. You may make a special monster lore check with a bonus
equal to your monster hunter level + your Intelligence modifier to see
whether you know any relevant information about a particular monster.
The DC of the check s 10 + the monster’s base HD (not including any
class levels). So, to learn one fact about a kobold warrior, you need only
to beat a DC 10, while you need to succeed on a DC 30 roll to learn
an important fact about a balor. A successful check indicates you know
some useful bit of knowledge about the monster. For every 5 points by
which you beat the DC, you recall another fact. Like the Knowledge
skill, you may not take 10 or take 20 on this check.

Ifyou have 5 or more ranks in a Knowledge skill that specifically deals
with a particular type of monster, you gain a +2 bonus to monster lore
checks relating to those creatures. For example, if you have 5 ranks
in Knowledge (the planes), you would gain a +2 bonus to monster
lore checks regarding elementals and outsiders. For information on
the Knowledge skill and the monsters related to particular categories,
see the Knowledge and Monsters sidebar.
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TaBLE 2~3: THE MONSTER HUNTER (HiT DIE: PIO)
Level Base Attack Bonus Fort Save Ref Save Will Save Special
1st +1 +2 +0 +2 Monster lore, Track
2nd +2 +3 +0 +3 Monster specialist
3rd +3 +3 +1 +3 Monster sense
4th +4 +4 +1 +4 Monster specialist
5th +5 +4 +1 +4 Danger sense
6th +6/+1 +5 +2 +5 Monster specialist
7th +7/+2 +5 +2 +5 —
8th +8/+3 +6 +2 +6 Monster specialist
9th +9/+4 +6 +3 +6 —
10th +10/+5 +7 +3 +7 Monster specialist
11th +11/+6/+1 +7 +3 +7 —
12th +12/+7/+2 +8 +4 +8 Monster specialist
13th +13/+8/+3 +8 +4 +8 —
14th +14/+9/+4 +9 +4 +9 Monster specialist
15th +15/+10/+5 +9 +5 +9 —
16th +16/+11/+6/+1 +10 +5 +10 Monster specialist
17th +17/+12/+7/+2 +10 +5 +10 —
18th +18/+13/+8/+3 +11 +6 +11 Monster specialist
19th +19/+14/+9/+4 +11 +6 +11 —
20th +20/+15/+10/+5 +12 +6 +12 Monster specialist
Class Skills (4 + Int modifier perlevel, x4 at 1stlevel): Climb, Disable Device, Gather Information, Handle Animal, Hide, Intimidate, Knowledge
(all skills, taken individually), Listen, Move Silently, Ride, Search, Sense Motive, Speak Language, Spot, Survival, Swim, and Use Rope.

TRACK

At 1st level, you gain Track as a bonus feat.
MONSTER SPECIALIST

Your training gives you a variety of techniques with which you can
overcome just about any kind of monster. However, you develop
specific talents that lend themselves to defeating monsters of a
particular type. As you advance, you can further specialize, increasing
your skills against a monster type, or diversify, developing tools to
help defeat several different types of foes.

Starting at 2nd level, select a specialization from any of the following:
aberration hunter, animal hunter, construct hunter, dragon hunter,
elemental hunter, fey hunter, humanoid hunter, magical beast hunter,
monstrous humanoid hunter, ooze hunter, outsider hunter, plant
hunter, undead hunter, or vermin hunter. You gain the apprentice
ability of the specialization. Every other level thereafter, you may
select a new specialization or improve an existing one, gaining
the journeyman ability or master ability. You retain all benefits of
lower levels of specialization. Gaining mastery in a specialty confers
additional benefits to all abilities as presented in each description.

[CNOtWLEDGE €ND MONSTERS

Knowledge Monsters

Arcana Constructs, dragons, magical beasts

Dungeoneering Aberrations, oozes
Local Humanoids
Nature Animals, fey, giants, monstrous
humanoids, plants, vermin

Religion Undead

The Planes Elementals, outsiders

MABERRATION TTUNTER

“oAberrations, well... They just shouldn't exist. o/nd i's my job to
make that s0.”

Sense Aberrations (Apprentice) (Su): At will, as a standard action,
you can automatically sense the presence or absence of aberrations
within a 30-foot radius. After a second round of concentration—
another standard action—you can detect the number of aberrations
and the strength of the strongest aberration present. If you concentrate
for a third round, you can detect the strength and location of each
aberration. If an aberration is outside your line of sight, you discern
its direction, but not its exact location.

HD Strength
1 or less Faint

2-4 Moderate

5-10 Strong

11 or higher Overwhelming

Mastery: Once you achieve mastery in this specialty, the range of this
ability extends out to 60-feet.

Smite Aberration (Journeyman) (Su): Once per day, you may
make a special smite attack with a normal attack that applies only to
aberrations. Add your Intelligence bonus to the attack roll, and on a
successful hit, you deal extra damage equal to your class level.

Mastery: You may make a number of smite attacks per day equal to
your Intelligence bonus (minimum 1).

Thwart Aberration (Master) (Ex): Whenever targeted by an
aberration’s spell, spell-like, or supernatural ability, you may add your
Intelligence bonus (if any) to your saving throw. Furthermore, if the
save has a reduced effect for a successful save, such as Will partial or
Reflex half, and you succeed on the saving throw, you instead take
no damage and are unaffected by the ability.



£nimar, HUNTER

“So there I was, creeping through the tall grasses... (losing on my
prey, Kojimbo, a terrible lion of fierce mien. It proved the better
of every other hunter who tried to take it down, but then it had
never met me before...”

Detect Animals (Apprentice) (Sp): At will, as a standard action,
you can cast detect animals or plants (animals only) as a caster equal
to your class level.

Mastery: You may use this ability as a swift action.

Wilderness Lore (Journeyman) (Ex): When making Survival
checks to get along in the wild, you can move up to three-quarters
of your overland speed while hunting and foraging. In addition, you
can provide food and water for two people for every 2 points by
which the check exceeded 10. Finally, you may add your Intelligence
bonus to all Listen, Search, Spot, and Survival checks when tracking
an animal.

Mastery: Animals are considered one size smaller when grappling
with you.

Beastmaster (Master) (Sp): You gain the ability to cast a small
number of spells as spell-like abilities. You may cast calm animals,
hide from animals, and hold animal, each once per day. Your caster
level equals your class level. The save DCs for these spells are
Intelligence-based.

GONSTRUCT HUNTER

“T'be machine is but a tool. But when given ljﬁ’, or a semblance
of life, it is a danger to all.”

Agility (Apprentice) (Ex): You gain a +2 dodge bonus to AC against
attacks of opportunities caused when you move out of or within a
construct’s threatened area. A condition that makes you lose your
Dexterity bonus to Armor Class (if any) also makes you lose your
dodge bonus. Like all dodge bonuses, this ability stacks with the
Mobility feat.

Mastery: Your dodge bonus increases to +4.

Tough (Journeyman) (Ex): You need never make a save against massive
damage from attacks made by a construct. In addition, gain a +2 insight
bonus to saves against a construct’s special attacks.

Mastery: Your insight bonus to saving throws against a construct’s
special attacks increases to +4.

Rend Dweomer (Master) (Su): You may make a special touch attack
to scramble the magical energy that grants a construct the semblance
of life. On a successful attack, you deal 1d6 points of damage per
class level (maximum 10d6). You must wait 5 rounds between each

use of this ability.
DRAGON HUNTER

“1 kill dragons. You maght call it foolish... Mebbe brave. 1 don't
know. But I can tell you this. There ain't nothin' more scary than

a ticked-off red blowing fire up your arse.”

Grit (Apprentice) (Ex): You may add your Intelligence bonus to all
saving throws against fear.

Mastery: You are immune to all fear effects.

Evasion (Journeyman) (Ex): Whenever you make a successful
Reflex save against an attack that normally deals half damage on a
successful save, you instead take no damage. You can only use this

ability when wearing light or no armor. You cannot use evasion if
helpless or somehow prevented from moving.

Mastery: There are no additional benefits from gaining mastery, but
if you already have evasion, you gain improved evasion instead.

True Strike (Master) (Sp): You may cast #rue strike as a spell-like
ability. You must wait 5 rounds between each use of this ability. Your
caster level equals your class level.

ELEMENTAL HUNTER

“We mortals have the Material Plane and elementals have the
Elemental Planes. We dom't belong in their world, and they most
certainly do not belong in ours.”

Resist Energy (Apprentice) (Sp): You may cast the resisz energy spell as
an immediate action. This ability functions exactly as the spell, but you are
limited to acid, cold, electricity, or fire, and you may only use this ability
when you would take damage of one of the aforementioned energy types.
'The benefits last for a number of rounds equal to your Intelligence bonus
(minimum 1 round) or until discharged, whichever occurs first, and you
must wait 5 rounds in between each use of this ability.

Mzm‘ery: You may cast protection from energy instead of resist energy,
subject to the same limitations as described above.

Elemental Weapon (Journeyman) (Su): As a standard action, you can
cause a melee weapon you are wielding to become wreathed with energy.
You may select one energy type from any of the following: acid, cold,
electricity, or fire. On a successful hit, the weapon deals 1d6 points
of the appropriate energy damage. This effect lasts for a number of
rounds equal to your Intelligence bonus (minimum 1 round). You
must wait 5 rounds between each use of this ability.

Mastery: An affected weapon deals an additional 3d6 points of damage
of the appropriate type on a confirmed critical hit.

Anti-elemental Aura (Master) (Su): You emit an aura uncomfortable
to elementals. The aura emanates 10 feet per point of your Intelligence
bonus (minimum 10 feet). All elementals within the area take a —2
penalty to attack and damage rolls, saves, and checks. They lose this
penalty if they move out of the range of your aura.

TeY HUNTER

“Te:kg little bastards, I can't stand their jo&e:, Pmnk{, and
especially that bell-cursed singin’. Kill “em all, I say.”
Sharp Senses (Apprentice) (Ex): You gain a +2 competence bonus

on Listen and Spot checks. In addition, you gain a +2 bonus to Will
saves against illusions.

Mastery: The bonus on Listen and Spot checks and saves against
illusions increases to +4.

Spell Resistance (Journeyman) (Su): You gain spell resistance equal
to 5 + your class level (maximum 15).

Mastery: Your spell resistance equals 5 + your class level (no
maximum).

See Invisibility (Master) (Sp): You are always under the effect of a
see invisibility spell. This spell may be dispelled, but you can reactivate
it as a swift action.

GlanNT HUNTER

“The bigger they are...”

Giant Slayer (Apprentice) (Ex): You gain a +1 bonus on attack rolls made
to hit giants. In addition, you gain a +2 dodge bonus to Armor Class
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against giants. Any time you lose your Dexterity bonus (if any) to Armor
Class, such as when caught flat-footed, you lose this dodge bonus too.

Mastery: The bonus to attack rolls increases to +2.

Diehard (Journeyman): You gain the Diehard feat as a bonus feat.
You need not meet the prerequisites for this feat.

Mastery: You gain Toughness as a bonus feat.

Seize Opportunity (Master) (Ex): Whenever a giant attacks and
misses you, you may immediately move up to one-half your movement
as an immediate action. Movement from this ability does not provoke
attacks of opportunity.

Humanofp HUNTER

“Orcs. They're no better than rabid dogs, unfit for anything.
T hey ravage the countryside, despoil our women, steal our crops,
children, and whatever they want to take. It s time we took a
stand. 1 won't stop until every last orc is dead.”

You may select this type of hunter multiple times. The effects do not
stack. Each time, select a new humanoid subtype.

Favored Enemy (Apprentice) (Ex): Select one subtype of humanoid
from any of the following: aquatic, dwarf, elf, goblinoid, gnoll,
gnome, halfling, human, orc, or reptilian. Against this race, you
gain a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival
checks. Likewise, you get a +2 bonus on weapon damage rolls
against such creatures. This ability stacks with a ranger’s Favored
Enemy class feature.

Mastery: Your favored enemy bonus increases by +2.

Smite Humanoid (Journeyman) (Su): Once per day, you may make
a smite attack against a humanoid with a subtype that you selected
for your apprentice ability using one normal melee attack. Add your
Intelligence bonus (if any) to your attack roll and you deal 1 extra
point of damage per class level. If you accidentally smite a creature
that is not a humanoid of the appropriate subtype, the smite has no
effect, but the ability is still used up for that day.

Mastery: You may use this ability twice per day.

Hold Humanoid (Master) (Sp): For a number of times per day
equal to your Intelligence bonus (minimum 1/day), you may cause
a single humanoid creature of a subtype that you selected for your
apprentice ability to become immobile unless that creature succeeds
on a Will save (DC 13 + your Intelligence modifier). An affected
creature functions as if under the effects of a hold person spell and is
entitled to a new save each round to break free from the effect. Your
caster level equals your class level.

Macgicar BEasT HUNTER

“Sure, dragons are tough. So are giants, even demons and their
ilk. But there's a slew of critters just as nasty. Ever bear of the
dragonne? It flies, sucks the will to fight right out of you, and
can rip a grown man into bloody chunks in mere seconds.”

Hardy (Apprentice) (Ex): As an immediate action, you may add your
Intelligence bonus (if any) as an insight bonus to any one saving throw.
You must wait 5 rounds between each use of this ability.

Mastery: You gain a +1 insight bonus on all saves.

Evasion (Journeyman) (Ex): You gain evasion. This ability functions
exactly as described under the journeyman ability of the dragon
hunter. If you already have evasion, you gain improved evasion
instead.

Dreadful Blow (Master) (Ex): As a full-round action, you may make
a single attack against a magical beast using your highest base attack
bonus. If the attack hits, in addition to normal damage, the magical
beast must succeed on a Fortitude save (DC 10 + one-half your class
level + your Intelligence modifier) or lose access to all supernatural
abilities for a number of rounds equal to your Intelligence bonus. You
must wait 5 rounds between each use of this ability.

DMonsTRoUS HHumanoip HUNTER

“I slay minotawrs. eAbominations, every one, the gods did not
intend for such an unholy union of man and beast.”



Expert Tracker (Apprentice) (Ex): You may add your Intelligence
bonus (if any) as an insight bonus on all Survival checks. In addition,
when fighting monstrous humanoids, you gain a +2 bonus on damage
rolls.

Mastery: The damage bonus increases to +4.

Incredible Toughness (Journeyman) (Ex): You gain +1 hit point
per class level. This bonus is retroactive.

Mastery: You gain Great Fortitude as a bonus feat. If you already have
this feat, you instead gain Toughness.

Crippling Attack (Master) (Ex): As a full-round action, you
may make a single attack against a monstrous humanoid using
your highest base attack bonus. If the attack hits, in addition to
normal damage, the creature must succeed on a Fortitude save
(DC 10 + one-half your class level + your Intelligence modifier)
or take Constitution damage equal to 1 + your Intelligence bonus
(minimum 2 points of damage). You must wait 5 rounds between
each use of this ability.

QoZE HUNTER

“I call myself a cleaner. When I see a spill, Tll wipe it up. eAn
00zg is a lot like a spill, but uglier.”

Resistance to Acid (Apprentice) (Ex): You gain resistance to acid 5.

Mastery: Your resistance to acid increases to 10 and you may add your
Intelligence bonus (if any) to all saving throws against paralysis.

Turn Ooze (Journeyman) (Su): For a number of times per day equal
to your Intelligence bonus (minimum 1/day), you can turn or destroy
oozes as a cleric of the same level turns undead.

Mastery: You gain 3 additional uses of this ability per day.

Expert Grappler (Master) (Ex): You gain Improved Grapple as a
bonus feat. If you already have this feat, you may instead add your
Intelligence bonus on grapple checks.

QUTSIDER HUNTER

“We have our place, they have theirs. Cjet off my plane,
demon!”

You may select this type of hunter multiple times. The effects do not
stack. Each time, select a new outsider subtype.

Align Weapon (Apprentice) (Sp): Select one of the following
subtypes: chaotic, evil, good, or lawful. As an immediate action, you
may add the opposite subtype—good to fight evil, chaos to fight
law—as a damage descriptor to your weapon for the purposes of
overcoming damage reduction. The weapon remains aligned for a
number of rounds equal to your Intelligence bonus.

Mastery: You may cast the align weapon spell as a spell-like ability
for a number of times per day equal to your Intelligence bonus
(minimum 1/day).

Turn Outsider (Journeyman) (Su): For a number of times per day
equal to your Intelligence bonus (minimum 1/day), you can turn or
destroy outsiders of the subtype you selected for your apprentice
ability as a cleric of the same level turns undead.

Mastery: You gain 3 additional uses of this ability per day.

Dimensional Interference (Master) (Su): You emit an aura out to a
range of 10 feet per point of your Intelligence bonus (minimum 10
ft.). Outsiders of your selected type that attempt to cast conjuration
spells or use conjuration spell-like abilities must first succeed on an
opposed level check against you. If you beat their check result, their

spell or spell-like effect fails. This ability is always active, though you
can suppress it for a round as a standard action.

PLaNT HUNTER

“I suppose you could call me a gardener. Make no mistake
though; plants are nasty. I learned the hard way after cutting
myself free out of the gullet of one of these bastards.”

Detect Animals or Plants (Apprentice) (Sp): As a standard action,
you can cast detect animals or plants (plants only) as a caster equal to
your class level.

Mastery: You may cast this spell as a swift action.

Blight Touch (Journeyman) (Su): As a standard action, you may
make a single melee touch attack against a plant creature. If you
hit the creature, it takes 1d6 points of damage per point of your
Intelligence bonus (minimum 1d6). You must wait 5 rounds between
each use of this ability.

Mastery: Damage dealt by blight touch increases to 1d8 points of
damage per point of your Intelligence bonus (minimum 1d8).

Repel Plants (Master) (Su): Plants sense danger from you and will
not willingly approach you. Any plant creature that’s within the range
of your presence (10-foot radius per point of your Intelligence bonus,
minimum of 10 feet) takes a —4 penalty to attack and damage rolls,
saves, and checks.

UNDEAD HHUNTER

“When 1 'wokg, everyone 1 knm was dead. That night, they rose
from their shallow graves and tore apart the livestock, When my
bloated mother came for me, I knew what I had to do.”

Turn Undead (Apprentice) (Su): For a number of times per day
equal to your Intelligence bonus (minimum 1/day), you can turn or
destroy undead as a cleric of the same level. If you can already turn
undead, your monster hunter levels stack with your other levels for
the purposes of determining turning damage.

Mastery: You gain 3 additional uses of this ability per day.

GhostTouch Weapon (Journeyman) (Su): For a number of rounds
per day equal to your Intelligence bonus (minimum 1 round), you
may grant a magic weapon the ghos touch ability, allowing you to hit
incorporeal creatures. Granting the weapon this property is a swift
action. Granting this property to a ranged weapon confers the benefit
onto its ammunition.

Mastery: Any weapon you wield counts as having the ghost touch
property.

Turn Vulnerability (Master) (Sp): Undead sense danger from you
and will not willingly approach you. Any undead creature that’s
within the range of your influence (10-foot radius per point of your
Intelligence bonus, minimum of 10 feet) counts as having 2 Hit
Dice fewer than it actually has for the purposes of resolving turn or
rebuke undead attempts.

DERMIN HUNTER

“I'm more than just an exterminator. I have the walnuts to take
on the big ones. Problems with giant ants? Beetles? Maggots?
Flies? Wasps? I'm the man for the job.”

Poison Resistance (Apprentice) (Ex): You may add your Intelligence
bonus (minimum +1) to all saves against poison. In addition, you
may add your Intelligence bonus as an insight bonus on Escape
Artist checks.
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Mastery: You become immune to poison that originates from vermin
creatures.

Turn Vermin (Journeyman) (Su): For a number of times per day
equal to your Intelligence bonus (minimum 1/day), you can turn or
destroy vermin as a cleric of the same level turns undead.

Mastery: You gain 3 more uses of this ability per day.

Hide from Vermin (Master) (Sp): Vermin have a difficult time
sensing your presence. You gain concealment (20% miss chance)
against all attacks made by vermin.

MONSTER SENSE (EX)

At 3rd level, you gain a +1 bonus per different specialized foe to Listen,
Search, Spot, and Survival checks. Thus, a monster hunter with two
specialized foes (i.e. humans and vermin) gains a +2 bonus to these
checks, while a monster hunter with five gains a +5 bonus.

DANGER SENSE (EX)

At 5thlevel,you gain a +1 bonus to initiative checks per specialized foe.
'Thus, a monster hunter with three different specialized foes (dragons,
orcs, and undead for example) gains a +3 bonus to initiative checks.

~ NQBLE -

“<My words are my weapons, my wit my armor. You may have
strength, speed, and talent with that steel bar of yours, but can
Jou face my mind?”

—Elise Grosette, ex-Councilor

'The noble is the king of interaction; he is the social elite, the commander
of soldiers, the master of information, and the handler of political
power, all rolled into one. In many fantasy campaigns, the noble is the
member of the ruling class who, by birthright, has been tasked with
governing the commoners under his influence. Similarly, nobles can be
classified as anyone in a position of leadership who has received special
training to perform in such a capacity. More than wealthy landowners,
there are many heads of organizations, military commanders, and even
natural-born leaders drawn from the lower classes who may function
as nobles even though they lack social class or standing.

Most true nobles are members of a noble house, an organization based
on the noble family that exerts great influence over the politics and
the people around them. Some nobles, such as those who serve in the
military, come from some type of officer-training background that
instills the knowledge they need to be an effective leader. Other nobles,
such as those who lead less regal (and legal) organizations, promote
themselves through their own talents and leadership ability.

GREATING 4 NOBLE

'The noble is an exceptional leader, blessed with natural social abilities.
Whether manipulating others into doing his will or steeling the
resolve of outnumbered troops, the noble is always in control of
himself and his followers. A master of subtlety and social interaction,
the noble reads emotions and actions like words on a page and uses
that knowledge as a weapon or lure depending on the situation.

LBILITIES

Charisma is the most important ability for the noble, as almost all
social skills depend on it. Intelligence and Wisdom can both be of
great benefit to a noble, as they expand his skills and enhance his

perception. Nobles with an emphasis on combat need high physical
skills, as with any martial-oriented character.

RACES

Humans are the most common race to choose the noble class as their
political power structures lend themselves best to the leadership-by-
birthright philosophy that the noble relies upon for power. Elves and
dwarves are the second most likely races to be nobles, as each has its
share of commanders and leaders who use their talents at interaction to
succeed. Less likely nobles are half-elves and half-orcs—often outcast
from society, they frequently have an uphill battle when trying to rise in

station. However, members of these races could easily become mercenary
leaders giving them an entry into the noble class. Halfling nobles are more
likely to be mayors and community leaders than aristocracy, while gnomes
follow a similar pattern, being guild leaders and family leaders.

LLIGNMENT

Since a noble prefers to be in control of himself and those around
him, he tends towards law. A noble determines his motivations from
the good-evil axis, such that benevolent leaders are typically good
while despots, absorbed with themselves and their achievements,
gravitate toward evil.

Starting Gold: 8d4 x 10 (200 gp)
Starting Age: As rogue

GLASS TEATURES

All of the following are class features of the noble class.

CWEAPON €AND £IRMOR PROFIGIENCY

The noble is proficient with all simple and martial weapons, and all
armor and shields (except tower shields).

INSPIRE (EX)

You have the ability to unlock the potential for greatness in those
around you and overwhelm your enemies with feelings of inferiority
and weakness. At 1st level and every three levels thereafter, you may
select an inspire ability from any of those described here. Your target
must be within 60 feet and she must be able to hear you clearly. For
most inspire abilities to take effect, you must succeed on a Leadership
check (1d20 + your Leadership score). If the check succeeds, the target
or targets gains the benefits or drawbacks of the effect for a number
of rounds equal to one-half your noble level (minimum 1 round). For
each additional target beyond the first within range and you would
affect, increase the DC by 2.

You may only have one inspire ability active at a time. If you activate
a second ability, the first immediately ends. Using an inspire ability
requires a standard action that does not provoke an attack of
opportunity. You may use the ability as a swift action, but the DC
increases by 10 and the effects last just 1 round. All inspire abilities
are extraordinary, mind-affecting effects.

You may use inspire once per day per class level.

. Awe: Your mere presence overcomes your target. You must
make a Leadership check opposed by your target’s modified
level check (1d20 + its level + its Wisdom modifier + any
bonuses against fear). Against multiple targets, just roll once.
If your check succeeds, the target is dazed. Each round the
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Base Attack Leadership
Level Bonus Fort Save Ref Save Will Save Special Bonus
1st +0 +0 +2 +2 Inspire, Leadership, material aid +0
2nd +1 +0 +3 +3 Breeding, organize +2 +1
3rd +2 +1 +3 +3 Influence I +1
4th +3 +1 +4 +4 Inspire +2
5th +3 +1 +4 +4 Breeding +2
6th +4 +2 +5 +5 Influence IT +3
7th +5 +2 +5 +5 Inspire, organize +4 +3
8th +6/+1 +2 +6 +6 Breeding +4
9th +6/+1 +3 +6 +6 Influence III +4
10th +7/+2 +3 +7 +7 Inspire +5
11th +8/+3 +3 +7 +7 Breeding +5
12th +9/+4 +4 +8 +8 Influence IV, organize +6 +6
13th +9/+4 +4 +8 +8 Inspire +6
14th +10/+5 +4 +9 +9 Breeding +7
15th +11/+6/+1 +5 +9 +9 Influence V/ +7
16th +12/+7/+2 +5 +10 +10 Inspire +8
17th +12/+7/+2 +5 +10 +10 Breeding, organize +8 +8
18th +13/+8/+3 +6 +11 +11 Influence VI +9
19th +14/+9/+4 +6 +11 +11 Inspire +9
20th +15/+10/+5 +6 +12 +12 Breeding +10

Class Skills (6 + Int modifier perlevel, x4 at 1stlevel): Appraise, Bluff, Concentration, Craft, Diplomacy, Gather Information, Intimidate, Knowledge
(all skills, taken individually), Listen, Perform, Profession, Ride, Sense Motive, Speak Language, and Spot.

effect persists, the target is entitled to another modified level
check to throw off the effects of awe. In addition, if at any time
you attack the target, the effect immediately ends.

Competence: You help focus a target’s attention on a particular
task. If you succeed on a DC 10 Leadership check, your target

gains a +2 competence bonus on all skill checks.

Complacency: You cause a target to relax and let down his guard.
Ifyou succeed on a DC 15 Leadership check, your target takes
a -5 competence penalty on Listen and Spot checks and a -2
competence penalty on sleep spells and effects.

Courage: You bolster your allies against fear. If you succeed on
a DC 15 Leadership check, your target receives a +1 morale
bonus on saving throws against charm and fear effects and a
+1 morale bonus on attack and weapon damage rolls.

Fear: Your presence disturbs your foes, filling them with fear.
You must make a Leadership check opposed by your target’s
modified level check (1d20 + its level + its Wisdom modifier
+ any bonuses against fear). Against multiple targets, just
roll once. If your check succeeds, the target is shaken. If you
beat your target’s check by 5 or more, your target is cowering
instead.

Fury: You incite your target to acts of reckless violence.
When used on a willing target, you must succeed on a DC
20 Leadership check. Against an unwilling target, make a
Leadership check opposed by your target’s modified level check
(1d20 + its level + its Wisdom modifier + any bonuses against
enchantment effects). Against multiple targets, just roll once.
If you succeed on the check, your target enters a screaming
rage, as if under the effects of the rage spell.

Greatness: You may inspire greatness in an ally, encouraging
her to greater fighting ability. If you succeed on a DC 25
Leadership check, your target gains 10 temporary hit points,

a +2 competence bonus on attack rolls and a +1 competence
bonus on Fortitude saves.

. Heroics: You fill your target with tremendous heroism. If you
succeed on a DC 30 Leadership, your target gains a +4 morale
bonus on saving throws and a +4 dodge bonus to AC.

LEAPERSHIP

At 1st level, you gain the Leadership feat, even if you do not meet the
prerequisites for this feat. Your cohort’s level is still limited to two less than
your character level, so you must be at least 3rd level to gain a 1st-level
cohort.In addition to the normal benefits of the Leadership feat, you use
your Leadership score to utilize many of your other class features.

MaTerfaL €ip (Ex)

As a noble, you have certain expectations when it comes to dealing
with your own kind and so you can exploit the standing obligations
of hospitality maintained by local rulers and other nobles. As long as
you travel in your homeland or a land friendly to your homeland, you

NOBLES €IND £IRISTOCRATS

The relationship between the noble base class and the
aristocrat NPC class described in the DMG is similar to the
one between the fighter and the warrior. The noble occupies
the same social strata as aristocrats but reflects advanced
training, and a special knack for statecraft and intrigue over
that of the common aristocrat. You can use both of these
classes side-by-side, with NPCs possibly having levels in
both aristocrat and noble, just aristocrat, or maybe all noble,
depending on their skill and importance to the overall
campaign.

SASSK1S) LACHIFU] oM., YLLIBHS)

21



GBEPTER Two: TREEPORT (GLASSES

22

need never pay for food or lodging as you gain these things from the
local aristocracy. This ability may extend to your adventuring party
depending on the noble, his nature, and motivations as determined

by the GM.

BREEPING (EX)

Your station creates more opportunities to learn and study under a
variety of masters, giving you advanced training in a variety of areas. At
2nd level, select one area of expertise. You gain that expertise’s novice
ability. At 5th level and every three levels thereafter, you may improve
an existing area of expertise, gaining the next level of master (student,
master, and finally savant), or select a new area of expertise, gaining
the novice ability of that discipline.

HARcaNE TRAINING

You have spent time under the tutelage of a wizard, sorcerer, or some
other practitioner of arcane magic. To select this type of training, you
must have an Intelligence or Charisma score of 11 or higher.

Nowvice: You gain a +4 competence bonus divided as you choose
between Concentration, Knowledge (arcana), Spellcraft, and
Use Magic Device.

Student: You may cast detect magic and read magic each once per day as
spell-like abilities. Your caster level equals one-half class level.

Master: 1f you have class levels in an arcane spellcasting class, you
increase the caster level in that class by one. Otherwise, select
one O-level spell and one 1st-level sorcerer/wizard spell. You
may cast each spell as a spell-like ability once per day. Your
caster level equals one-half your class level. The save DC, if
any, is Intelligence- or Charisma-based.

Savant: If you have class levels in an arcane spellcasting class, you
increase the caster level in that class by one. Otherwise, select
one 0-level spell, one 1st-level, and one 2nd-level sorcerer/
wizard spell. You may cast each spell as a spell-like ability once

per day. Your caster level equals one-half your class level. The
save DC, if any, is Intelligence- or Charisma-based.

PIPLOMATIC TRAINING

You have been trained in the arts of diplomacy and negotiation. You must
have a Charisma score of 11 or higher to select this area of expertise.

Novice: You gain fluency in an extra three languages (except secret
languages such as Druidic).

Student: If you make a DC 25 Sense Motive check as a swift action,
you may add your Intelligence bonus as an insight bonus to
a Bluff, Diplomacy, or Intimidate check against the target of
your Sense Motive check. You may only use this ability when
interacting with creatures of your type (humanoid, monstrous
humanoid, and so on).

Master: You can urge a target to take a particular course of action.
You must make a Leadership check opposed by the target’s
modified level check (1d20 + its level + its Wisdom modifier
+ any bonuses against mind-affecting effects). If the check
succeeds, you affect your target as if you targeted her with the
suggestion spell. This is an extraordinary ability.

Savant: Synergy bonuses that apply to the Diplomacy skill also apply
to your Leadership score for the purpose of determining your
cohort’s and followers’ levels.

[LLIcIT TRAINING

You gained an unconventional education from criminal and unsavory
people likely far below your station. You must have Intelligence and
Dexterity scores of 11 or higher to select this area of expertise.

Novice: You gain a +4 competence bonus divided as you choose
between Disable Device, Forgery, Open Locks, or Sleight
of Hand.

Student: You gain sneak attack +1d6. This ability functions exactly as
the rogue ability of the same name. See PH for details.
Master: You gain underworld connections. You may extend material

aid to criminal outfits in your home city.

Savant: Your sneak attack damage increases by +1d6.

MiLiTdrY TRAINING

You received extensive military training, focused largely on strategy
and tactics and leading men in battle.

Novice: You may use the aid another action in combat to assist any
ally within 30 feet that can clearly see and hear you.

Student: Gain Mounted Combat as a bonus feat.

Master: You may issue a command to those beneath your station.
'This ability functions exactly like the command spell. Unwilling
targets are entitled to a Will save (DC 10 + one-half your
level + your Charisma bonus) to resist this effect. A target that
successfully saves is immune to this ability for 24 hours. This
is an extraordinary ability.

Savant: As the master ability, but the ability functions as the greater
command spell.

ScHOLARLY TRAINING

You received an excellent education and are learned about a great
many subjects. You must have an Intelligence score of 11 or higher
to select this area of expertise.

Nowvice: You may make a special lore check with a bonus equal to one-
half your noble level (minimum 1) + your Intelligence modifier
to see whether you know some relevant information about local
notable people, a historical fact, past heroes and legends, and
similar information. (If you have 5 or more ranks in Knowledge
(history), you gain a +2 bonus on this check.) If you later multiclass



into the bard class (or some other class with a similar ability), the
one-half your noble’s class levels stack with the other class for the
purposes of lore (or bardic knowledge) checks. A successful lore
check will not reveal the powers of a magic item but may give a
hint to its general function. You may not take 10 or take 20 on
this check; this sort of knowledge is essentially random.

DC  Type of Knowledge

10 Common, known by at least a substantial minority; common
legends of the local population.

20 Uncommon but available, known by only a few people, legends.
25 Obscure, known by few, hard to come by.

30 Extremely obscure, known by very few, possibly forgotten by most
who once knew it, possibly known only by those who don't
understand the significance of the knowledge.

Student: You gain a +4 competence bonus divided as you choose
between any Knowledge skills.

Master: The synergy bonus gained for having 5 or more ranks in
Knowledge skills increases to +4.

Scholar: All Intelligence-based skills are untrained skills for you.

RELIGIOUS TRAINING

You received extensive religious training, learning the intricacies of
1)
your faith.

Nowice: You gain a +4 competence bonus divided as you choose
between Concentration, Diplomacy, Heal, Knowledge
(religion), and Knowledge (the planes).

Student: You may cast detect magic and read magic each once per day
as spell-like abilities. Your caster level equals one-half class
level. If you also have the Student ability of Arcane Training,
you may cast each of these spells twice per day.

Master: 1f you have class levels in a divine spellcasting class, you
increase the caster level in that class by one. Otherwise, select
one 0-level spell and one 1st-level cleric spell. You may cast
each spell as a spell-like ability once per day. Your caster
level equals one-half your class level. The save DC, if any, is
Intelligence- or Charisma-based.

Savant: If you have class levels in a divine spellcasting class, you
increase the caster level in that class by one. Otherwise, select
one 0-level spell, one 1st-level, and one 2nd-level cleric spell.
You may cast each spell as a spell-like ability once per day. Your
caster level equals one-half your class level. The save DC, if
any, is Intelligence- or Charisma-based.

ORGaNiZE (EX)

Starting at 2nd level, you can help allies complete a task by oftering
useful advice and words of encouragement. Whenever a group of
characters uses the aid another action to enhance a skill check, attack
roll, or Armor Class, you may your own aid another check and then
target a number of characters equal to one-half your class level. If
successful, all affected characters who are aiding add the indicated bonus
to the bonus ordinarily conferred by the aid another action.

For example, a 5th-level noble uses organize on three characters
who aid a fourth in attacking an ogre. The three characters must
hit an Armor Class 10 in order to each grant a +2 bonus to the
attacker’s attack roll. The noble makes an attack roll against an
AC 10 and hits. So, the other characters now add a +4 bonus
each to the attacker’s attack roll.

INFLUENGE (EX)

You a certain sphere of influence and can coax others to perform tasks
that benefit you and your companions. Examples include calling in
favors, bullying a weak-willed thug, blackmailing another powerful
noble, or bribing a guard, or convincing an artisan to make something
at a reduced price. Starting at 3rd level, select one of the following
skills: Bluff, Diplomacy, Disguise, Gather Information, Intimidate,
or Perform. You gain a +1 bonus on all checks related to this skill.
At 6th level and every three levels thereafter, you may select another
skill to which you may apply this bonus. As well, the bonus to all
previously selected skills increase by +1.

For example, a 3rd level noble selected Bluff and gains a
+1 bonus on all Bluff checks. At 6th level, the noble selects
Diplomacy. His bonus to Bluff checks increases to +2 and he
gains a +1 bonus on all Diplomacy checks.

~ SURDIDOR ~

“They tried to kill me, once...”
—Tybren Swiftfoot

Armies sweep through villages, slaughtering indiscriminately.
Dragons ravage the countryside, orcs rape and plunder, and horrors
beyond imagination rise up from shallow graves to prey upon honest
commoners. And yet, despite the attrition, the death, and destruction,
life continues. This is a testament to the tenacity of life, but it’s also
the foundation for a breed of warrior called the survivor.

A survivor is a hardened combatant, a living weapon tempered by
adversity. Having lived despite all the odds, the survivor takes the brutal
experiences of his past and grows stronger for it. Like the monk, the
survivor specializes in fighting with the weapons he’s born with: his
hands and feet. While he doesn't have the speed of his counterpart, he
has incredible intuition that allows him to react to dangerous threats,
allowing him to avoid harm and anticipate dangers before they appear.

GREATING € SURDIDOR

'The survivor functions in many ways like a monk. Rather than being
trained in the fighting arts of a combat monastery, the survivor learns

through trial and error, discovering new combat techniques from the
hard lessons of life. As a survivor, you have the benefit of high hit
points and the best attack bonus. Add to this an Armor Class and
initiative bonus, and damage reduction, you easily make up for your
lack of armor and weapons.

In combat, you specialize in delivering powerful melee attacks, but
instead of building on weapon training, all of your skills revolve
around the improvement of your unarmed attacks. Since you are a
melee specialist, you need to reach your enemies, which, thanks to
your high Armor Class, you can do without fear of taking too many
hits along the way.

As you gain levels, you acquire special techniques to defeat your
foe’s defenses. The most important ability is shattering strike, which
allows you to give up extra attacks to overcome your foes damage
reduction. At higher levels, you develop other techniques that allow
you to sicken, and eventually stagger enemies, giving your allies the
means to destroy your opponents.

HBILITIES
Strength is easily the most important ability for you. Since you rely on
melee attacks, it helps to compensate for your slightly smaller damage
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TaBLE 2~5: THE SURDIDOR (HIT pIB; pi0)
Fort Ref  Will Unarmed AC Initiative
Level Base Attack Bonus Save  Save  Save Special Damage'  Bonus Bonus
1st +1 +2 +0 +0 Bonus feat, unarmed strike 1d4 +0 +0
2nd +2 +3 +0 +0 Shattering strike 1d6 +0 +0
3rd +3 +3 +1 +1 Evasion 1d6 +0 +0
4th +4 +4 +1 +1 Bonus feat 1d8 +0 +1
5th +5 +4 +1 +1 Burst, indomitable 1d8 +1 +1
6th +6/+1 +5 +2 +2 Ignore condition 1d8 +1 +1
7th +7/+2 +5 +2 +2 Damage reduction 1/— 1d8 +1 +1
8th +8/+3 +6 +2 +2 Bonus feat, sickening strike 1d10 +1 +2
9th +9/+4 +6 +3 +3 Damage reduction 2/— 1d10 +1 +2
10th +10/+5 +7 +3 +3 Improved evasion 1d10 +2 +2
11th +11/+6/+1 +7 +3 +3 Damage reduction 3/—, ignore condition 1d10 +2 +2
12th +12/+7/+2 +8 +4 +4 Bonus feat 2d6 +2 +3
13th +13/+8/+3 +8 +4 +4 Damage reduction 4/— 2d6 +2 +3
14th +14/+9/+4 +9 +4 +4 Staggering strike 2d6 +2 +3
15th +15/+10/+5 +9 +5 +5 Damage reduction 5/— 2d6 +3 +3
16th +16/+11/+6/+1 +10 +5 +5 Bonus feat, ignore condition 2d8 +3 +4
17th +17/+12/+7/+2 +10 +5 +5 Damage reduction 6/— 2d8 +3 +4
18th +18/+13/+8/+3 +11 +6 +6 Deny massive damage 2d8 +3 +4
19th +19/+14/+9/+4 +11 +6 +6 Damage reduction 7/— 2d8 +3 +4
20th +20/+15/+10/+5 +12 +6 +6 Bonus feat, devastating strike 2d10 +4 +5
1 This value is for Medium survivors. See Table 2-5: Small or Large Survivor Unarmed Damage for survivors of other sizes.
Class Skills (2 + Int modifier per level, x4 at 1stlevel): Climb, Craft, Intimidate, Jump, Listen, Profession, Sense Motive, Spot, Survival, Swim,
Tumble, and Use Rope

at low levels. Dexterity and Wisdom are also critical since they
add to your Armor Class. Though you have a high Hit Die, a good
Constitution ensures you keep your feet throughout the combat.

RACES

So long as there is war and hardship, any race can produce survivors.
Humans are the most common, since they are numerous and
widespread. As well, halflings are often survivors since many monsters
prey on them. Interestingly, half-orcs make excellent survivors, being
born from adversity.

ALIGNMENT

Survivors embrace freedom, self-reliance, and independence, and
eschew concepts of order, duty, and the rule of law. Survivors make
their own laws, knowing in their hearts what is right and what
is wrong. Most survivors are chaotic. However, the survivor class
draws good, neutral, and evil characters in equal numbers, since
survivors can appear after an attack by well-intentioned paladins,
just as survivors can be born from a savage assault by ogres, giants,
and other evil races.

Starting Gold: 3d4 x 10 (75 gp)
Starting Age: As rogue

GLASS TEATURES

All of the following are class features of the survivor class.

LWEAPON AND £IRMOR PROFICIENCY

You are proficient with all simple weapons. You are not proficient
with any kind of armor or shields, and when wearing armor, using a

shield, or carrying a medium or heavy load, you lose your AC bonus,
as well as your initiative bonus.

£G BoNus (Ex)

You have a keen ability to anticipate and avoid your opponent’s
attacks. When unarmored and unencumbered, you add your Wisdom
bonus (if any) to your AC. In addition, you gain a +1 bonus to AC
at 5th level. This bonus increases by 1 for every five survivor levels

thereafter (+2 at 10th, +3 at 15th, and +4 at 20th).

'These bonuses to AC apply even against touch attacks or when you are
caught flat-footed. You lose these bonuses when you are immobilized
or helpless, when you wear any kind of armor, when using a shield,
or when carrying a medium or heavy load.

INfTiaTivE BoNUS (EX)

Having endured all manner of hardships, you have developed a
preternatural instinct for anticipating danger. You may add your Wisdom
bonus on initiative checks. In addition, you gain a +1 bonus on initiative
checks at 4th level. This bonus increases by 1 for every four survivor levels

thereafter (+2 at 8th, +3 at 12th, +4 at 16th, and +5 at 20th).

UNARMED STRIKE

At 1stlevel, you gain Improved Unarmed Strike as a bonus feat. Your
attacks may be with either fist interchangeably or even from elbows,
knees, and feet. This means that you may even make unarmed strikes
with your hands full. There is no such thing as an off-hand attack for
you when striking unarmed. You may thus apply your full Strength
bonus on damage rolls for all your unarmed strikes.

Usually your unarmed strikes deal lethal damage, but you can choose to
deal nonlethal damage with no penalty on your attack roll. You have the
same choice to deal lethal or nonlethal damage while grappling.



Your unarmed strike is treated both as a manufactured weapon and
as a natural weapon for the purpose of spells and effects that enhance
or improve either manufactured weapons or natural weapons.

You also deal more damage with your unarmed strikes than a normal
person would, as shown on Table 2-5: The Survivor. The unarmed
damage on Table 2-5 is only if you are Medium. If Small, you deal
less damage, and if Large, you deal more; see Table 2—-6: Small or
Large Survivor Unarmed Damage.

BoNUs Teat

At 1st level, you may select either Agile or Athletic as a bonus feat. At
4th level, you may select either Blind-Fight or Combat Reflexes as a
bonus feat. At 8th level, you may select either Great Fortitude, Iron
Will, or Lightning Reflexes as a bonus feat. At 12th level, you may
select either Diehard or Power Attack as a bonus feat. At 16th level,
you may select either Improved Bull Rush or Improved Overrun as a
bonus feat. And at 20th level, you may select either Knock Down (see
ChapterThree: Supplemental Rules) or Spring Attack as a bonus feat.
You need not have any of the prerequisites normally required for these
feats to select them. If you already have all the listed feats for the level,
you may select any other bonus feat offered at a lower level.

SHATTERING STRIKE (EX)

Starting at 2nd level, you can take a full-round action to make a
single powerful unarmed strike. The attack ignores 1 point of damage
reduction or object hardness per two class levels (1 point at 2nd, 2
at 4th, 3 at 6th, and so on).

EvasioN (Ex)

Beginning at 3rd level, whenever you make a successful Reflex
saving throw against an attack that normally deals half damage on a
successful save, you instead takes no damage. You can only use evasion
if you are wearing light armor or no armor. You do not get the benefit
of evasion when you are helpless.

BURST (EX)

Starting at 5th level, you may push yourself to move faster than
normal. As a swift action, you may gain a +20-foot enhancement
bonus to your land speed for 1 round. On the following round, this
bonus drops to +10 feet, and on the third round, it drops to +5 feet.
You must wait one minute in between each use of burst.

INpoMITEABLE (EX)

At 5th level, whenever you fail a saving throw, you may immediately
make a second saving throw at a =5 circumstance penalty to resist
the effects. Once you use this ability, you must wait 5 rounds before
using it again.

JGNORE GONPITION (EX)

At 6th level, you gain immunity to a specific condition. Choose
one from any of the following: checked, confused, dazed, dazzled,
fascinated, fatigued, sickened, or stunned. If you use Green Ronin’s
Advanced Gamemaster’s Guide, add the following conditions to this
list: besotted, bewildered, enamored, groggy, and stupefied. Other
conditions, drawn from other sources, may be available at the GM’s
discretion. At 11th and 16th level, you gain immunity to an additional
condition.

DearaGe REPUCTION (EX)

Beginning at 7th level, you gain Damage Reduction. Subtract 1
from the damage you take each time you are dealt damage from

TaBLE 2-G:
SMALL OR KRGE
SURDIDOR UNARMED DAMEIGE

- Damage -

Level Small Survivor Large Survivor
1st 1d3 1d6
2nd-3rd 1d4 1d8
4th-7th 1d6 2d6
8th-11th 1d8 2d8
12th-15th 1d10 3d6
16th-19th 2d6 3d8
20th 2d8 4d8

a weapon or a natural attack. At 9th level, and every two survivor
levels thereafter (11th, 13th, 15th, 17th, and 19th level), this damage
reduction rises by 1 point. Damage reduction can reduce damage to
0 but not below 0.

SICKENING STRIKE (EX)

Upon reaching 8th level, you can take a full-round action to make a
single unarmed strike to sicken your opponent. If you hit, the target
must succeed on a Fortitude save (DC 10 + one-half your class level
+ your Strength bonus) or become sickened for 1 round. A sickened
character takes a —2 penalty to attack and weapon damage rolls, skill
checks, saving throws, and ability checks. Targets immune to critical
hits are immune to sickening strike.

[rPROVED EpesioN (Ex)

At 10th level, your evasion ability improves. You still take no damage
on a successful Reflex saving throw against attacks, but henceforth
you take only half damage on a failed save. If you are helpless, you
do not gain the benefit of improved evasion.

STAGGERING STRIKE (EX)

Beginning at 14th level, you may take a full-round action to make
a single unarmed strike to stagger your opponent. If you hit, for 1
round the target may only take a single move action or standard
action. This condition affects the target even though the staggered
condition ordinarily occurs only when a target’s nonlethal damage
exactly equals its current hit point total. Targets immune to critical
hits are immune to staggering strike.

DENY Massive pamacas (EXx)

At 18th level, whenever you take 50 or more points of damage from
a single attack, you need not make a Fortitude save to avoid death.
Damage that reduces you to —10 hit points or more still kills you.

PEDESTATING STRIKE (EX)

Finally, at 20th level, you may take a full-round action to make a
single unarmed strike to invoke fear in your opponent. If you hit,
the target must succeed on a Fortitude save (DC 10 + one-half your
class level + your Strength bonus) or cower for 1 round. A cowering
character is frozen in fear and can take no actions. As well, it takes a
-2 penalty to Armor Class and it loses its Dexterity bonus (if any).
Targets immune to fear are immune to fearsome strike. This is a
mind-affecting fear effect.

oM., YLLJIBHS)

SASS19) LACIFIA ]

28



GBEPTER Two: TREEPORT (GLASSES

~ NP(; GLdass: THE GQULTIST ~

Cultists are members of proscribed religious sects lurking on the
fringes of civilized society. Often city-based, cultists seem like
ordinary folk, but unbeknownst to their friends and neighbors, they
dedicate themselves to alien and usually evil gods. Some do it to get
ahead, others to fulfill long-repressed desires, and others to relieve the
tedium of everyday life. Dressing up in robes and visiting “forbidden
temples” is quite exciting after all, at least it is at first. The thrill-
seckers rarely last long. Once they realize the ultimate pOwer won't
be theirs by cutting off the heads of a few chickens, they move on to
pursue a new distraction. Those that remain dedicated are rewarded
with magic, but the road is a long and arduous one. Cultists who
persevere eventually assume a leadership role, either taking over the
cult or leaving found one of their own.

As an NPC class, a cultist’s Challenge Rating is equal to its level
minus 1.

USING THE GULTIST

The cultist class is specifically designed for NPCs, though it is open
to player characters. Most characters that enter this class are low- to
mid-ranking members of a subversive organization. Cult leaders
may begin as ordinary cultists, but to take command of a cult, they
typically become clerics (see Greater Cultists).

Starting Gold: 3d4 x 10 gp (75 gp)
Starting Age: As rogue

GLASS TEATURES

All of the following are class features of the cultist.

LWEAPON AND dRMOR PROFIGIENCY

You are proficient with all simple weapons and light armor. In
addition, you are also proficient with your deity’s favored weapon.

LUR4

If you worship a chaotic, evil, good, or lawful deity, you have a
particularly powerful aura corresponding to your deity’s alignment
(see the detect evil spell for details). If you don't worship a specific deity
but choose the Chaotic, Evil, Good, or Lawful domain, you have a
similarly powerful aura of the corresponding alignment.

SPELLGASTING

Starting at 4th level, you may cast divine spells drawn from the cultist
spell list (see following). Like a cleric, you must choose and prepare
your spells in advance. Unlike a cleric, you cannot spontaneously cast
cure or inflict spells.

To prepare or cast a spell, you must have a Wisdom score equal to
at least 10 + the spell level. The Difficulty Class for a saving throw
against your spell is 10 + the spell level + your Wisdom modifier.

You do not acquire your spells from books or scrolls, nor do you prepare
them through study. Instead, you meditate or pray for your spells, receiving
them as divine inspiration or through your own strength of faith. You
must choose a time each day at which you must spend an hour in quiet
contemplation or supplication to regain your daily allotment of spells.
Time spent resting has no effect on whether you can prepare spells.

Like other spellcasters, you can cast only a certain number of spells

of each spell level per day. Your base daily spell allotment is given on

TaBLE 2~7F. THE GULTIST (HT piﬁ PG)
Fort Ref Will —Spells per Day—
Level Base Attack Bonus  Save Save Save Special 1st 2nd 3rd 4th 5th
1st +0 +0 +0 +2 Fanatic, Skill Focus (Bluff) — — — — —
2nd +1 +0 +0 +3 — — — — — —
3rd +2 +1 +1 +3 Sneak attack +1d6 == = = == =
4th +3 +1 +1 +4 — 0+d — — — —
5th +3 +1 +1 +4 — 1+d = = = =
6th +4 +2 +2 +5 — 1+d 0+d — — —
7th +5 +2 +2 +5 = 2+d 1+d = == =
8th +6/+1 +2 +2 +6 Sneak attack +2d6 2+d 1+d 0+d — —
9th +6/+1 +3 +3 +6 = 2+d 2+d 1+d = =
10th +7/+2 +3 +3 +7 — 3+d 2+d 1+d 0+d —
11th +8/+3 +3 +3 +7 == 3+d 2+d 2+d 1+d =
12th +9/+4 +4 +4 +8 — 3+d 3+d 2+d 1+d 0+d
13th +9/+4 +4 +4 +8 Sneak attack +3d6 4+d 3+d 2+d 2+d 1+d
14th +10/+5 +4 +4 +9 — 4+d 3+d 3+d 2+d 1+d
15th +11/+6/+1 +5 +5 +9 — 4+d 4+d 3+d 2+d 2+d
16th +12/+7/+2 +5 +5 +10 — 4+d 4+d 3+d 3+d 2+d
17th +12/+7/+2 +5 +5 +10 — 4+d 4+d 4+d 3+d 2+d
18th +13/+8/+3 +6 +6 +11 Sneak attack +4d6 44d 4+d 4+d 3+d 3+d
19th +14/+9/+4 +6 +6 +11 — 4+d 4+d 4+d 4+d 3+d
20th +15/+10/+5 +6 +6 +12 — 4+d 4+d 4+d 4+d 4+d
Class Skills (4 + Int modifier per level, x4 at 1stlevel): Bluff, Concentration, Craft, Disguise, Escape Artist, Forgery, Gather Information, Hide,
Intimidate, Knowledge (religion), Listen, Move Silently, Profession, Search, Sense Motive, Sleight of Hand, and Spot.




Table 2-7: The Cultist. In addition, you receive bonus spells per day
if you have a high Wisdom score.

When Table 2-7: The Cultist indicates that you get 0 spells per day
of a given spell level, you gain only the bonus spells you would be
entitled to based on your Wisdom score for that spell level.

Finally, in order to cast any cultist spells, you must have a holy symbol
or some other divine focus important to your chosen deity.

Through 3rd level, you have no caster level. At 4th level and higher,
your caster level is one-half your cultist level.

GULTIST SPELL LiST

The following spells originate from the PH and this book (marked
with a ). Your GM may add additional spells from other sources
at her discretion.

stlevel: bane, bewildert, cause fear, cure light wounds, curse water, detect
chaos/evil/good/law, detect magic, disguise self, doom, guidance,
inflict light wounds, light, magic weapon, read magic, resistance,
shield of faith, summon monster I, unhinget

2nd level: a/ter self, augury, cure moderate wounds, darkness, death
knell, desecrate, divine favor, enthrall, hold person, inflict moderate
wounds, scare, shatter, silence, sound burst, suggestion, summon
monster I1, undetectable alignment

3rd level: animate dead, bestow curse, blindness/deafness, contagion,
continual flame, cure serious wounds, deeper darkness, glyph of
warding, inflict serious wounds, prayer, speak with dead, summon
monster 111

4th level: cure critical wounds, dimensional anchor, discern lies,
dismissal, dispel magic, divination, freedom of movement, giant
vermin, lesser planar ally, poison, sending, summon monster 1V,
tongues

Sthlevel: contact other plane, dispel chaos/evil/good/law, insect plague,
scrying, slay living, spell resistance, summon monster V; symbol of
pain, symbol of sleep, true seeing, unhallow

DEITY, DOMAINS, 6IND DOMEIN SPELLS

Your deity influences your alignment, what magic you can perform,
your values, and how others see you. Chooses one domain from
among those belonging to your deity. You can select an alignment
domain (Chaos, Evil, Good, or Law) only if your alignment matches
that domain.

If you aren't devoted to a particular deity, you still select a domain
to represent his spiritual inclinations and abilities. The restriction on
alignment domains still applies.

Your domain gives you access to a domain spell at each spell level
you can cast, from 1st on up, as well as a granted power. Where a “d”
is indicated on Table 61, you fill this spell with the domain spell
that corresponds to its level or lower.

GidoTic, Evit, GOop, 6ND IgWFUL SPELLS

You can't cast spells of an alignment opposed to your own or your
deity’s (if you have one). Spells associated with particular alignments
are indicated by the chaos, evil, good, and law descriptors in their
spell descriptions.

PanaTic (Ex)

As a servant of a strange and maddening god, you yourself are a bit
unhinged and in times of stress, you may call upon your insanity to
great effect. Once per encounter, you may gain an insight bonus to
a single attack roll, saving throw, or skill check equal to the number
of Insanity Points you have accumulated. Using this ability is an
immediate action.

SKILL Focus (BLUFF)

Since you are a member of a subversive cult, you must be a skilled liar.

At 1st level, you gain Skill Focus (Bluff) as a bonus feat.

SNEAK T TACK

Starting at 3rd level, you deal an extra 1d6 points of damage whenever
you successfully attack a target you flank or a target that is denied its
Dexterity bonus to AC. This ability functions exactly like the rogue
ability of the same name (see the PH for details). This extra damage
increases by +1d6 at 8th level and every five levels thereafter and
stacks with other instances of sneak attack.
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'The core rulebooks give you all the building blocks you need to create
a compelling hero or villain for the City of Adventure, but there are
elements within Freeport that require a bit more definition. This chapter
provides a good mix of add-ons for your games, offering a few new
subskills, a selection of feats, gods, and environment rules to reflect

the peculiar nature of fighting on board a ship, in the thick of a jungle,
or in the narrow twisting streets of Freeport. In addition, this chapter
presents rules for handling madness in your games. In all, this is a useful
chapter of game options for you to add or ignore depending on your
tastes and style of play.

~ TREEPORT SKILLS ~

All of the skills described in the PH are available in the World of
Freeport. In addition to their normal uses and functions, there are
a few additions to help better reflect the themes of this setting.
Furthermore, certain skills, Knowledge and Speak Language in
particular, include additional “subskills” to inject a bit of flavor into
campaigns and adventures taking place in the City of Adventure.

BLUFT (GH4)

In addition to the normal uses for the Bluff skill, characters can make
Bluff checks when gambling.

anBLB

Whenever you would engage in a game of chance, you may make
a Bluff check to determine how well you do. A Bluff check in this
way can take anywhere from a few minutes to as long as an hour,
depending on the game played. To join or start a game, you must
first pay a stake (the stake cannot exceed the community’s gold piece
limit). If you’re joining a game, the GM sets the amount. Otherwise,
you set the amount if you're starting the game. The stake can range
from a few pennies to many thousands of lords, but the higher the
stake, the better your opposition.

When all the participants are ready and have matched the stated
stake, everyone in the game makes a Bluff check. The character with
the highest check result wins the stake. In the case of multiple NPCs
with equal or nearly equal skill, the GIM may roll once and add a +2
circumstance bonus to the NPCs’ check result. In case of a tie, make
additional checks until there is a clear winner.

Cheating: You can cheat while gambling to improve your chances. To
do so, before the opposed Bluff check, you must make a Sleight of
Hand check opposed by your opponents’ Spot check or checks (as with
the opposed Bluff check, the GM may roll once for multiple NPCs,

using the character with the highest Spot check modifier and granting
that character a +2 circumstance bonus). If the Sleight of Hand check
succeeds, you gain a +2 circumstance bonus on your opposed Bluff
check. If the Sleight of Hand check fails, you gain no benefit and if
you fail by 5 or more, one or more fellow gamblers notice your botched
attempt and react as appropriate.

Synergy: If you have 5 or more ranks in Sense Motive, you gain a
+2 bonus on Spot checks to notice if a character is cheating. If you
have 5 or more ranks in Sleight of Hand, you gain a +2 bonus on
Bluff checks made to gamble.

IKNOtOLEDGE (FORBIPDEN)
(INT; TRAINED ONLY; SPECIL)

You are familiar with That Which Should Not Be Known, having
encountered the awful through various writings, meetings with
madness-inducing abominations, and a general exploration of the
forbidden in all its unspeakable forms. Since these revelations defy
logic or commonly accepted fact, your acquisition of forbidden
knowledge depends solely only how much exposure you have to these
dark secrets you have experienced.

Check: Answering a question about the horrible gods and secrets
that lurk at the edges of reality has a DC of 10 (for really easy
questions), 15 (for elementary questions), or 20 to 30 (for difficult or
really tough questions). Unlike other fields of study, there are almost
no really easy questions associated with this dark knowledge.

As with other Knowledge skills, you can use this skill to identify
monsters and their special powers or vulnerabilities. In general, the
DC of such a check equals 10 + the monster’s Challenge Rating. A
successful check allows you to remember a bit of useful information
about that monster. For every 5 points by which your check exceeds
the DC, the GM can give another piece of useful information. Such

as well as the others we've mentioned in this sidebar.

COHERE dRE THE NemaL GoMBAT RULES?

One of the things we wrestled with in this sourcebook was whether or not we should include naval combat rules. The central point
of contention was that there are at least a half dozen naval combat systems already out there, including Fantasy Flight Games’
Seafarer’s Handbook, Wizards of the Coast’s Stormwrack, and Green Ronin’s Skull & Bones. By this point in the life of the 420
System, most gamers have already found a nautical combat system that meets their needs and have little use for another system to
add on to their existing game. So, if you have one of these other systems, feel free to use it with Freeport. Anything related to the
sea we've kept loose and open to help you blend the rules in this book with your naval combat system. If you don’t have a rules
set, Skull & Bones provides a fine combat system for ship-to-ship combat, and it would be worth checking out that sourcebook




TaBLE 3~1: FREEPORT KKINGUAGES

FSecret language

Language Typical Speakers Alphabet
Assassin’s Cantt Assassins, cultists, killers Common
Azharan Azhar Draconic
Mercenary Tongue Fighters, warriors, mercenaries Common
Naval Code* Navigators, pirates, sailors Common/Elven
Semaphore* Sailors Common
Thieves’ Cantt Thieves, criminals Common
Valossan Serpent people Draconic

*See entries for special rules

information is usually features common to all monsters of that type,
with higher check results revealing more of the monster’s capabilities.
Monsters, for the purpose of these checks, include aberrations, oozes,
undead, and any creature with the extraplanar subtype.

Knowledge (forbidden) checks are also used to perform incantations
(see Chapter Five: Spells and Magic).

Action: Usually none. In most cases, making a Knowledge check
doesn’t take an action—you simply know the answer or you don't.

Try Again: Usually no. If you are trying to identify a creature whose
type is covered by another Knowledge skill, such as outsiders and
Knowledge (the planes), you must choose which skill to use when

making this check.

Synergy: If you have 5 or more ranks in Knowledge (dungeoneering)
checks, you gain a +2 synergy bonus on Knowledge (forbidden)
checks to identify aberrations. If you have 5 or more ranks in
Knowledge (religion), you gain a +2 synergy bonus on Knowledge
(forbidden) checks to identify undead. Finally, if you have 5 or
more ranks in Knowledge (the planes), you gain a +2 synergy bonus
on Knowledge (forbidden) checks to identify creatures with the
extraplanar subtype.

Special: You do not place ranks in this skill. Instead, you gain
free ranks through exploring forbidden concepts, places, reading
forbidden manuscripts, and so on. Regardless of how much material
you devour, your Knowledge (forbidden) ranks cannot exceed your
character level + 3.

Untrained: Unlike other Knowledge skills, you cannot make
untrained Knowledge (forbidden) checks since there are no really
easy questions when it comes to this discipline of knowledge.

SPEAK [ANGUAGE

In addition to the common languages summarized in the PH,
Freeport is home to a smattering of other languages as described on
Table 3-1: Freeport Languages.

NeavdaL Gope

An ancient alphabet code with roots in the great elven navies that
flourished before the sinking of Valossa, naval code has since been
modified to the Common alphabet and is ubiquitous throughout
the human kingdoms.

'The naval code substitutes long and short pulses of light for letters,
using a signal lantern or heliograph for transmission. A signal
lantern can reliably communicate up to 3 miles during the day and
10 miles at night or in overcast conditions. A heliograph disk can
transmit messages over the horizon by projecting light against the
bottom of clouds. Its use is limited by weather conditions, but reliable
communication at 20 or more miles is not uncommon.

SEMAPHORE

The semaphore flag code is an alphabet signaling system based on
the waving of a pair of hand-held flags in a particular pattern. It can
be used to communicate in any language based on the Common
alphabet, though variants may exist for other alphabets. The range of
this communication is limited to line of sight, but is relatively swift: a
full sentence can be communicated with a full-round action.

Semaphore is in common use by merchant seamen, who frequently
maintain a signal officer on longer voyages. The code is widely
disparaged by pirates, whose idea of signaling with a flag is hoisting
the skull and crossbones.

~ TREEPORT TEATS ~

The following feats emphasize Freeport’s more unique elements,
offering a wide range of abilities for all sorts of characters, from crusty
sailors, to occultists, to sneaky thieves.

BACKGROUND TEaTS

Many campaign settings for the 420 System present specific feats to
demonstrate how a character’s homeland can aftect his capabilities,
and Freeport certainly follows this pattern. Generally, these feats are
available at 1st level and are restricted to characters that hail from
that city, region, or nation. If you’re importing Freeport into such as
setting, you can use the background feats in this chapter for characters
originating from Freeport.

NBOJ TEaTS

The following feats expand options for adventurers exploring Freeport
and beyond.

£LCROBATIC TTACK

You can make a series of attacks against your opponents while jumping
and tumbling past them.

Prerequisite: Dex 15, Skill Focus (Tumble), Spring Attack, base
attack bonus +9

Benefit: A successful DC 25 Tumble check allows you to tumble up
to half your speed without provoking attacks of opportunity.
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TaBLE 3~2: NEtw TEaTs

Feat Prerequisites Benefit
Acrobatic Attack Dex 15, Skill Focus (Tumble), Spring Attack, base Make full attack while tumbling
attack bonus +9

Aligned Summoning Augment Summoning, any non-neutral alignment Summoned creatures gain additional bonuses

Armlock Str 17, Improved Unarmed Strike Prevent foe you damage from moving

Blasphemous Aura Cha 13, strong aura of evil Impose penalty on turning checks

Blinding Strike! Dex 13, Power Attack, base attack bonus +6 Blind foe with single attack

Bloody Fists' Str 15, Improved Unarmed Strike Unarmed strikes deal +2 nonlethal damage

Body Shield! Dex 15, Dodge Bestow bonus to ally’s AC from your AC

Born Marine' Swim 5 ranks, Weapon Focus (cutlass) Gain +1 on disarm attempts and special maneuver

Brilliant Tactician' Int 13, Cha 13 Grant attack bonus to ally

Burst of Activity Con 15, Improved Initiative, Spring Attack Gain extra move action

Canny Charge! Dex 13, Combat Expertise, Dodge No AC penalty for charging

Cheat Death Heal 10 ranks DC 25 Heal check to restore life to recently dead

Chill Hand Caster level 3rd, ability to cast chill touch Unarmed strikes deal cold damage, +1 CL on cold spells

Combat Surge Improved Initiative Act when it’s not your turn

Combat Throw Improved Dodge, Improved Unarmed Strike +2 bonus on bull rush checks and trips attempts

Greater Combat Throw Combat Throw Fling tripped opponent

Counterstrike! Dex 13, Combat Reflexes, Dodge Gain AoO against foe that misses you

Crab’s Rush’ Mobility Gain additional benefits when fighting defensively

Crack Shot! Weapon Focus (any firearm) Threaten adjacent squares with firearm

Armed to the Teeth! Crack Shot Gain Two-Weapon Fighting when armed with one-

handed melee and firearm

The Dark Lady’s Kiss Caster level 5th, Death domain, Magic domain Resistance to negative energy attacks or use to

Dead-Eye Shot
Desperate Lunge!

Dimension Drop
Dirty Spellcasting

Disciplined Warrior

Formation Fighting!
Divine Blessing
Domain Specialization
Double Kick

Dreadful Blow
Entangle Weapon'

Evasive Maneuvers

Eyes in the Back of Your

Head
False Attack!

Fearsome Glare
Filthy

Firearms Proficiency"
Firearms Drill

Flamboyant Display

Swashbuckling
Font of Life
Fortified Mind
Furious Strike
Greater Bond
Gut Shot!

Concentration 4 ranks, Far Shot

Abundant step or ability to cast dimension door, sneak
attack +1d6

Int 15, Concentration 8 ranks, Combat Casting,
Improved Feint

Disciplined Warrior
Cha 13
Wis 15
Jump 9 ranks, Eyes in the Back of Your Head,
Improved Unarmed Strike, base attack bonus +6
Sneak attack +2d6
Dex 15, Combat Expertise, base attack bonus +4

Wis 13, Combat Reflexes, Dodge
Wis 19, base attack bonus +3

Bluff 5 ranks, Improved Feint, base attack bonus +6
Caster level 5th, ability to cast scare

Any non-elf

Base attack bonus +1
Dex 15, Firearms Proficiency
Cha 13, Weapon Finesse, base attack bonus +6

Dex 13, Flamboyant Display
Healing domain
Int 15
Str 19, rage 3/day
Cha 15, animal companion
Dex 15, Precise Shot, base attack bonus +5

1 A fighter may select this feat as a fighter bonus feat.

empower death touch ability
Move action to gain +2 bonus on ranged attack
Take =5 penalty to AC to increase reach by 5 feet

Teleport to threatened square and sneak attack
Feint to impose —2 penalty on opponent’s save.

+2 Concentration and second save against fear effects.
Grant adjacent allies +1 dodge bonus to AC
+2 caster level on one divine spellcasting class.
Spontaneously cast domain spells

One attack against two adjacent targets

Sacrifice 1d6 of sneak attack to slow for 1 round

Take up to —4 AC to impose the same to an
opponent’s attack rolls

Move 5 feet and negate opponent’s charge bonus

Opponents cannot flank you

Single attack as a full-round action to deal +5 damage

Gain +3 on Intimidate checks, increase fear DCs by
+1, and cast fear spells and effects at +1 CL

Gain +4 bonus on saves against disease and poison and
a -2 penalty on Diplomacy and Disguise checks

No penalties on attacks with firearms
Reduce reload time to 1 round

Full round action to add Charisma bonus on a single
attack

Gain +2 on disarms and trips, special maneuver
Sacrifice turn undead to stabilize dying creatures
Immediate action to add Int bonus on Will saves

Spend use of rage to add 1/2 level on attack roll

Companion gains additional benefits
Reduce ranged attack to deal extra damage




TaBLE 3~2: NEW TEaTS (CON'T)

Feat Prerequisites Benefit
Hardy Stock Toughness Gain 2 hit points plus 1 hit point per HD
Harrowing Surge Spring Attack, sneak attack +1d6 Gain +10 speed, sacrifice to deal +5 damage
Heroic Effort Iron Will Raise one ability by +2, fatigue
Horrific Summoning Augment Summoning, Spell Focus (conjuration), Spell Summoned monsters cause fear
Focus (necromancy)
Improved Dodge Dodge Gain +1 dodge bonus to AC
Improved Speed — Gain +5 ft. to speed
Improved Spell Mastery Spell Mastery +1 CL with mastered spells.
Insane Casting Insanity Points 1 Gain Insanity to bolster a spell.
Insightful Strike Lay on hands or wholeness of body; base attack bonus +6 Sacrifice healing for combat bonuses
Inspire Terror Cha 15, Intimidate 12 ranks Foes cower during surprise round
Instinctive Rage Con 15, rage 2/day Enter a rage as immediate action
Frenzied Resilience Instinctive Rage Spend use of rage to add 1/2 level to one save
Fueled by Hate Con 17, Frenzied Resilience, rage 3/day Spend use of rage to gain fast healing 5
Item Affinity Arcane school specialist +1 CL on related wands, staffs, and scrolls
Juggernaut Charge! Str 19, Improved Overrun Overrun as part of a charge
Knife Trick Improved Feint, Quick Draw Draw and feint as a swift action
Last Ditch Effort! — +4 attack and confirm crit, but —4 AC and staggered
for 1 round
Life-Fueled Casting Con 13, Spell Focus (necromancy) Sacrifice 2 Con to gain +2 CL and +1 DC on a single
necromancy spell you cast
Lightning Parry’ Two-Weapon Defense +2 shield bonus against selected target
Lingering Enchantment Cha 15, Greater Spell Focus (enchantment) Enchanted targets find it hard to resist your spells
Necromantic Resonance Int 17, Greater Spell Focus (necromancy), evil Necromancy spells cause fear
Overpowering Attack! Str 15, Power Attack +4 against opponents using Combat Expertise
Pearl Diver Swim 5 ranks +2 bonus on Swim checks, +4 bonus on Con checks to
hold breath, advantages when fighting underwater
Persistent Threat Combat Reflexes, base attack bonus +1 If opponent moves 5 feet, you move 5 feet
Press Ganger! Profession (sailor), Weapon Focus (Sap) +2 on Intimidate checks, +2 nonlethal against flat-
footed targets
Shanghai' Press Ganger Deal nonlethal damage with lethal weapon with no
penalty
Preternatural Instincts Wis 13, Improved Initiative Win initiative and gain +1 bonus to AC and Reflex
saves
Quick Study Int 19, Spell Mastery Spend one hour to select new spells.
Rallying Cry Cha 17, Leadership +1 leadership, bestow bonus to allies’ saving throws
Razor Tongue Cha 13, Intimidate 5 ranks Intimidate check to stagger foe for 1 round
Read Soul Spell Focus (divination) Sacrifice divination spell to gain bonus on a Sense
Motive check
Reckless Attack Power Attack Provoke an attack of opportunity to increase attack roll
Resounding Strike Power Attack, /i strike, base attack bonus +6 Send foe flying with powerful unarmed strike.
Restless Mind Con 13 You need no rest to regain spells.
Riposte! Combat Expertise, Combat Reflexes, Dodge, base Gain free attack against dodged opponent
attack bonus +5
Rope Monkey Climb 1 rank Retain Dex to AC while climbing, no higher ground
bonus, special maneuver while climbing
Run’im Through' Weapon Finesse, base attack bonus +6 Deal +1d6 damage on confirmed critical with light
piercing weapon
Scoundrel’s Luck Cha 13 Add Cha modifier on Reflex save
Sea Legs Balance 1 rank Move at full speed while balancing, not flat-footed
while balancing, special maneuver while balancing
Second Wind Great Fortitude Fort save to remove fatigue
Shadowcaster Sub-school Specialization (Illusion—shadow) Spells with shadow descriptor are more potent.
Shrug it Off DR 2/— Reduce DR to gain AC bonus.
Skill Expertise Skill Focus (any) As swift action, add one-half level to skill check
Spontaneous Transmutation Concentration 12 ranks, Greater Spell Focus Swap prepared spell for a transmutation spell
(transmutation)

1 A fighter may select this feat as a fighter bonus feat.
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Feat Prerequisites

TaBLE 3~2: NEW TERaTS (CON'T)

Benefit

Superior Expertise!

Uncanny Instincts

1 A fighter may select this feat as a fighter bonus feat.

BAaCKGROUND TEATS

Combat Expertise, base attack bonus +6
Int 15, Spell Focus (divination)

Unhinged Wis 13
Weapon Display’ Dex 13, Cha 13, Intimidate 5 ranks, Weapon Focus
‘Words of Power Decipher Script 9 ranks, Knowledge (arcana) 9 ranks,

Magical Aptitude, any one metamagic feat to a spell

As Combat Expertise, but limited by base attack bonus
Sacrifice spell to gain bonus on initiative
Reduce the amount of Insanity Points gained

>

Full-round action to impose —2 penalty on opponents
attack and damage rolls

Spontaneously apply metamagic feat

Fool’s Fortune —
Francisco’s Bloodline —
Merchant’s Blood —
Troll Blood —

Feat Prerequisites Benefit
Blood of Pirates Raised in Freeport +2 bonus against disease and poison, +1 against mind-affecting effects
Drac Bloodline — Gain uncanny ability to deceive and intimidate others

Gain +1d6 on a roll of 1d20 and subtract 1d6 on your next roll of 1d20

Gain +1 bonus to Leadership and +2 on Diplomacy checks

Gain uncanny talents in seamanship

Full-round action to heal damage equal to half your level

As well, if you are wielding a one-handed or light weapon and
have one hand free, you may make a full attack action while
you tumble, but you may not attack from any single 5-foot
square more than once. You take a —2 circumstance penalty
on the first attack, and a cumulative —2 circumstance penalty
for each additional attack (—4 for the second attack,—6 for the
third attack, and —8 for the fourth attack).

LLIGNED SUMMONING

Creatures you summon whose alignment matches yours are more
powerful than their normal counterparts.

Prerequisites: Augment Summoning, any non-neutral alignment

Benefit: Whenever you summon creatures whose alignment matches
at least one component of your alignment, the creatures gain a
+1 morale bonus on attack rolls, damage rolls, or saving throws
(choose one). If the creatures’alignment exactly matches yours,
choose two of the previous options. The bonus selected applies
to all creatures summoned with the spell or spell-like ability.

LARMED TO THE TEETH

When properly armed you are a force to reckon with.

Prerequisite: Crack Shot

Benefit: When armed with a one-handed melee weapon in your
primary hand and a one-handed firearm in your off-hand,
you only take a —2 penalty on attack rolls made with either
weapon.

Special: Selecting this feat counts as selecting Two-Weapon Fighting
for the purposes of qualifying for other feats that have Two-
Weapon Fighting as a prerequisite. A fighter may select Armed
to the Teeth as a fighter bonus feat.

£LRMLOCK

With a complex attack, you can prevent your opponent from slipping
away.

Prerequisites: Str 17, Improved Unarmed Strike
Benefit: During your action, designate a single opponent whom you
threaten and to whom you have, during this turn, dealt at least

1 point of damage with an unarmed strike. You prevent that
opponent from physically moving via non-magical means for
1 round unless the designated target beats you on an opposed
Strength check as a free action. You may only use this feat on
creatures who are no more than one size category larger or
smaller than you. The effects of this feat immediately end if
you move into a space that is not adjacent to the target.
Special: A fighter may select Armlock as a fighter bonus feat.

BLASPHEMOUS URAM

Your mere presence diminishes other clerics’ability to channel positive
energy. This feat is a supernatural ability

Prerequisite: Cha 13, strong aura of evil

Benefit: All opponents within 30 feet of you take a penalty on turning
attempts equal to your Charisma bonus. Furthermore, if you
can rebuke undead, you may spend a rebuke undead as an
immediate action to improve the turn resistance of all undead
within 10 feet by +2. Undead that don't have turn resistance
instead gain turn resistance +2.

BLINDING STRIKE

You can deliver a terrible attack to steal your opponent’s vision for
a time.

Prerequisite: Dex 13, Power Attack, base attack bonus +6

Benefit: As a full-round action, make a single melee attack using your
highest attack bonus at a—4 circumstance penalty. If this attack
hits and deals damage, your opponent must succeed on a Reflex
save (DC 10 + 1/2 your level + your Strength modifier) or
become blinded for 1 round. If you scored a confirmed critical
hit on this attack, you may forgo the extra damage to instead
blind your opponent permanently (remove blindness/deafness,
regeneration, or similar spells restore lost sight).

Creatures that do not rely on eyes to see as well as creatures
that are immune to critical hits are immune to the effects of
this feat.

Special: A fighter may select Blinding Strike as a fighter bonus feat.



BLoOD OF PIRATES BACKGROUND

BORN MaRINE

Growing up in the City of Adventure has leant you a natural hardiness
and resilience to various hazards of the body and the mind.

Prerequisite: You must have been born and raised in Freeport.

Benefit: You gain a +2 competence bonus on Fortitude saves to resist
disease and poison and a +1 competence bonus on Will saves
made to resist mind-affecting effects.

Special: You may only select this feat at 1st level.

BLoopY FisTS

Your unarmed attacks are especially powerful.

Prerequisites: Str 15, Improved Unarmed Strike

Benefit: Your unarmed strikes deal an extra 2 points of nonlethal
damage. If you choose to deal lethal damage with your unarmed
strike, the extra damage from this feat remains nonlethal
damage.

Bopy SHIELD

You can defend an ally by interposing your body between the attack
and your ally.

Prerequisites: Dex 15, Dodge

Benefit: On your turn, you may take a circumstance penalty to your
Armor Class up to =5 and add the same amount as a shield
bonus to the AC of an ally within 5 feet.

If your ally is missed by a margin equal to the AC bonus
you granted, the same attack instead applies to you. Compare
the modified attack roll to your AC (modified by this feat).
If the roll equals or exceeds your AC, the attack successfully
strikes you.

Special: A fighter may select Body Shield as a fighter bonus feat.

Trained in the dirty fighting techniques of corsairs and pirates, you
can deftly knock aside your foes’ weapons to create opportunities
where none existed before.

Prerequisite: Swim 5 ranks, Weapon Focus (cutlass)

Benefit: You gain a +1 competence bonus on Balance, Profession
(sailor), and Swim checks. In addition, whenever you
successfully disarm an opponent, you may spend one of your
attacks of opportunity in the round to make a single attack
against that foe using your highest attack bonus.

Special: A fighter may select Born Marine as a fighter bonus feat.

BRILLIONT TdcTicidN

When examining a battlefield, you are adept at finding tactical
advantages.

Prerequisite: Int 13, Cha 17

Benefit: As a full-round action, select one ally within 30 feet. That
ally gains an insight bonus to his Armor Class or on his next
attack roll equal to your Charisma bonus. This bonus lasts until
the start of your next turn. Once you use this feat, you must
wait 5 rounds before using it again.

Special: A fighter may select Brilliant Tactician as a fighter bonus feat.

BURST OF €CTIVITY

You can call upon hidden reserves of energy to make sudden flurries
of activity.

Prerequisites: Con 15, Improved Initiative, Spring Attack

Benefit: On your turn, you may take an extra move action, either
before or after your regular actions. Once you use this ability,
you can safely use it again 10 rounds later. If you use this feat
a second time before the 10 rounds have elapsed, you become

MhcRIA DR i
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fatigued for the remainder of the encounter. If you use it twice
before the 10 rounds have elapsed, you become exhausted for
the duration of the encounter and for 1 hour thereafter.

GANNY GHERGE

You are less vulnerable when charging.

Prerequisites: Dex 13, Int 13, Combat Expertise, Dodge

Benefit: You no longer take a penalty to AC when charging. You may,
however, accept a =2 penalty on your AC to deal an extra 1d6
points of damage on a successful charge attack.

Normal: Charging characters take a —2 penalty to AC.
Special: A fighter may select Canny Charge as a fighter bonus feat.

GHEAT DEE!TH

Your understanding of anatomy and healing is so great, you can drag

souls back from beyond the brink of death.

Prerequisite: Heal 10 ranks

Benefit: You can restore life to a dead creature so long as it has not
been dead for more than 1 round. If you reach the target in
time, you must spend a full-round action and succeed on a
DC 25 Heal check. If you succeed, the target is immediately
restored to —9 hit points and is now stable.

For every 5 ranks in Heal beyond 10, the target creature
can be dead for 1 additional round before you attempt to use
this feat to save them.

Special: You may not use this feat on constructs, oozes, plants,
or undead creatures. Creatures whose bodies have been
irrevocably destroyed, such as with a disintegrate spell, cannot
be restored to life using this feat.

GHILL HdaND

Your touch is as cold as the grave.

Prerequisites: Caster level 3rd, ability to cast chill touch

Benefit: So long as you have a chill fouch spell prepared or an available slot
with which you may cast the c4i// zouch spell, your unarmed strike
attacks deal cold damage instead of nonlethal (or lethal) damage.
You also cast spells with the cold descriptor at +1 caster level.

GoMBAT SURGE

You can push yourself to act more quickly.

Prerequisite: Improved Initiative

Benefit: At any point in the round but before your turn, you may
take a standard or a move action. This counts as your action
for the round. On the round following your use of Combat
Surge, you count as if you were staggered.

GorBdaT THROtW

You are adept at tripping and knocking down opponents in combat.

Prerequisite: Improved Dodge, Improved Unarmed Strike

Benefit: You gain a +2 bonus on opposed Strength and Dexterity
checks any time you attempt a trip or bull rush attack, or when
you try to avoid a trip or bull rush attack made against you.

(GOUNTERSTRIKE

You take advantage of opportunities when they present themselves.

Prerequisite: Dex 13, Combat Reflexes, Dodge

Benefit: Once per round, if the opponent you designated as the
target of your Dodge feat makes a melee attack against you
and misses, you can make an attack of opportunity against
that opponent. This attack counts against your normal limit
of attacks of opportunity for the round.

Special: A fighter may select Counterstrike as a fighter bonus feat.

GREB'S RUSH

Your scuttling, side-to-side movement makes you hard to hit.

Prerequisite: Mobility

Benefit: Whenever you fight defensively, you only take a —2 penalty
on your attack rolls to gain a +2 bonus to your Armor Class
(or +3 if you have 5 or more ranks of Tumble). In addition, if



you move on your turn, the benefits of the Dodge feat apply to
all attacks made against you until the start of your next turn.
Normal: When fighting defensively, you take a —4 penalty on your
attack roll to gain a +2 bonus to your Armor Class.
Special: A fighter may select Crab’s Rush as a fighter bonus feat.

GRECK SHOT

Your skill at firearms allows you to maximize the weapon’s usefulness
even in melee.

Prerequisite: Weapon Focus (any firearm)

Benefit: When wielding a loaded firearm for which you have the
Weapon Focus feat, you threaten adjacent squares. You no
longer provoke attacks of opportunity when firing this weapon
while in a threatened space.

Special: A fighter may select Crack Shot as a fighter bonus feat.

THE DARK apY's Kiss

You gain a special resilience to negative energy attacks and can convert
these attacks into useful energy.

Prerequisite: Caster level 5th, Death domain, Magic domain

Benefit: You gain a +4 insight bonus on Fortitude saves to resist gaining
negative levels from spells and special attacks. If the effect doesn't
normally grant a saving throw, you are entitled to a Fortitude
save (without the insight bonus) to resist the effect as if it did
have a saving throw (use the normal method for determining
a spell’s DC or, if a supernatural effect, the DC is 10 + 1/2 the
creature’s HD + its Charisma modifier). If you succeed on the
save, you instead convert this energy to improve your death touch
granted power. Each negative level you successfully convert
increases your death touch dice by +1d6. Unspent converted
negative energy levels vanish at dawn.

DEap~EYE SHOT

Whenever you take extra time with a shot, you are deadly accurate.

Prerequisite: Concentration 4 ranks, Far Shot

Benefit: Before making a ranged attack, you may spend a move action
to line up your shot to gain a +4 circumstance bonus on your
next attack roll. Once you begin aiming, you cannot move,
even to take a 5-foot step, until after you make the attack or
the benefit of this feat is lost. Likewise, if your concentration
is disrupted or you are attacked before your next action, you
lose the benefit of this feat.

Special: A fighter may select Dead-Eye Shot as a fighter bonus feat.

DESPBMTE LUNGE

You can extend your reach but at the expense of your defense.

Benefit: You may take a -5 circumstance penalty to your Armor Class
to extend your reach by +5 feet. Your penalty and extended
reach last until the start of your next turn.

Special: A fighter may select Desperate Lunge as a fighter bonus feat.
DIMENSION DROP
T T

You can use your mobility to get the jump on your opponents.

Prerequisites: Abundant step or the ability to cast a dimension door,
sneak attack +1d6

Benefit: Whenever you cast dimension door or any other conjuration
(teleportation) spell to move to a square that threatens an
opponent, you may immediately make a single attack at your
highest attack bonus. The target loses its Dexterity bonus (if
any) to AC for this attack.

DIRTY SPELLCASTING

By feinting while casting a spell, you can punch through your
opponent’s defenses.

Prerequisites: Int 15, Combat Casting, Improved Feint

Benefit: When casting a spell on the defensive against an opponent
that threatens you, you may make a Bluff check as an
immediate action to feint in combat. If you succeed, not only
is your target denied his Dexterity bonus to AC, but he also
takes a —2 circumstance penalty to his saving throws against
the spell you cast.

DISGIPLINED LUARRIOR

You are trained to stand fast in the face of overwhelming numbers
and against terrifying foes.

Benefit: You gain a +2 competence bonus on Concentration checks.
Whenever you fail a Will save against a fear spell or effect, you may
immediately make a second saving throw at a—5 penalty to negate
the effect. If this second save fails, you are affected as normal.

'DUJTNE BLESSING
You enjoy the favor of your god.

Prerequisite: Cha 13

Benefit: Choose a divine spellcasting class. You may substitute your
Charisma modifier for your Wisdom modifier for the purposes
of determining the save DC and bonus spells. In addition,
your caster level for the selected class increases by +2, up to
your maximum Hit Dice. The increase to caster level does not
affect your spells per day; it only increases your caster level as
it applies to the effects of divine spells you cast and your caster
level check to overcome spell resistance.

DoraiN SPECIALIZATION

You can draw more strongly from your deity’s spheres.

Prerequisite: Wis 15

Benefit: Select one of your domains. You may sacrifice a prepared
non-domain spell to cast a spell of the same level of your
selected domain.

Special: You may select this feat more than once. Each time, the
benefits apply to a different domain.

DQUBLE Kick

When enemies seek to surround you, you can leap into the air to
strike at adjacent foes.

Prerequisite: Jump 9 ranks, Eyes in the Back of Your Head, Improved
Unarmed Strike, base attack bonus +6

Benefit: Whenever you are flanked, you may make a single unarmed
attack against two opponents at once. Make the attack roll as
normal, but compare the results of the one roll against the AC
of both opponents separately. Each opponent you hit takes
your unarmed strike damage plus 1-1/2 times your Strength
bonus. As well, the opponent must move 5 feet away from you,
unless prevented by an obstacle, such as another character, a
wall, column, and so on.

pma BLOODLINE (BACKGROUND)

You are a distant descendant of Captain Drac, one of Freeport’s first Sea
Lords. While the position of Sea Lord no longer requires a person to
carry the Drac blood, there are those who would see this old bloodline
extinguished (something your GM is sure to exploit).
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Benefit: You gain a +1 competence bonus on all Bluff, Intimidate, and
Sense Motive checks. Furthermore, if ever you fail on one of
these checks, you may immediately make a second skill check
using this skill to try again, but at a =5 penalty.

Special: You may only take this feat at 1st level.

DRBﬁDFUL BLotw

You can deliver a terrible attack to stagger your foe.

Prerequisite: Sneak attack +2d6.

Benefit: Whenever you make a successful attack that would deal
sneak attack damage, you may sacrifice 2d6 points of sneak
attack damage to restrict your opponent’s actions. On your
opponent’s next turn, he may only take a single move or
standard action.

Special: For the purpose of this feat, any extra damage, such as an
assassin’s backstab ability, qualifies as sneak attack.

ENTANGLE COEGPON

By sacrificing your effectiveness in combat, you can compromise your
opponent’s ability to attack.

Prerequisite: Dex 15, Combat Expertise, base attack bonus +4.

Benefit: Whenever you successfully hit an opponent in melee, you may
voluntarily reduce your AC by any amount up to one half your
base attack bonus and apply this same penalty to your selected
opponent’s attack bonus. For example, a fighter with a +8 base
attack bonus who strikes a target in combat may voluntarily
take up to a —4 penalty to his AC to apply the same penalty to
his target’s attack roll. This penalty remains for as long as you
remain within reach of the target, or until the start of your next
turn, whichever comes first.

Special: A fighter may select Entangle Weapon as a fighter bonus
feat.

Epdasive MaANEUDER

You can slip underneath your opponents’ defenses.

Prerequisite: Wis 13, Combat Reflexes, Dodge

Benefit: Whenever an opponent makes a charge attack against you,
you may move 5 feet as an immediate action. Your opponent
may still be able to attack you if you are within reach, but he
loses the normal +2 bonus to the attack roll, though he still
takes the —2 penalty to AC for making the charge. If you attack
this opponent on your next turn, you gain a +4 circumstance
bonus on your attack roll.

EYES IN THE BdcK of YOUR HEedp

Opponents derive no benefit from flanking you.

Prerequisite: Wis 19, base attack bonus +3

Benefit: Attackers do not gain the usual +2 bonus when flanking
you. You lose the benefit of this feat whenever you would be
denied your Dexterity bonus (if any) to AC.

TdaLSE T TdCK

You can make a feint to set your opponent up for a devastating attack.

Prerequisite: Bluff 5 ranks, Improved Feint, base attack bonus +6

Benefit: As a full-round action, you may make a single melee attack
against a foe you threaten. If you hit, you deal +5 points of
damage and gain a +4 circumstance bonus to confirm a critical
if you threaten one. If you miss, you provoke an attack of
opportunity from that opponent.

Special: A fighter may select False Attack as a fighter bonus feat.

Tearsore GLARE

Your presence is so imposing and terrifying, your fear spells are
intensified.

Prerequisite: Caster level 5th, ability to cast scare

Benefit: So long as you have a scare spell prepared or an available
slot with which you may cast the scare spell, you gain a +3
competence bonus on Intimidate checks and the save DC for
any fear spell you cast increases by +1. You also cast spells with
the fear descriptor at +1 caster level.

FiLTHY

Your diet and poor hygiene give you an almost unnatural resistance
to poison and disease.

Prerequisite: Any non-elf race

Benefit: You gain a +4 resistance bonus on Fortitude saves against
disease and poison.

Special: As you are accustomed to filth and squalor, you take a -2
circumstance penalty on Diplomacy and Disguise checks.
These penalties remain even if you bathe.

TIREARMS DRTLL

Spending long hours drilling with firearms makes reloading a snap.

Prerequisite: Dex 15, Firearms Proficiency
Benefit: You can reload a firearm in 1 round.
Normal: It takes 3 rounds to reload a firearm.

TIREARMS PROFIGIENCY

You are skilled in the use of firearms.

Prerequisite: Base attack bonus +1

Benefit: You may make attack rolls with firearms normally.

Normal: A character who uses a weapon with which he is not
proficient takes a —4 penalty on attack rolls.

Special: A fighter may select Firearms Proficiency as one of his
fighter bonus feats.

FLaMBOYANT ’DTSPLEIY

Your dazzling weapon-play grants you a tactical advantage in
combat.

Prerequisite: Cha 13, Weapon Finesse, base attack bonus +6

Benefit: When wielding a light weapon or a weapon with which you
may apply the benefits of the Weapon Finesse feat, you may
make a single attack as a full-round action. Add your Charisma
bonus as a circumstance bonus on the attack roll.

TooL's FORTUNE (BACKGROUND)

Fortune is a fickle mistress. Sometimes she favors you and other times
you get only her scorn.

Benefit: In combat, any time you make an attack roll, saving throw,
ability check, or skill check, you may use this feat as an
immediate action to add +1d6 to your roll. The next time
you make an attack roll, saving throw, or check of any kind
in combat, you must spend an immediate action to subtract
1d6 from your roll.

Special: You may only take this feat at 1st level.

TONT OF LIFE

You are a wellspring of life.

Prerequisite: Healing domain.



Benefit: As a full-round action you may sacrifice a use of turn undead
to stabilize all dying creatures within 30 feet.

TorMaTION TIGHTING

You are adept at fighting in strict formation and can lend your
expertise to your allies.

Prerequisite: Disciplined Warrior

Benefit: When fighting alongside two or more allies within 5 feet
of you, you grant these allies a +1 dodge bonus to AC. If you
choose to take an aid another action, you grant a +4 bonus
to one adjacent ally’s attack roll against the target you both
threaten, or a +4 bonus to his AC against attacks from an
opponent you both threaten.

Normal: The aid another action normally grants a +2 bonus to an
attack or AC.

Special: A fighter may select Formation Fighting as a fighter bonus
feat.

TORTIFIED MIND

Your strong mind resists psychic attacks.

Prerequisite: Int 15.

Benefit: As an immediate action, you may add your Intelligence bonus
as an insight bonus on your Will saves. The bonus lasts for 1
round. You must wait 5 rounds between each use of this feat.

FRaANCISco BLOODLINE (BACKGROUND)

You are a distant descendant of Captain Francisco, one of Freeports first
Sea Lords. You have plenty of reason to hate members of the equally
old Drac family, since the blood of your ancestors stains their hands.

Benefit: You gain a +1 competence bonus on all Balance, Diplomacy,
and Survival checks. Furthermore, if ever you fail on one of
these checks, you may immediately make a second skill check
using this skill to try again, but at a =5 penalty.

Special: You may only take this feat at 1st-level.

TRENZIED RESILIENGE

You may draw upon your brimming ire to resist the attacks of your
enemies.

Prerequisites: Instinctive Rage

Benefit: As an immediate action, you may spend one daily use of your
rage to add a morale bonus to your saving throw equal to one-
half your class level. If you succeed on the save, you regain the
spent use of rage. The benefits of this feat last for 1 round.

TUELED BY BH4TE

You can channel your outrage to overcome your injuries.

Prerequisite: Con 17, Frenzied Resilience, rage 3/day

Benefit: As an immediate action, you may spend a use of your rage
to gain fast healing 5. This benefit lasts a number of rounds
equal to your Constitution bonus. Alternatively, you may use
this feat to immediately recover four points of ability damage
or two points of ability drain.

FURioUS §TRIKE

You can channel all of your hate and anger into a single devastating
attack.

Prerequisite: Str 19, rage 3/day

Benefit: While raging, you may make a single attack as a full-round
action and add one-half'your class level as a competence bonus
on your attack roll. If the attack hits and threatens a critical,
this bonus also applies to the confirmation roll as well. Each
use of this feat costs one daily use of your rage ability.

GRBaTER BOND

The bond you share with your animal companion grows stronger.
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Prerequisite: Cha 15, animal companion

Benefit: You count as 2 levels higher than normal when determining
the capabilities of your animal companion. As well, your animal
companion gains all the benefits of your favored enemy abilities
(if any). Finally, you gain a +4 circumstance bonus to Survival
checks made to track other creatures if your animal companion
is within 5 feet of you.

GREaTER GomBdaT THROW

You can manhandle your opponents, flinging them away from you.

Prerequisite: Combat Throw

Benefit: In addition to the normal effects of a successful trip, you may
also move your opponent a number of squares equal to your
Strength bonus (if any) and deal additional damage equal to
1d6 plus 1-1/2 times your Strength modifier. You can use this

feat on creatures up to one size larger than you.

GUT SHOT

You can place ranged attacks in a target’s vitals.

Prerequisite: Dex 15, Precise Shot, base attack bonus +5

Benefit: When making a ranged attack, you may reduce the attack bonus
by an amount up to —5. All ranged attacks you make against
opponents within 30 feet deal additional damage equal to the
amount by which you reduced your attack bonus. The penalty to
attack rolls and bonus to damage lasts until your next turn.

Special: A fighter may select Gut Shot as a fighter bonus feat.

H4rpY STOCK

You are tough as nails.

Prerequisite: Toughness

Benefit: You gain 2 hit points plus 1 hit point per level or Hit Die.
Henceforth, you gain +1 hit point each time you gain a level
or advance a Hit Die.

HaRROWING SURGE

You are capable of incredible bursts of speed.

Prerequisite: Spring Attack, sneak attack +3d6.

Benefit: As a swift action, you gain a +10 enhancement bonus to your
speed. This bonus lasts for a number of rounds equal to your
Constitution bonus (minimum 1 round). While under the
benefits of this feat, but so long as you have at least one round of
duration remaining, you may sacrifice this bonus as an immediate
action to deal an extra 5 points of damage on a successful melee
attack. You may use this feat once per encounter.

HEROIC EFFORT

You can push yourself beyond your normal limits.

Prerequisites: Iron Will.

Benefit: As an immediate action, you may temporarily raise any one
of your ability scores by +2 for a number of rounds equal to
one-half your level. At the end of this time, you are fatigued
for 1 hour.

HORRIFIC SUMMONING

Your summoned creatures are twisted and malformed.

Prerequisites: Augment Summoning, Spell Focus (conjuration),
Spell Focus (necromancy).

Benefit: Whenever you cast a summoning spell, all creatures with
4 Hit Dice or less within 30 feet of the summoned creatures

must succeed on Will saves (DC 10 + the spell’s level + your
key ability modifier) or become shaken for 1 round. Creatures
that successfully save are immune to further uses of Horrific
Summoning for 24 hours. This is a mind-affecting fear effect.

[MPRODED DODGE

You have a knack at avoiding injury.

Prerequisite: Dodge.

Benefit: Gain a +1 dodge bonus to Armor Class.

Special: Since dodge bonuses stack, the benefits of this feat stack
with the Dodge feat.

[MPROVED SPEED

You are exceptionally quick.

Benefit: When wearing light or no armor, you gain a +5 foot bonus
to your speed. This bonus applies to all forms of movement.

[MPROVED SPELL DMASTERY

You have mastered a handful of spells and can enhance their power
in a number of ways.

Prerequisites: Spell Mastery
Benefit: Whenever you cast a spell that you selected for the Spell
Mastery feat, you cast that spell at +1 caster level.

Also, when applying metamagic feats to your mastered
spells, you also gain one free spell level to offset the usual
penalties. For example, you can add Silent Spell without
changing the effective level of the spell. If the metamagic feat
does not alter a spell’s effective level, Improved Spell Mastery
has no effect.

Special: The secondary benefits of Improved Spell Mastery do not
apply to the Heighten Spell metamagic feat.

INSANE GASTING

You can tax your mental stability to bolster your spells.

Prerequisites: Insanity Points 1
Benefit: Gain 1 Insanity Point to increase the save DC of any spell
you cast by +1.

In addition, you may apply the effects of any metamagic feat
you know to a spell you are casting as a free action. You must
still be able to cast that spell normally, such that the effective
spell level must be one that you can cast. However, casting
the spell in this way does not require a higher slot or prepared
spell. Upon successfully casting the spell, you gain a number of
Insanity Points equal to the spell’s level.

You must wait 5 rounds between each use of this feat.

For example, say you are a 7th level wizard with the Still Spell
Jfeat. You could apply the Still Spell feat to fireball by gaining
3 Insanity Points. You could not, however, apply the effects of
the Quickened Spell to fireball since it would normally use up a
7th-level spell slot, which is beyond your casting ability.

INSIGHTFUL STRIKE

You can extend the applications of your keen insight and understanding
of your own health as a powerful tool to defeat your enemies.

Prerequisites: Lay on hands or wholeness of body, base attack
bonus +6

Benefit: As a swift action, you may spend an amount of lay on hands or
wholeness of body to gain combat bonuses. For every 2 points
sacrificed, you gain a +1 insight bonus on your attack roll. For every
4 points spent, you deal an additional +1 point of damage on a



successful hit. You must sacrifice these points separately, so to gain
a +1 insight bonus on an attack roll and +1 damage, you would
have to sacrifice 6 points of lay on hands or wholeness of body.

INSPIRE TERROR

Your sudden appearance fills your foes with dread.

Prerequisite: Cha 15, Intimidate 12 ranks

Benefit: Whenever you surprise opponents, you may spend a standard
action to terrify all living creatures within 30 feet. On your
turn, make an Intimidate check. All affected foes must succeed
on Will saves against your check result or cower until the end
of the surprise round and become shaken during the first full
round of combat. This is a mind-affecting, fear effect.

INSTINCTIVE RAGE

You explode with violence at the slightest provocation.

Prerequisite: Con 15, rage 2/day

Benefit: You may fly into a rage as an immediate action. Your rage
lasts for a number of rounds equal to 5 + your Constitution
modifier. Finally, you only take a —1 penalty to AC from being
in the rage.

Normal: A barbarian may enter a rage only on his turn. A barbarian’s rage
for a number of rounds equal to 3 + his Constitution modifier,and
while in a rage, the barbarian takes a =2 penalty to AC.

[TEM FFINITY

Your extensive knowledge about a particular school of magic allows
you to coax more power out of certain types of related magic items.

Prerequisites: Arcane school specialist

Benefit: When using scrolls, staffs, or wands that contain spells of
your chosen school specialty, the spell’s save DC and effective
caster level increase by +1.If the spell stored in the item is the
same as one you selected for the Spell Mastery feat, the DC
and caster level instead increase by 2.

JUGGERNEAUT GHERGE

You may power through occupied squares as part of your charge

or overrun.

Prerequisite: Str 19, Improved Overrun

Benefit: You may use the overrun action as part of a charge.

Normal: You may not use overrun as part of a charge.

Special: A fighter may select Juggernaut Charge as a fighter bonus
feat.

KNIFE TRICK

You can do surprising things with a knife.

Prerequisite: Improved Feint, Quick Draw

Benefit: Whenever you draw a light weapon, you may feint your
opponent as a swift action. You must wait 5 rounds between
each use of this feat.

last piTCH EFFORT

You can throw all caution to the wind and make a final desperate
strike to defeat your enemy.

Benefit: As a full-round action, you may make a single attack at
your highest attack bonus with a melee weapon with which
you are currently armed. You gain a +4 circumstance bonus to
the attack roll and if you threaten a critical, you automatically
confirm it. Until the end of your next turn, you take a —4

circumstance penalty to your AC and you may only take a
standard or move action on your next turn.

Special: A fighter may select Last Ditch Effort as a fighter bonus
feat.

LIFE~FUELED GASTING

By drawing upon your inner reserves, you bolster your spells, making
them harder to resist.

Prerequisites: Con 13, Spell Focus (necromancy)

Benefit: Whenever you cast a necromancy spell, as an immediate
action, you may sacrifice your health to cast these spells at a
greater effect. For every 2 points of Constitution damage you
inflict upon yourself, you increase the spell's DC by +1 and
your effective caster level by +2.

Special: Every 2 points of Constitution damage you take reduces
your hit point total by 1 per class level or Hit Die.

LIGHTNING PARRY

You can deflect incoming attacks with your off-hand weapon.

Prerequisite: Two-Weapon Defense

Benefit: As an immediate action, you may sacrifice the +1 shield
bonus gained from the Two-Weapon Defense feat to gain a
+2 shield bonus to your AC against attacks made by a single
target for 1 round.

Special: A fighter may select Lightning Parry as a fighter bonus feat.

LINGERING ENCHANTMENT

Subjects once affected by your enchantment spells find themselves
craving the touch of your spells.

Prerequisites: Cha 15, Greater Spell Focus (enchantment)

Benefit: Any target that fails a saving throw against an enchantment
spell you cast must immediately succeed on a second Will save
against the spell's DC or take a penalty equal to one-half your
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caster level to all future Will saves against enchantment spells
you cast. Regardless of the success or failure of the save, the
target cannot again be affected by this feat for 24 hours. This
is a supernatural ability.

MERCHANT'S BLooD  BACKGROUND

Prerequisite: Profession (sailor) 1 rank, Weapon Focus (sap)

Benefit: You gain a +2 competence bonus on Intimidate checks.
When making a nonlethal attack against a flat-footed
opponent, your attack deals +2 points of damage.

PRETERNATURML [NSTINCTS

You descend from a powerful merchant’s family.

Benefit: You gain a +2 competence bonus on Diplomacy checks and
a +1 bonus to your Leadership score. Furthermore, you begin
play with the maximum starting gold for your class.

Special: You may only select this feat at first level.

NECRQMGNTTC RESONANGE

Necromancy spells you successfully cast leave a lasting mark on your
targets.

Prerequisites: Int 17, Greater Spell Focus (necromancy), evil

Benefit: Whenever a target fails its save against a necromancy spell
you cast, it is overcome with feelings of shame and horror. The
target must succeed on a Will save against the spell’s DC or
become shaken for a number of rounds equal to the spell’s level.
This is a mind-affecting fear effect. Subjects who succeed on
the save cannot again be affected by Necromantic Resonance
for 24 hours. This feat is a supernatural ability.

ODERPOWERING 4T TACK

You can batter down your opponents’ defenses.

Prerequisite: Str 15, Power Attack

Benefit: Whenever you attack an opponent who used the Combat
Expertise or Superior Expertise feats, who is fighting
defensively, or who took the total defense action, you gain a
+4 circumstance bonus on your attack roll.

Special: A fighter may select Overpowering Attack as a fighter
bonus feat.

PEARL DIVER

You are a practiced skin diver and are comfortable underwater.

Prerequisite: Swim 5 ranks

Benefit: You gain a +2 competence bonus on Swim checks and a +4
competence bonus on Constitution checks made to hold your
breath. In addition, while underwater, you take no penalty on
attack rolls and you deal normal damage when using slashing
weapons. Finally, you retain your Dexterity bonus to Armor
Class when off balance underwater. For details on underwater
combat, see Aquatic Terrain in the DMG.

PERSISTENT THREAT

You keep the pressure on your opponents to ensure they try no trickery
and slip free from your grasp.

Prerequisite: Combat Reflexes, base attack bonus +1

Benefit: On your action, choose one opponent you threaten. If that
opponent takes a 5-foot step, you may spend an immediate
action to move 5 feet.

Special: You may not use this feat while in difficult terrain such as
rubble or any other type of terrain that requires 2 squares of
movement to enter a new space. A fighter may select Persistent
Threat as a fighter bonus feat.

PRESS GANGER

You are adept at “helping” people volunteer for service on a ship.

You have amazing instincts, enabling you react more quickly than
most other foes.

Prerequisite: Wis 13, Improved Initiative

Benefit: If your initiative check is the highest of all combatants
engaged in the encounter, you gain a +1 dodge bonus to AC
and a +1 insight bonus on Reflex saves on the first non-surprise
round of combat.

QUICK STUDY

You can exchange prepared spells with a short period of intense
study.

Prerequisites: Int 19, Spell Mastery

Benefit: If you spend one hour studying your spellbook, you may swap
a number of prepared spells equal to your Intelligence bonus
for spells of the same level contained within your spellbook
or known through Spell Mastery. Even if you intend to swap
in spells known through Spell Mastery, you must still have
access to your spellbook in order to make use of this feat.
Using this feat requires intense concentration. You can ignore
minor distractions—unexpected noises, for example—with
a successful DC 15 Concentration check. Physical injury or
extended disruptions foil the attempt and you must start your
study again.

RALLYING GRY

With an inspiring cry, you replenish your allies’ inner resolve to keep
fighting.

Prerequisite: Cha 17, Leadership

Benefit: Gain a +1 bonus to your leadership score. As an immediate
action, you can loose a rallying cry to instill courage in your
allies. All living allies within 30 feet gain a morale bonus on
all saving throws equal to your Charisma bonus for 1 round.
Once you use this feat, you must wait 5 rounds before using
it again.

RAazZorR TONGUE

You have a sharp tongue and scathing wit capable of bewildering
your opponents.

Prerequisite: Cha 13, Intimidate 5 ranks.

Benefit: You can use Intimidate to bewilder a target. Make an
Intimidate check opposed by the target’s modified level
check (1d20 + character level or Hit Dice + target’s Wisdom
bonus [if any] + target’s modifiers on saves against fear). If
you win, your target may only take a single move action or
standard action on its next turn. Regardless of the result of
your Intimidate check, your target cannot be affected by this
feat again for 24 hours.

Using the Razor Tongue feat is a standard action.

Special: If you have the Improved Feint feat, you may use Razor
Tongue as a move action.

REdp SouL

You can apply your mastery of divination spells to derive uncanny
insights into the nature of those you meet.




Prerequisites: Spell Focus (divination)

Benefit: As a swift action, you can sacrifice a prepared divination
spell or a spell slot for which you can cast a known divination
spell to gain an insight bonus to a Sense Motive check equal
to the spell’s level x 2. Thus, a sacrificed 2nd-level spell would
grant a +4 insight bonus. You can use this ability before or
after the Sense Motive check is made.

RECKLESS §TTACK

You may leave yourself open to deliver a dreadful attack.

Prerequisite: Power Attack

Benefit: As a full-round action, you may make a single melee
attack using your highest attack bonus. If this attack hits, it
automatically threatens a critical hit. Roll again to confirm the
critical hit as normal.

Special: Using this feat provokes attacks of opportunity.
RESOQUNDING STRIKE

You may focus your 4i to deliver a tremendous attack.

Prerequisite: Power Attack, i strike (or similar) ability, base attack
bonus +6

Benefit: If you are unarmed or using a monk weapon, you may make a
single attack as a full-round action. You gain a +2 circumstance
bonus on your attack roll, but take a —4 penalty to AC until
the start of your next turn. If the attack hits, your target must
succeed on a Fortitude save (DC 10 + the damage dealt)
or fly straight back a number of squares equal to your base
attack bonus. If a barrier or some other obstacle interrupts the
target’s path, the target and the obstacle each take 1d6 points
of damage per 10 feet your target traveled.

RESTLESS DMIND

You can prepare spells and recover spell slots without needing rest.

Prerequisites: Con 13

Benefit: You do not require rest to prepare arcane spells or recover
arcane spell slots. You may still only prepare spells once in a
24-hour period, and you still need to spend an hour studying
or meditating to prepare the spells. This does not prevent the
physical need for sleep, but it does allow you to ignore the
effects of nightmare and other events that disrupt rest.

Normal: A spellcaster must get 8 hours of rest (or meditation) to
prepare new spells.

RIPOSTE

You know how to turn aside your opponent’s attack to create an
opening in his defenses.

Prerequisite: Combat Expertise, Combat Reflexes, Dodge, base
attack bonus +5

Benefit: On any round in which you use the Combat Expertise feat
and use the Dodge feat against an adjacent opponent, if that
opponent misses you on its next attack, you may spend a use
of Combat Reflexes to make a single attack of opportunity
against that opponent. You may only spend one use of Combat
Reflexes in this way each round.

Special: A fighter may select Riposte as a fighter bonus feat.
ROPE MONKEY

As an experienced seaman, you can climb rigging and ropes with the
speed and agility of a monkey.

Prerequisite: Climb 1 rank

Benefit: You always retain your Dexterity bonus (if any) to Armor
Class when climbing. Opponents gain no special benefit for
attacking you while you are climbing, even if they have higher
ground. Finally, if you take damage from an attacker while
climbing and your Climb check exceeds the DC by 5, you gain
a +1 circumstance bonus on your attack rolls against the target
that attacked you until the end of your next turn.

Normal: While climbing, a character loses his Dexterity bonus to
Armor Class. Opponents gain a +1 circumstance bonus on
attack rolls against characters against whom they have the
higher ground.

RUN 'iM THROUGH

You can slip through your enemy’s defenses to impale him on your
weapon.

Prerequisites: Weapon Finesse, base attack bonus +6.

Benefit: You deal +1d6 points of damage on a confirmed critical hit
made with a light piercing or slashing weapon.

Special: A fighter may select Run im Through as a fighter bonus
feat.

SCOUNDREL'S [LUCK

Your good fortune is exceeded only by your roguish charm.

Prerequisite: Cha 13

Benefit: As an immediate action, you may add your Charisma bonus
as an insight bonus on all Reflex saves. The bonus lasts for 1
round. You must wait 5 rounds between each use of this feat.

SEd 1 EGS

Your time at sea has taught you how to keep your feet in foul weather
and dangerous seas.

Prerequisite: Balance 1 rank

Benefit: You are never considered flat-footed when balancing. In
addition, whenever you succeed on a Balance check to move
across a precarious surface, you may move at full speed. Finally,
if you take damage from an attacker while balancing and your
Balance check exceeds the DC by 5, you gain a +1 circumstance
bonus on your attack rolls against the target that attacked you
until the end of your next turn.

Normal: Unless you have 5 or more ranks in Balance, you are
considered flat-footed while balancing. A successful Balance
check lets you move half-speed over a precarious surface.

SECOND tWIND

You can draw upon hidden reserves to throw off the effects of
fatigue.

Prerequisite: Great Fortitude

Benefit: As a full-round action you may attempt a DC 15 Fortitude
save to remove the effects of fatigue. You may use this feat just
once per encounter and this feat does not affect the exhausted
condition.

SHADOtWCASTER

Shadow spells you cast are especially intense.

Prerequisites: Sub-school Specialization (illusion—shadow)

Benefit: Whenever you successfully cast an illusion spell with the
shadow descriptor, the damage percentage increases by +5%
per point of your Intelligence bonus (minimum +5%) to a
maximum of 90%. For example, an illusionist with an 18
Intelligence (+4 bonus) who casts greater shadow evocation
deals 80% real damage instead of the normal 60%.
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You are an expert at subduing landlubbers.

Prerequisite: Press Ganger.

Benefit: You may use a melee weapon that deals lethal damage to
deal nonlethal damage at no penalty.

Normal: When using a melee weapon that deals lethal damage to
deal nonlethal damage, a character takes a —4 circumstance
penalty on the attack roll.

Special: A fighter may select Shanghai as a fighter bonus feat.

SHRUG T OFF

You can shrug off injuries as if they did not happen.

Prerequisite: Damage reduction 2/—
Benefit: As an immediate action, you may temporarily lower your
damage reduction by 1 to gain a +2 deflection bonus to Armor

Class for 1 hour.
SKILL EXPERTISE

You have a special understanding with a particular skill that allows
you to teach its use to others.

Prerequisite: Skill Focus (any skill)

Benefit: Choose one skill for which you have selected the Skill Focus
feat. As a swift action, you may add one-half your class level
as a competence bonus to a check using this skill.

Alternatively, as a full-round action, you may bestow a +4
insight bonus on any other character’s skill check with this
skill that is within 30 feet and who can both clearly see and
hear you speak. If the target is untrained in this skill, you do
not grant the +4 bonus, but you do allow the target to attempt
the skill check at a =5 competence penalty.

SPONTANEQUS TRANSMUTATION
You can modify your prepared spells on the fly.

Prerequisites: Concentration 12 ranks, Greater Spell Focus
(transmutation)

Benefit: For each spell level you can cast, select one transmutation
spell you know. Henceforth, you may exchange a prepared
spell for a selected transmutation of the selected spell’s level or
lower. As you gain new spell levels, you may select additional
transmutation spells for those spell levels.

SUPERIOR EXPERTISE

You are master of using your combat training for defense.

Prerequisite: Combat Expertise, base attack bonus +6

Benefit: When you use the Combat Expertise feat to improve your
Armor Class, the number you subtract and add to your AC can
be any number that does not exceed your base attack bonus.
This feat eliminates the +5 maximum normally incurred by
the Combat Expertise feat.

Special: A fighter may select Superior Expertise as a fighter bonus
feat.

SWASHBUCKLING

Your ingenuity and flair for combat makes you especially effective
at disarming and tripping your foes. As well, you can make a special
charge attack.

Prerequisite: Dex 13, Flamboyant Display
Benefit: Gain a +2 competence bonus to all disarm and trip attacks.
Additionally, you may use a rope, tapestry, or similar object

to make a swinging charge to gain an additional +2 bonus on
your attack roll.

TRoLL BLOOD (BACKGROUND)

You have troll blood in your veins and may even be a descendant of
the infamous pirate Sigurd Trolldottir.

Benefit: Once per day, you can spend a full-round action to heal
an amount of damage equal to one-half your character level
(minimum 1 point).

Special: You may only select this feat at 1st level.

UNCANNY [NSTINCTS

You can expend magical energy to improve your reflexes.

Prerequisites: Int 15, Spell Focus (divination)

Benefit: As a free action, you may sacrifice a prepared spell or use a
spell slot to gain an insight bonus to your initiative check equal
to twice the spell’s level. Thus, a sacrificed 2nd-level spell would
grant a +4 insight bonus to your initiative check.

UNHINGED

You are a little bit crazy, and encounters with the awful affect you less.

Benefit: Whenever you would gain Insanity Points, you reduce the
number of points you would gain by your Wisdom bonus.

L OEGPON DISPLHY

You can perform an impressive set of maneuvers to force your
opponents to think twice about attacking you.

Prerequisite: Dex 13, Cha 13, Intimidate 5 ranks, Weapon Focus
(any melee weapon)

Benefit: As a full-round action, you can execute a bewildering display
of flashing steel with a weapon for which you selected the
Weapon Focus feat. All living creatures within 30 feet who
also have Intelligence scores of 3 or higher must succeed on
Will saves (DC 10 + 1/2 your level + your Charisma modifier)
or take a —2 morale penalty on attack rolls made against you.
An affected creature retains this penalty until the end of the
encounter or until it successfully hits you.

Special: A fighter may select Weapon Display as a fighter bonus feat.
LWORDS OF POtwER

You know fragments of a magical language and can incorporate
them into your spells.

Prerequisites: Decipher Script 9 ranks, Knowledge (arcana) 9 ranks,
Magical Aptitude, any one metamagic feat

Benefit: When casting a spell with a verbal component, you may
apply the effects of any one metamagic feat you know as an
immediate action without increasing the spell’s effective level.
To do so, you must succeed on a caster level check (DC 15 + the
spell’s level). If the check fails, the spell is wasted and you are
stunned for 1 round. For Words of Power to work, you must
be able to cast the spell with the application of the metamagic
feat normally. So, if the highest level spell you can cast is 3rd,
you could not use Words of Power to apply the Still Spell feat
to fireball since doing so would make the spell the equivalent
of 4th level and therefore beyond your current capabilities. You
must wait 5 rounds between each use of this feat.

Special: You may not use this feat with the Quicken Spell or Silent
Spell feats. Spontaneous spellcasters (i.e. sorcerers) may use this
feat to employ metamagic feats without increasing the spell’s
casting time.



~ INSANITY AND DMADNESS —

One of Freeport’s most endearing qualities is the Lovecraftian mood
this dynamic city evokes. The elements of cosmic horror pervade the
setting, from the presence of despicable cults dedicated to mad and
alien gods, to the influence of ancient civilizations that at their height
eclipsed all things achieved by mankind, to the looming futility of
mortal actions against forces far beyond their control. Though these
elements are present in the setting, GMs may embrace them with
varying degrees of enthusiasm. Any game that cleaves closest to
cosmic horror ultimately dooms player characters, which creates a
less-than-ideal environment for heroic and sometimes over-the-
top adventure. For gaming groups that prefer the darker edge that
Freeport offers, this chapter includes madness and insanity rules
to reflect the strain that encounters with the horrific place on the
mortal mind.

Before you jump in with both feet to use these rules, though, you
should be aware of their implications. Most d20 characters have plenty
of vulnerabilities without introducing another one. Furthermore,
characters are more likely to accumulate Insanity Points than are the
villains, putting them at a slight or more considerable disadvantage.
One way to soften the impact of these rules is to ensure villains are
equally saddled with madness (as appropriate) to make sure that
the villain does not have an unbalancing advantage. Likewise, for
characters that are plagued with multiple Insanity Points, adversaries
that have special attacks or rely on spell-like abilities that target a
character’s Will should be treated as having a Challenge Rating of 1
or 2 higher than normal since insane characters are more vulnerable
to Will saves.

INSaANITY POINTS

Insanity Points quantify a character’s derangement, expressing how
unhinged he becomes after numerous encounters with the awful. Each
time a character studies a forbidden text, endures a profoundly terrible
supernatural experience, or encounters a shifting abomination hauled up
from the underworld to wreak havoc in the mortal plane, that character
is at risk of gaining one or more points of insanity. The more points a
character accumulates, the more insane the character becomes, until he
slips completely into the depths of madness.

(GONSEQUENGES
OF INSaNITY PoINTS

Insanity Points might affect a number of different factors, but for
the most part they affect a character’s Wisdom score and most of its
functions. For the purpose of skill checks, ability checks, and Will
saves, a character’s ¢ffective Wisdom is equal to their Wisdom score
minus their Insanity Points. However, for the purpose of spellcasting
(determining bonus spells and save DCs), the character’s Wisdom score
equals his Insanity Points plus his Wisdom score.

A character cannot gain more Insanity Points than his Wisdom
score. Should his Insanity Point score reduce his Wisdom to 0, the
character immediately stops gaining Insanity Points and henceforth
functions as if under the effects of the insanity spell. At any time,
a character may sacrifice a number of Insanity Points to acquire a
permanent madness (see Madness).

(GETTING USEP TQ £ItwFULNESS

A character that accumulates Insanity Points gradually becomes inured
to the sorts of things that would make another person run screaming.
Whenever a character would gain additional Insanity Points, that

character first reduces the number of Insanity Points gained by the
number of Insanity Points he already has to a minimum of 0 points.
For example, a character with 2 Insanity Points reduces the number of
Insanity Points he would gain from any other source by 2 points.

(aINING INSANITY POINTS

There are four basic methods for acquiring Insanity Points: Being
targeted by mind-affecting spells and effects, encountering terrifying
creatures, witnessing horrific acts of violence or other profoundly
wrong acts, and researching forbidden texts. While the rules here
assume groups will use all four methods of acquisition, you should
feel free to ignore one or more triggers if you find it unbalances

your game.

STINY THINITNTIIINS FIWHL], YLLIBHES)

43



GHAPTER THREE; SUPPLEMENTEL RULES

H4

TaBLE 3~3;
MINP—~RENDING ENCOUNTERS

Insanity
Intensity DC  Points Example
Mild 10 1 Endure violent torture for a

few minutes.

Moderate 15 1d3  Findinga severed body partin
an unexpected place.

Severe 20 1d4

Extreme 25+ 1d6+

Being buried alive.

Witness the extreme torture
and brutal killing of a
friend or loved one and
being helpless to stop it.

TaBLE 3~Y;
GREATURES €ND INSANITY POINTS

Hit Dice Insanity Points
1-3 1
4-6 1d3
7-9 1d4
10-12 1d6
13-15 1d8
16-18 2d6
19+ 3d6
TaBLE 3~5; INSANITY €ND TEAR
Will Save Condition
Failed by 5 or more Shaken
Failed by 10 or more Frightened
Failed by 15 or more Panicked

MIND~-LIFFECTING EFFECTS

Being the target of anything that affects the mind can risk lasting
damage, especially when it targets an unprepared mind. Any time a
character is the target of a mind-affecting spell or spell-like effect,
or a supernatural effect, and fails the saving throw by 5 or more, that
character gains a number of Insanity Points equal to the spell’s level.
For example, a character that’s targeted by a charm monster spell (DC
18) and rolls a 5 would gain 4 Insanity Points.

MINp-RENPING ENCQUNTERS

Certain encounters and experiences are so profoundly awful that
they can rend the mind. Seeing the shredded remains of a loved one,
enduring extended torture sessions, being confined in a small space
and buried alive, and so on, can all take their toll on a person’s mind.
Whether such experiences inflict Insanity Points is best adjudicated
by the GM since some characters are less likely to be deeply affected
by the horror while other characters may be more susceptible. Table
3-3: Mind-Rending Encounters provides a few benchmarks for
GMs to gauge just how awful something is.

TORBIPPEN TEXTS

For every rank of Knowledge (Forbidden Lore) gained through
researching forbidden or unnerving texts, you gain 1 Insanity Point.
Insanity Points gained in this way cannot be removed through magical
healing and may only be removed by gaining madness (see Madness).

GREATURES

While magical creatures are an accepted reality to most Freeporters,
such knowledge doesn’t make encountering them any easier.
Truly, the average Freeporter is not likely to encounter dragons,
shambling undead, and the like through ordinary experience and
an encounter with these horrors can leave a person forever after
changed. As a result, most creatures in the MM and other sources
can bestow Insanity Points regardless of the creature’s motivations
or alignment.

The default assumption is that all creatures outside of animals and
humanoids can bestow Insanity Points. Whenever a character
encounters a creature of any type other than the ones already
mentioned, she must succeed on a Will save (DC equals 10 + one-half
the creature’s Hit Dice + the creature’s Charisma modifier). If she
succeeds on the save she gains no Insanity Points and is not at risk
of gaining Insanity Points from creatures of that type for 24 hours.
If she fails on the save she gains Insanity Points as shown on Table
3—4: Creatures and Insanity Points.

INSaNITY aNp TEaRrR

In addition to the long-term effects of accumulated Insanity Points,
characters that gain Insanity Points may also suffer from a fear effect
(any fear effect gained from Insanity Points does not itself inflict
more Insanity Points—that would be silly). The intensity of the fear
is determined by the degree to which the character or characters
failed the Will save as shown on Table 3-5: Insanity and Fear. A
fear effect lasts for a number of rounds equal to the Insanity Points
gained. Each round, a character is entitled to a new Will save (a free
action) to get a grip on himself and reduce the fear effect’s intensity
by one-step (from panicked to frightened, frightened to shaken, and
shaken to normal).

REMODING INSANITY POINTS

Although Insanity Points do not go away on their own, there are a
few ways to remove them, thus restoring the minds of the characters
so that they can embark on new adventures and thwart the monstrous
threats of all manner of terrifying cults and creatures.

Magic
The easiest way to remove Insanity Points is with spells. A /Jesser
restoration spell removes 1d4 Insanity Points, while a restoration spell

removes all Insanity Points. Finally, a ca/m emotion spell suppresses the
effects of Insanity Points for the duration of the spell.

HedLiNG

A character afflicted with Insanity Points can be helped with a use
of the Heal skill. A character that spends a week (at least 4 hours
each day) with an afflicted character and succeeds on a DC 25 Heal
check may remove 1 Insanity Point from that character. The subject
of this treatment cannot benefit from more than one Heal check in
this way per week.

MApPNESS

Madness in 420 Freeport functions as a release valve for accumulated
Insanity Points. As a character accumulates these points, he must
endure the reduced Wisdom score, with a number of effects on the
character as described under the Consequences of Insanity Points.
To give characters a chance to eliminate Insanity Points without need
of a spell or extensive healing, a character can spend Insanity Points
to acquire a madness. Acquiring a madness is not required since player



TaBLE 3~(3: SHORT~TERM MADNESS

d% Effect

01-20  You faint. You can be awakened by vigorous action taking 1 round; thereafter, you are shaken until duration expires.

21-30  You have a screaming fit and must spend a standard action each round for the duration of the effect to continue screaming.

31-40  You become panicked for the duration.

41-50  You show physical hysterics or emotional outbursts (laughing, crying, and so on). You are shaken and must succeed on a DC 15
Concentration check to cast spells for the duration.

51-55  You babble in a torrent of incoherent speech. You are shaken and casting spells with verbal components is impossible for the duration.

56-60  You are gripped with an intense phobia and are shaken and cannot move from your square for the duration of the effect.

61-65  You become homicidal and attack the closest creature each round for the duration of the effect.

66=70  You suffer hallucinations and take a —4 circumstance penalty to all attack rolls, saving throws, and skill and ability checks for the
duration.

71-75  You are gripped with echopraxia or echolalia (doing or saying whatever those nearby do or say; 50% chance of either). You can take
no action unless you receive instructions. It requires a swift action to instruct you each round.

76-80  You are gripped with strange or deviant eating desire (dirt, slime, cannibalism, and so on). Each round, you must succeed on a DC 15
Concentration check (a free action) or spend the round indulging this hunger. If you succumb to your hunger, you become sickened
for 1d10x10 minutes after this effect wears off.

81-90  You fall into a stupor, assume the fetal position, and can take no actions for the duration.

91-99  You become catatonic. You can stand, but have no will or interest; you may be led or forced to simple actions, but may take no
independent actions.

00 Roll on Table 3-7: Long-Term Madness

TaBLE 3~F LONG~TERM MAPNESS

d% Effect

01-10  You perform compulsive rituals (washing hands constantly, praying, walking in a particular rhythm, never stepping on cracks, constantly
checking to see if crossbow is loaded, and so on). For the duration, you take a —2 competence penalty on attack rolls, saving throws,
and skill and ability checks.

11-20  You have hallucinations or delusions and take a —4 circumstance penalty to all attack rolls, saving throws, and skill and ability checks
for the duration.

21-30  You become paranoid and take a —6 competence penalty on all Charisma-based skill checks for the duration.

31-40  You are gripped with severe phobia and refuse to approach the object of the phobia (either the cause of the madness or anything that
reminds you of the cause) unless you succeed on a DC 20 Will save.

41-45  You have aberrant sexual desires (exhibitionism, nymphomania or satyriasis, teratophilia, necrophilia, and so on). You take a —4
circumstance penalty to all attack rolls, saving throws, and skill and ability checks for the duration.

46-55  Youdevelop an attachment to a “lucky charm” (embrace object, type of object, or person as a safety blanket; GM'’s decision) and cannot
function without it—you are considered helpless without the charm.

56-65  You develop psychosomatic blindness or deafness (50% chance of each).

6675  You have uncontrollable tics or tremors and take a —4 circumstance penalty to all attack rolls, saving throws, and skill and ability
checks (except for purely mental ones) for the duration. As well, you must succeed on a DC 20 Concentration check in order to
cast spells with somatic components.

76-85  You have amnesia and lose all memories of intimates and for the duration count as having 0 ranks in any Knowledge skills.

86-90  You have bouts of reactive psychosis and function as if under the effects of the insanity spell for the duration.

91-95  You lose the ability to communicate via speech or writing (50% chance of each). Spellcasters who lose speech cannot cast spells with
verbal components or magic items with command words. Spellcasters who lose writing gain the illiterate class feature (see the
barbarian in the PH) for the duration.

96-00  You become catatonic. You can stand, but have no will or interest; you may be led or forced to simple actions, but may take no

independent actions.

characters should eventually find ways to remove Insanity Points, SHQRT——TER.M M@N’Ess

but gaining a madness is a useful way to continue participating in an

encounter when the hoard of Insanity Points becomes too much to
bear. At any time, a player character may remove a number of Insanity
Points to purchase madness. Doing so is a free action and the effects

of the madness are immediate. the duration of the spell.

To acquire a short-term madness, a character must spend 2 Insanity
Points. Roll on Table 3—6: Short-Term Madness. The effects last
for 1d10+4 rounds. A calm emotions spell suppresses these effects for
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d% Effect

TaBLE 3—8: INDEFINITE MADNESS

01-15

16-20

21-25

26-30
31-35

36-45
46-50

51-70

for the duration of the rage.

71-80
nightmare spell.

81-85
become sickened for the remainder of the day.

86-95
and Gear for details on addiction.

96-00

Anxiety (including severe phobias): You take a —4 competence penalty on initiative checks. As well, you cannot approach the source
of your phobia unless you succeed on a DC 20 Will save.

Dissociative (amnesia, multiple personalities, 50% chance of either): If amnesia, you lose all memory of friends and loved ones. If
multiple personalities, roll 1d6 to determine the number of personalities. Each personality has a separate alignment (roll on Table:
Random NPC Alignment in the DMG). A random personality emerges whenever you take damage unless you succeed on a DC
20 Will save. Work with your GM to define these personalities. Each personality has access to the same class features, feats, skills,
and so on, and is generally not affected mechanically. However, if you have a code of conduct and violate that code while in the
control of another personality, that personality loses access to the class features that rely on adhering to the code.

Eating (anorexia, bulimia): Each month after gaining this madness, lose 10% of your current weight (to a minimum of half your
starting weight). Every two months (unless you are force fed and prevented from vomiting), you take a camulative —2 enhancement
penalty to your Constitution score. Should your Constitution fall to 0, you die.

Impulse control (compulsions): You take a —4 competence penalty on initiative checks. Anytime you are involved in a stressful
situation, you must succeed on a DC 20 Will save. On a failed save, you become confused for the duration of the encounter.

Mood (manic/depressive): Each day, roll 1d6. On an odd result, you become manic and gain a +2 competence bonus on all ability and skill
checks for the day. On an even result, you are depressed and take a —4 competence penalty on all ability and skill checks for the day.

Personality (various neuroses): You take a —2 enhancement penalty to your Charisma score.

Psychosexual (sadism, nymphomania): You take a —4 competence penalty on all Charisma-based skill checks, except when interacting
with other people with psychosexual disorders, in which case you gain a +4 competence bonus instead.

Schizophrenia/psychotic: Your alignment immediately changes to chaotic neutral and you take a —4 enhancement penalty to your
Wisdom score. In stressful situations (i.e. combat), you must succeed on a DC 20 Will save or enter into an uncontrollable rage.
'This rage functions exactly like a barbarian’s rage except you must attack the closest creature (regardless of being an ally or enemy)

Sleep (night terrors, sleepwalking): Whenever you would rest, you must succeed on a DC 20 Will save or be affected as if by a
Somatoform (psychosomatic conditions): At the start of each day, you must succeed on a DC 20 Will save. On a failed save, you
Substance abuse: You gain an addiction to a particular substance (i.e. a drug, alcohol, or something similar). See Chapter Five: Goods

Other: You suffer from a bizarre mental sickness. Take a —4 enhancement penalty to your Wisdom score. At the start of each day,
you must succeed on a DC 20 Will save or be confused for the remainder of the day.

LONG~TERM MApNESS

To acquire a long-term madness, a character must spend 4 Insanity
Points. Roll on Table 3-7: Long-Term Madness. The effects last for
1d10 x 10 rounds. A calm emotions spell suppresses these effects for
the duration of the spell.

INDEFINITE ]MADNESS

To acquire an indefinite madness, a character must spend 8 Insanity Points.
Roll on Table 3-8: Indefinite Madness. The effects are permanent. A

calm emotions spell has no effect on this degree of madness.

REMODING MADPNESS

Acquiring a madness is serious business, even though the effects of
short- and long-term madness go away on their own after a time.
With indefinite madness, though, a character is saddled with a nasty
vulnerability that can interfere with a variety of tasks and can be
frustrating if the effects persist overlong. Removing a madness is far more
involving than removing Insanity Points, but the price is often worth it
since multiple forms of madness can cripple a character beyond repair.

Magic

A heal spell is required to remove a madness and each casting removes
p q g

just one form of madness, though it also removes any remaining

Insanity Points.

HE4LING

A character afflicted with a madness can also be helped with the Heal
skill. Such treatment requires 1d6 months of confinement during which
time the afflicted character is attended by a trained healer. At the end
of the treatment period, the healer must succeed on a DC 25 Heal
check. A Heal check that succeeds by 10 or more indicates the character
makes a full recovery. A success by less than 10 less indicates that the
madness is suppressed for a while, but the madness could resurface at
any time. Any time a character with a suppressed madness gains 1 or
more Insanity Points, that character must succeed on a DC 20 Will
save. If the save fails, the madness reasserts itself immediately.

USING INSaNITY

While Insanity Points and madness clearly have their drawbacks, they
can also provide certain benefits. The clearest advantage of Insanity
Points is the boost divine spellcasters enjoy. An increased effective
Wisdom means more and more powerful spells, invaluable resources
for such characters assuming they can live with a dreadful Will save

and terrible Wisdom and Wisdom-based skill checks.

Certain forms of magic may also require Insanity Points. Chapter
Six presents a number of spells, incantations, and magic items that all
require some amount of Insanity Points or even a madness to employ.
In short, while Insanity Points provide certain liabilities, they can
also be a great boon to those who dabble in the forbidden.



As an important maritime trade city, Freeport sees the comings and
goings of all sorts of goods. From barges laden with trade goods
freshly harvested from the continent to a variety of weaponry and
armor, Freeport sees it all. This chapter expands Chapter: Equipment
in the PH by offering new weapons, armor, and general equipment,
while also presenting new rules for drugs, alchemical items, and
much more.

RWEALTH €ND [MIONEY

The most common coin is the lord, a gold coin of dubious quality
(gp)- A gold lord is worth 10 silver skulls (sp), with each skull worth
10 brass or copper pennies (cp). Though wealth is broken into these
denominations, it’s important to note that these are generalizations
of the many and various coins in circulation. A gold piece could be
a gold crown from the Ivory Ports or an

Medusa GG: The Medusa has a shorter barrel than does the Gorgon
due to its close-support role. Unlike other firearms, it is loaded
with a bag of small lead pellets. This sprays out a hail of lead
in front of the firer, but has abysmal accuracy. A Medusa’s shot
fills a 30-foot cone, dealing damage to all targets in the area

(DC 15 Reflex half).

Privateer FP: A classic firearm, it is one of the more reliable firearms
found in Freeport, granting a +1 bonus on the misfire table.

Stinger FP: A small discrete weapon, the Stinger FP is lightweight
and easily concealed, granting a +2 bonus to Sleight of Hand
checks to conceal the weapon on your person.

Titan GG Swivel Gun: A Titan is too big for a person to wield and
so it must be mounted. Like the Medusa, a Titan fires a spray
of lead pellets (or, in a pinch, nails or rocks). Ideal for boarding

actions, a Titan GG can sweep a deck clear

I T A
ong forgotten empire. Rather than bog . . .. ” : ! .
the game down with complex exchange Witbout i, 4 @g is 10 better than 4 W A swivel gun is normally crewed by two

rates, Freeport uses this simplified system
to encompass the currency of all peoples
and nations.

TREEPORT CWEAPONRY

'The average salt in Freeport is just fine with a sharp sword at his side,
but few are the folks that would qualify as “average”in Freeport. The
following weapons are certainly not unique to Freeport, but what
merits special mention is that they can a// be found in Freeport.

Belaying Pin: Belaying pins are used to secure ropes on ships and can
double as bludgeons when no other weapon is near at hand.

Boarding Axe: These are common weapons aboard ships, quickly
grabbed up when combat is in the offing.

Cutlass: The cutlass is a heavy, short-bladed slashing sword with a
basket hilt. With a cutlass, you get a +2 circumstance bonus
opposed attack rolls made to disarm an opponent (including
the roll to avoid being disarmed if such an attempt fails).

Dragon FP: This is the biggest type of pistol found in Freeport. It’s
named for its huge, smoky discharge that’s reminiscent of a
dragon’s breath.

Gaff: This is a metal hook with a crossbar at the base. It is used to
hook fish and lift bales, and occasionally to tear the guts out
of enemy sailors.

Gorgon GG: The Gorgon is a musket developed shortly after the
Privateer FP.

Greatlance: The greatlance is a favorite of whalers and marines alike.

Harpy GG: This short-barreled weapon uses a simple charge to
lob a crude grenade out to some distance. Not exceptionally
accurate, it explodes in a 5-foot radius at the point of impact,
dealing damage to the creature struck and half this damage
to all adjacent targets (secondary targets are entitled to a DC
15 Reflex save to halve this damage).

—Rheumy Pete, Street Preacher

men. It takes one man 3 rounds to reload
this weapon, or two men working together
2 rounds.

Tulwar: A tulwar is a curved sword with a disk pommel, but its blade
curves in a direction opposite to that of other such swords.
These uncommon weapons hail from a distant chain of islands
home to a people reputed for their psionic prowess.

TIREARMS

In the last few years, a new type of weapon has appeared on the streets
of Freeport: the firearm. These weapons are expensive, unreliable, and
slow to reload. However, they are easier to master than a longbow and
provide flash and bang to those without an aptitude for magic. And with
their emergence, they are beginning to change the face of warfare.

The key to the creation of firearms was the discovery of black powder.
Dwarves on the continent made this leap several hundred years ago,
but they never used it outside of tunneling and demolition. They could
see the big bang, but subtler applications eluded them. However, all it
took was the innovative genius of a gnome named Kolter to envision
a hand-held weapon powered by black powder. Believing himself
onto something, he constructed a prototype and took them to the
dwarves, only to be rebuffed. Soon after a powerful organization of
wizards caught wind of Kolter’s invention and they hounded him off
the Continent entirely.

Kolter, like many renegades before him, settled in Freeport. He
opened a small shop that sold clocks and toys and made a decent
living. Late at night, in the privacy of his workroom, he continued
his innovative work.

A decade ago, he completed his second prototype, the Kolter Clockwork
FP. This was a large pistol with an elaborate clockwork triggering
mechanism. The pistol worked after a fashion, but it was unwieldy
and he had difficulty finding appropriate ammunition. He tried
small darts at first, but the powder inevitably destroyed them. Later
he experimented with steel and silver balls, and even diamond chips.
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Silver was the most successful of the lot, but its cost was prohibitive.
Finally, he settled on lead projectiles. The softness of the metal made
them easier to make, and they still packed quite a punch.

Eight years ago, Kolter produced his first salable weapon, the Kolter
Privateer FP. This pistol featured a smaller triggering mechanism and
lead ammunition. Kolter debuted the pistol at Swagfest that year,
and impressed the crowds with its noisy discharge and destructive
abilities. A number of pirate captains bought the pistols, and Kolter’s
star immediately began to ascend.

A new set of problems now beset the gnome inventor. Each pistol
was hand crafted and the demand soon outstripped his production
capacity. At this point Dirwin Arnig, the gnome representative on the
Captains’ Council, stepped in. Dirwin saw the potential profit of this
new weapon. He convinced Kolter it would be in the best interest of
Freeport’s gnome community to keep production of firearms “in the
family.” Dirwin bankrolled an arms factory, while Kolter taught gnome
craftspeople how to make the weapons. A monopoly was born.

With funding in place, a factory to craft the weapons, and a staff of
employees, the Kolter Clockworks Factory went into full swing. Kolter
followed up his popular pistol designs with a musket, a musketoon,
and a weapon that proved very popular with pirates: the swivel
gun. Kolter has experiment with larger and larger weapons, but he
shied away from trying something like a cannon. His reasoning is
simple. Black powder explodes with the application of naught but a
spark. Cannons would require barrels of powder and thus be terribly
vulnerable to spells such as fireball and produce flame.

After just a few short years, production of the Kolter firearms was
at its maximum capacity. Orders kept flowing in, and not just from
Freeport. A demonstration of the firearms to the Moon King three
years ago let to an order of 500 muskets, which were used to arm his
infamous brigade of musketeers. Other kingdoms on the Continent
followed suit and as the orders came in, Kolter quickly became one
of Freeport’s wealthier citizens.

The gold promised by this industry was certainly attractive other
entrepreneurs and it didn’t take long before some enterprising

engineer dismantled a Kolter firearm and figured out just how they
worked. As a result, some in Freeport and elsewhere have begun to
produce firearms of many different makes and models. However, the
quality of these weapons is uneven and for now, they are generally
all unreliable weapons. Some are downright dangerous to those who
wield them.

RULES TOoR TIREARMS

Although these weapons are fast becoming popular, they are still
expensive and uncommon at best, thus using these weapons without
penalty requires the Firearms Proficiency. Even with this feat,
reloading these weapons is particularly slow. Powder must be poured
down the barrel and the lead shot rammed home. It takes 3 rounds to
reload a firearm, and the reloading provokes attacks of opportunity
(the Firearms Dirill feat reduces the reload time to just 1 round).

Firearms are still in their infancy, and are not always reliable.
Whenever a 1 is rolled on an attack roll made using a firearm, roll
another d20 and consult Table 4-2: Firearms Misfire.

Ifyou have iterative attacks, you can only use them if you have several
firearms ready to fire and in hand. In fact, unless you have the Quick
Draw feat and a loaded pistol or pistols at the ready, you may still
only make one attack per round. This limitation also applies if you
have the Rapid Shot feat.

Firearms can be magically enchanted like other ranged weapons,
but the ammunition cannot. Firearms follow the standard rules for
magical item creation and cost. However, they cannot be enchanted
with the special abilities Speed or Brilliant Energy.

TWET POtwDER

One of the greatest limitations of firearms is the vulnerability of
black powder to moisture. Not only does this make firearms useless
underwater, but they might also misfire or refuse to work even if they
are merely splashed by seawater or dampened by rain and humidity.
Keeping one’s powder dry is not always easy.



TaBLE Y~ COEAPONS
Simple Weapons Cost Dmg (S) Dmg (M) Critical  Range Increment Weight Type
Light Melee Weapons
Belaying Pin — 1d3 1d4 x2 10 ft. 11b. Bludgeoning
Boarding Axe 6 gp 1d4 1d6 x2 = 21b. Slashing
Gaft 2gp 1d3 1d4 x3 — 11b. Piercing
Martial Weapons Cost Dmg (S) Dmg (M) Critical ~ Range Increment Weight Type
One-Handed Melee Weapons
Cutlass’ 20 gp 1d4 1d6 18-20/x2 — 6 1b. Slashing
Tulwar 20 gp 1d4 1d6 18-20/x2 — 41b. Slashing
Two-Handed Melee Weapons
Greatlance 20 gp 1d8 1d10 x3 — 15 1b. Piercing
Exotic Weapons Cost Dmg (S) Dmg (M) Critical  Range Increment Weight Type
Firearms
Dragon FP 500 gp 2d8 3d8 20/x3 20 ft. 41b. Ballistic
Ammunition (10) 4¢gp — — — — 2-1/2 1b. —
Gorgon GG* 400 gp 3d6 4d6 20/x3 50 ft. 10 Ib. Ballistic
Ammunition (10) 3gp — — — — 2 1b. —
Harpy GG™ 650 gp 2d6 3d6 20/x2 30 ft. 7 Ib. Ballistic
Grenade (1) 25 gp — — — — 11b. —
Medusa GG* 750 gp 1d12 3d6 20/x2 Special 8 Ib. Ballistic
Ammunition (10) 6 gp — — — — 31b. —
Privateer FP 400 gp 2d6 3d6 20/x3 30 ft. 3 1b. Ballistic
Ammunition (10) 3gp — — — — 2 1b. —
Stinger FP 100 gp 2d4 3d6 20/x3 10 ft. 11b. Ballistic
Ammunition (10) 2¢gp — — — — 11b. —
Titan GG* 1,500 gp 2d8 3d8 20/x3 Special 25 Ib. Ballistic
Ammunition (10) 15 gp — — — — 12 1b. —
T See entry for special rules F Requires two hands to use.
TaBLE Y~2: TIREARMS MISTIRE

Roll Result

1-3 Kaboom! Weapon explodes and deals its normal damage to you.

4-8 Fouled. The barrel becomes fouled. Before you can use the weapon again, you must spend an hour and succeed on a DC 10 Craft
(firearms) check to clean it out. If the check fails, you may make another 1 hour later.

9-12  Jammed. The clockwork firing mechanism jams. Clearing the jam requires 1d6 full-round actions and a successful DC 15 Craft
(firearms) checks. If the check fails, you may make another after 1d6 full-round actions spent working on the jam. You may
fire the weapon the round after clearing it.

13-16 ~ Weak Charge. You used too little powder to prime the weapon, so the shot is fired with no effect. Reload as normal.

17-20  Failed Ignition. Either the firing mechanism fails to produce a spark or the powder simply fails to ignite. The weapon doesn’t go off,
but you may fire it again on the following round without having to reload.

In response to this limitation, Johann Krupp, an alchemist living
in Freeport, developed a “wet powder” that is resistant to moisture.
Wet powder is a blend of conventional black powder with fine
magnesium filings. It will burn when damp, and even underwater,
but does not have the explosive force of conventional black powder
in ideal conditions.

Wet powder behaves similarly to conventional powder with the
following exceptions:

. Out of the water, the weapon’s damage is reduced by 2
(minimum 1 point of damage), and the weapon’s range
increment is halved (round down to the nearest 5-foot
increment).

. In the water, the weapon’s damage is reduced by 4 (minimum
1 point of damage) and the weapon’s range increment is one-
quarter its normal distance (round down to the nearest 5-foot
increment).

Ammunition that includes wet powder costs three times the normal
amount.

GLUBBING TIREARMS

The long reload time of firearms make them less than useful after the
first round of combat, especially in close quarters. However, pirates,
being such resourceful types, have learned to “club” a discharged
firearm—grasping it by the barrel and using the wooden stock as a
bludgeoning weapon for melee combat.

Clubbed pistols deal 1d4 points of damage, while clubbed muskets
and similar weapons deal 1d6 points of damage. You cannot use a
swivel gun in this way. All clubbed firearms threaten a critical on a
natural 20 and deal x2 damage on a confirmed critical hit. Any attack
roll that results in a natural 1 using a firearm in this way indicates
the weapon is ruined and cannot be fired until repaired, requiring a
DC 20 Craft (firearms) check and raw materials equal to one-half
the firearm’s list price.
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TREEPORT RMOR

All of the armors described in the PH can be found in Freeport.
This said, certain types of armor are less common than others, with
heavy armor being the notable example. Freeport is a city of pirates
and sailors, so donning a suit of full plate armor is a death wish for
anyone with a sea trade. Since there is virtually no demand for these
sorts of armor, most armories don’t bother stocking them. Characters
looking to acquire heavy armor in Freeport will likely have to wait
for the armor to be made. A typical Freeport armorsmith has a Craft
(armorsmithing) modifier of +7.

In addition to the normal sorts of armor described in the PH, Freeport
has a unique type of armor.

Cockleshell Suit: This suit is the Lobstermen’s secret weapon.
Attached to an air pump, it allows a diver to stay underwater

for hours. The biggest liability of the cockleshell suit is the
exposed air hose, which can be severed. The hose has AC 5,
hardness 2, and hit points 5.

APVENTURING (GBAR

'The following items expand those available in the PH.

Aiming Stock: An aiming stock looks like a pitchfork or military fork,
but anyone feeling the poor balance will quickly conclude it is
not a weapon itself. Rather, it’s an aid to help steady the recoil
of some of the firearms and give them increased accuracy. As a
move action, the aiming stock can be jammed into the ground
and a musket laid into its V section.

As long as the firer doesn’t move from that spot, all attacks
made with the firearm gain a +1 circumstance bonus to hit. At
the moment, the only weapon that benefits from the aiming
stock is the Gorgon GG musket.

Rummer Modification: Rummer weapons were first developed by
rum-smugglers in the Serpent’s Teeth, but they have since
gained favor among adventurers. A rummer weapon has a hollow
handle or shaft that can be filled with up to six ounces of liquid.
'The wielder can uncork the contained and drink one ounce of
the contents (or apply one ounce of oil) as a move action that
provokes an attack of opportunity. Rummer weapons must be
able to contain a volume of liquid—spiked chains, nets, slings,
and ammunition cannot benefit from this modification.

Spring-loaded Bayonet: A loaded weapon is a tremendous asset in a
fight,but an empty firearm is actually a liability in melee combat.
With that in mind, the spring-loaded bayonet is available to
those looking for a bit more versatility. A quick flick of a release
catch turns a longarm into a spear in an instant. The blade folds
under the stock of a Gorgon or a Medusa and can be deployed as
aswift action, turning the firearm into a shortspear. The weapons
cannot shoot while the bayonet is extended.

SPECIAL SUBSTANGES
AND JTEMS

Freeport is home to a number of unique substances and items.

Abyss Dust: The specially treated and ground petals of the sunburst
flower, this inhaled powder looks like rich black or deep gray
ashes. Users who inhale this substance must succeed ona DC
13 Fortitude save or suffer the initial effects. Ten rounds later,

the user must succeed on a second Fortitude save against the
TﬁBLE LI....LI. ﬂpDENTURjNG anR same DC or suffer the secondary effects.

) Initial Effect: +2 competence bonus to Intelligence and
Item Cost Weight Charisma for 1 hour.
Aiming Stock 4gp 41b. Secondary Effect: 1d4 points of Wisdom damage.
Rummer Modification +500 gp — Side Effects: Abyss dust causes hallucinations. Characters under
Spring-Loaded Bayonet S5gp 11b. its effects take a —4 competence penalty on all ability

checks, skill checks, and attack rolls for 1d3 hours.
TaBLE H~3: €IRMOR
Armor MaxDex  Armor Check  Arcane Spell —Speed—

Armor Cost Bonus Bonus Penalty Failure Chance (30 ft.) (20 ft.) Weight
Heavy Armor
Cockleshell Suit 800 gp +4 +1 35% 20 ft. 15 ft. 40 1b.




Owerdose: If more than one dose is taken in an 8-hour period,
the user takes 1d4 points of Wisdom drain in addition to
the Wisdom damage. Using this drug more than twice in
a 24-hour period deals 2d4 points of Wisdom drain and
causes the user to become nauseated for 1d6 hours.

Addiction: Extreme

Manufacturing abyss dust requires 1 sp of snake weed and
a successful DC 15 Craft (poison) check. A check requires 1
hour of work.

Body Parts: The price of body parts (arms, legs, torsos, heads) is

a fraction of the cost of the creature’s whole body. An arm
or leg costs about 10%, heads about 20%, and torsos start at
20% and go nearly to the full body price, especially for hefty
creatures. Humanoid body parts are generally available through
the black market.

Cadaver: Human bodies are always available—from the Crematorium,

floating in the Underside, or sold in the Black Mark. Generally
a poor beggar’s remains will cost about 100 gp, since it is a
low-risk, non-specific request. Corpses of other races are a
bit more costly, with most going for 200 gp and elves going
for as much as 1,000 gp. For specific requests, the cost is 100
gp x the corpse’s Hit Dice or level. Specific requests such as a
particular person can cost as much as double the normal price.
A humanoid skeleton, on the other hand, costs half as much
as an intact (or mostly intact corpse).

Captain’s Grog: On the wild seas of the Serpent’s Teeth, a captain’s

first concern (after pirates of course) is a mutinous crew. Since
the violent overthrow of three whaling vessels at the turn of
the last century, many captains have turned to the brew of
rum and tropical herbs now called captain’s grog. It is an open
secret that the crews of naval vessels are routinely issued casks
of the grog instead of plain rum, and many captains wouldn’t
consider sailing without it.

Anyone who drinks a measure of captain’s grog at least once
a day for a week straight takes a —4 competence penalty on
Intimidate checks and on Will saves against mind-affecting
effects. A DC 15 Fortitude save halves these penalties, but a
new save must be made after every dose.

A cask holds enough fluid to serve a typical crew drinks
for two weeks.

Manufacturing captain’s grog requires 500 gp in raw
materials and a successful DC 15 Craft (alchemy) check. A
check requires 1 day of work.

Devil Wicks: The legendary pirate captain Black Jules was the first

to tie matches into his beard and hair before attacking ships at
sea, but the humble alchemist Hu Li perfected their modern
form, still in use by reavers across the known world.

These slow-burning fuses are tied to the user’s hair and
beard, and lit before a combat. They burn for 5 rounds, giving
off a hellish light and a swirl of fumes. The eerie flames give
the user a +2 bonus on Intimidate checks.

When the matches finally gutter out, the user takes 1 point
of fire damage.

Marching Powder: This pale yellow powder is a powerful stimulant

that helps users overcome fatigue. Users who inhale this
substance must succeed on a DC 15 Fortitude save or suffer
the initial effects. Ten rounds later, the user must succeed on
a second Fortitude save against the same DC or suffer the
secondary effects.

Initial Effect: User gains the benefits of the Endurance feat for
2 hours. If the user already has the Endurance feat, the

bonus increases to +8.

‘TaBLE H-5:

SPECIAL SUBSTANCES & JTEMS
Item Cost Weight
Abyss Dust 2sp =
Body Parts Varies Varies
Cadaver 100 gp or more 100-200 Ib.
Cask of Captain’s Grog 2,000 gp 60 Ib.
Devil Wicks 100 gp —
Marching Powder 50 gp —
Master Hovith’s Tired 140 gp —

Liver Tonic
Salt Draughts 150 gp —
Snake Weed 1sp —
Tallowtack 50 gp —

Secondary Effect: 1d3 points of Dexterity and Charisma damage.

Side Effects: None

Owerdose: For each dose taken beyond the first in a 24-hour
period, the user must succeed on a DC 15 Fortitude save
or take 1d10 points of damage as the marching powder

ravages his system.
Addiction: Medium

Manufacturing marching powder requires 25 gp of
miscellaneous supplies and a successful DC 20 Craft (poison)
check. A check requires 1 hour of work.

Master Hovith’s Tired Liver Tonic: A foul mixture of kaffee, cheap

wine, poppy extract, and a few mysterious ingredients, the
Liver Tonic is said to be the ultimate cure for just about any
ailment. In truth, it is a potent mixture that leaves its users
reeling. Users who drink this substance must succeed on a DC
15 Fortitude save or suffer the initial effects. Ten rounds later,
the user must succeed on a second Fortitude save against the
same DC or suffer the secondary effects.

Initial Effect: —4 competence penalty on all Dexterity checks
and Dexterity-based skill checks for 1d6+3 hours.
During this time, the target cannot run.

Secondary Effect: =2 competence penalty on all other ability
and skill checks, all attack rolls, and saving throws for
1d6+3 hours.

Side Effects: The user gains damage reduction 2/— for the
tonic’s duration. In addition, he only takes half damage
from nonlethal attacks.

Owerdose: For each dose taken beyond the first in a 24-hour
period, the user must succeed on a DC 12 Fortitude
save or pass out in a drunken sleep lasting for 2d12+6
hours. Each dose after the second imposes a cumulative
—4 circumstance penalty on the save.

Addiction: Low

Manufacturing the tonic requires 70 gp of miscellaneous
supplies and a successful DC 20 Craft (poison) check. A check
requires 1 hour of work.

Salt Draughts: A staple of sea voyages, salt draughts are often packed

on board in firkins in case of bad weather or shipwrecks. A dose
of this vile concoction allows the imbiber to drink liquids like
seawater, vinegar, and even urine as if it were fresh water. The
effects of one dose last for 24 hours. In addition, for the first
minute after drinking salt draughts, the imbiber also gains a
+4 bonus on Fortitude saves against poison.
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Manufacturing salt draughts requires 75 gp in raw materials
and a successful DC 18 Craft (alchemy) check. A check
requires 1 hour of work.

Snake Weed: This drug is nothing more than the dried petals of a
sunburst flower. Users who inhale this substance must succeed
on a DC 11 Fortitude save or suffer the initial effects. Ten
rounds later, the user must succeed on a second Fortitude save
against the same DC or suffer the secondary effects.

Initial Effect: +1 competence bonus on Will saves for 1d3 hours.

Secondary Effect: 1 point of Wisdom damage.

Side Effects: Snake weed makes its users sluggish and lethargic.
A character under the effects of snake weed takes a —2
competence penalty on initiative checks.

Owerdose: If more than one dose is taken within an 8-hour
period, the user becomes sickened for 1d3 hours. Using
this drug more than twice in a 24-hour period causes
the user to become nauseated for 1d3 hours.

Addiction: Low

Preparing snake weed requires 5 cp of raw materials and
a successful DC 10 Craft (poison) check. A check requires 1
day of work.

Tallowtack: This alchemical mixture is highly prized by thieves,
spies, and politicians. Those who manufacture it, and those
who use it, closely guard its existence due to the nature of its
use. Tallowtack has two functions. When applied to solid wax,
tallowtack temporarily gives it the consistency of soft leather,
making it easily removed from surfaces without breaking.
Mixed with liquid wax, tallowtack forms a fast-setting adhesive.

Spies and forgers use tallowtack to remove the seal from a
document without breaking it and to reattach the seal when
they are finished. Creating tallowtack requires a DC 30 Craft
(alchemy) check.

PoisoN

Poison is one of the most important weapons in an assassin’s arsenal
and since Freeport has its fair share of killers, there are plenty of
poisons to be had in this city. To manufacture poison, you must have
raw materials equal in value to one-half the list price and succeed
on Craft (poison) check (DC equals 15 + 1 per 100 gp of the list
price). A check represents 1 day of work.

SERDICES

Sometimes the best solution for a problem is to hire someone else
to take care of it.

Docking Fees: Freeport’s Harbormaster charges each ship a fee for
docking in the city. The amount varies depending on whether
the ship docks in the Marina (the highest fees), the Warehouse
District, the Docks, or Scurvytown. In addition, the fees may
vary depending on the season. Typically, a ship’s captain must
pay 1 penny per yard of his vessel’s length, per day.

Hireling, Trained: The amount given is the typical daily wage for
mercenary warriors, masons, craftsmen, scribes, teamsters, and
other trained hirelings. This value represents a minimum wage;

many such hirelings require significantly higher pay.

DRUG £IpPICTIONS

Drug addictions function much like diseases as described in the DAVG. The characteristics of certain forms of addiction are summarized
on the table below. Upon initial exposure (any time a character imbibes or applies a drug with an addiction rating), the character
must succeed on a Fortitude save or become addicted. Instead of having an incubation period as with diseases, a drug has a satiation
period, which is the length of time a single dose remains effective in a character’s system. Addiction, if not satisfied by further doses
of the drug, proceeds like a disease—the character takes ability damage each day unless he succeeds on a Fortitude save.

Addiction Rating: Each drug is rated according to its addictive potential, from lowest (negligible) to highest (extreme). Sometimes,
an individual’s long-term addiction raises a drug’s addiction rating for that individual. Drugs with a negligible rating are not
subject to this change. Stronger drugs increase their addiction rating by one step for every two full months a character remains
addicted to the drug. A character who recovers from an addiction and later becomes addicted again to the same drug does so at
the addiction rating the drug had just prior to his earlier recovery.

Satiation: Each time a user takes a drug to which he is addicted, he is satiated and staves oft withdrawal symptoms for the time
indicated on the table. Whenever the satiation period expires before the user takes another dose, the DC of the Fortitude save to
resist damage (see below) increases by 5. The dose that causes a character to become addicted counts for the purpose of tracking
the satiation period.

Damage: An addicted user who is not satiated takes the indicated amount of ability damage each day unless the character succeeds
on a Fortitude saving throw.

Recovery: If a character makes two successful saving throws in a row, he has fought off the addiction and recovered, and takes no
more damage from withdrawal symptoms. A /esser restoration or restoration spell might negate some or all of the ability damage
caused by an addiction, but the next day the victim may take more ability damage if he continues to fail his Fortitude saves. Remove
disease immediately causes a user to recover from an addiction, but does not heal ability damage. Greater restoration or heal causes
recovery and restores all ability damage from the addiction.

Addiction Rating Fort DC Satiation Period Damage
Negligible 4 1 day 1d3-2 (can be 0)
Low 6 10 days 1d3 Dex
Medium 10 5 days 1d4 Dex, 1d4 Wis
High 14 1 day 1d6 Dex, 1d6 Wis, 1d6 Con
Extreme 25 1 day 1d8 Dex, 1d8 Wis, 1d6 Con, 1d6 Str




Hireling, Untrained: The amount shown is the typical daily wage for
laborers, porters, cooks, maids, and other menial workers. .
o - OPTIONAL RULES:
Messenger: This entry includes horse-riding messengers and runners.
Those willing to carry a message to a place they were goin f
anyway rnaygask for o};ﬂy half t}%e indicgted amoi/mt. e INGESTED ONSE’I‘ TIMES
Ship’s Passage: Most ships do not specialize in passengers, but many fQR PQiSQNS
have the capability to take a few along when transporting cargo.
Double the given cost for creatures larger than Medium or According to the DMG, a character’s first exposure to
creatures otherwise difficult to bring aboard a ship. a poison forces that character to make a Fortitude save
or suffer the poison’s initial effects. While this does
make poisons easy to use, ingested poisons rarely kill
. with a simple taste and nearly all require digestion and
TﬂBLE LI 7’ SERDTCES disseminat?on into the bloodst};eam bgfore thegy take their
Service Cost effects. As an optional rule, ingested poisons may have
Docking fees Varies a slower onset time to reflect the advantages of using
M ingested poisons. After a poison is consumed, the victim
s makes the Fortitude save affer the onset time has elapsed
LIS 2ep as shown on the following table. One minute later, the
One district aver 4cp victim must succeed on a second Fortitude save or suffer
Three or more districts away Lsp the secondary effects as normal.
Through Scurvytown extra 5 cp
Through Bloodsalt extra 1 gp Poison Onset Time
Rickshaw Ride Amanita Mushroom 2d12 hours
Same district 5cp Belladonna 1d10 minutes
One district over 1sp Botulin 1d6 hours
Three or more districts away 2sp Cyanide 1d6 x 10 minutes
Through Scurvytown extra 5 cp Digitalis 1d3 x 10 minutes
Through Bloodsalt extra 5 gp Dumb Cane 1d3 x 10 minutes
Portage fee extra 1 cp per bag Fugu Toxin 1d3 x 10 minutes
Ship’s passage 1 sp per league Hemlock 1d6 x 10 minutes
Whore Ricin 1d3 days
Poor 1 cp per hour Shellfish Toxin Immediate
Average 1 sp per hour
Good 1 gp per hour
Excellent 10 gp per hour
TaBLE H~Q: NBOO PoisoNs
Poison Type Initial Damage Secondary Damage Price
Amanita Mushroom Ingested DC 11 1d6 Con 1d6 Con 180 gp
Belladonna Ingested DC 13 1d6 Con 2d8 Con 650 gp
Black Widow Venom Injury DC 10 1d4 Dex 1d4 Dex 100 gp
Botulin Ingested DC 16 1d6 Con 1d6 Con 300 gp
Cobra Venom Injury DC 14 2d4 Str 1d4 Str 200 gp
Curare Injury DC 17 1d8 Dex 1d8 Dex 1,500 gp
Cyanide Ingested DC 20 1d6 Con 2d6 Con 1,800 gp
Inhaled DC 22 2d6 Con 1d6 Con 2,500 gp
Injury DC 21 2d6 Con 1d6 Con 2,100 gp
Digitalis Ingested DC 18 2d4 Con 2d4 Con 500 gp
Dumb Cane Ingested DC 12 1d3 Con 1d8 Con 150 gp
Fugu Toxin Ingested DC 24 1d12 Con 1d12 Con 3,000 gp
Injury DC 19 1d8 Str 1d10 Str 750 gp
Hemlock Ingested DC 11 1d8 Con 1d6 Con 250 gp
Poison Frog Toxin Injury DC 20 1d6 Dex 2d6 Dex 3,000 gp
Salamander Toxin Contact DC 10 1d6 Str 1d3 Str 100 gp
Shellfish Toxin Injury DC 22 4d4 Str 2d4 Str 1,000 gp
Ingested DC 18 3d4 Str 1d4 Str 650 gp
Stonefish Injury DC 15 1d8 Con 1d4 Dex 300 gp
Tarantula Venom Injury DC 10 1d4 Dex 1d3 Dex 120 gp
Venom of the Serpent Injury DC 20 3d6 hp 2d6 Con 2,000 gp
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Freeport is very much a maritime city, typical in that it sees the
comings and goings of travelers, it thrives on trade, and it can look
the other way when it comes to making a profit. Freeporters’general
unwillingness to ask too many questions allows all sorts of strange
things to slip inside the city. Certainly, the harbormaster and his
agents do their best—well, they try—to keep an eye on goods
moving through the Docks, but there are many other ways into
the city and even through legitimate means, a stiff bribe can get an
official to pretend he never met the smuggler. In short, for as much
as Freeporters vocally despise cultists, they have a very real and strong
presence in the city and they, more than anyone, derive their power
from the city’s inability to control what comes inside.

BAarp SPELLS

[ST-LEVEL BARD SPELLS

Vigilance: Recipients gain +1 bonus on Listen, Sense Motive, and
Spot checks, +2 against enchantment effects.

3RD-LEVEL GLERIC SPELLS

Fortify Mind™: Creatures gain resistance to Insanity Points.
Starvation: Creatures within 30 ft. become sickened.

Y1~ EDEL GLERIC SPELLS

Ray of Rot: Ray deals 3d6+1 per caster level to wooden creature
or object.

GTH~] EVEL GLERIC SPELLS

Firebird™: Create a quasi-real giant eagle made of fire.

ZTH~ EDEL GLERIC SPELLS

Bewilder: Target becomes shaken and must delay.

Flash/Bang: Create a small explosion to distract your enemies.
Serenity: Suppress Insanity Points for all creatures in a 20-ft. radius.
Unhinge: Target creature gains 1d4+1 Insanity Points.

2ND~1 EVEL BARD SPELLS

Fortify Mind™: Creatures gain resistance to Insanity Points.

3RD-LEVEL BARD SPELLS

Fast Escape: You gain a +30 bonus on Escape Artist checks.

GLERIC SPELLS

IST~LEVEL GLERIC SPELLS

Serenity: Suppress Insanity Points for all creatures in a 20-ft.
radius.
Unbhinge: Target creature gains 1d4+1 Insanity Points.

Inscribe Yellow Sign™: Draw maddening sigil of the Unspeakable
One.
Pirate’s BootyF: Safeguard the location of a single treasure chest.

UNSPEAKABLE DOMEIN

Granted Power: You cast mind-affecting spells at +1 caster level.

UNSPEARABLE DOMAIN

1 Unhinge: Target creature gains 1d4+1 Insanity Points.

2 Bewilder: Target becomes shaken and must delay.

3 Rage: Subjects gain +2 to Str and Con, +1 on Will saves, -2 to AC

4 Confusion: Makes subject behave oddly for 1 round/level.

5 Secret Form: Target becomes an aberration and gains Insanity
Points.

6 Phantasmal Killer: Fearsome illusion kills subject or deals 3d6
damage.

7 Inscribe Yellow SignM: Draw maddening sigil of the Unspeakable
One.

sidebar as needed.

(Gops OF TREEPORT

In keeping with Freeport’s ability to be dropped into any campaign setting, most of the gods mentioned in the Pirate’s Guide are intentionally
generic. You may substitute gods that most closely resemble the portfolios of the Freeport gods or use the game mechanics described in this

Deity Alignment Domains Favored Weapons

God of Knowledge Neutral good Good, Knowledge, Protection, Travel Quarterstaft
God of Luck Chaotic neutral Chaos, Luck, Trickery Dagger
God of Murder Chaotic evil Chaos, Darkness, Death, Evil Dagger
God of Pirates Chaotic neutral Air, Travel, Water, War Cutlass
God of the Sea Neutral Destruction, Luck, Travel, Water Trident

God of Warriors Neutral Destruction, Protection, Strength, War Greatsword
Oona, the Cannibal Spirit Neutral evil Destruction, Evil, Trickery Dagger

Unspeakable One Chaotic evil Chaos, Death, Destruction, Evil, Unspeakable Kukri

Yig, Hitthkai Sect Neutral Animal, Knowledge, Magic Quarterstaft

Yig, Sskethvai Sect Neutral evil Evil, Strength, War Scimitar




8 Insanity: Subject suffers continuous confision.
9 Insanity, Mass: As insanity, but multiple targets.

DRUIp SPELLS

~ [ EDEL DRU PELLS

Cloud Shape: Modify a cloud’s appearance to transmit messages.

~| EDEL DRI PELLS

Body of Eyes: Gain immunity to flanking and +10 bonus on Search
and Spot checks.

Ray of Rot: Ray deals 3d6+1 per caster level to wooden creature
or object.

YTH~] EDEL DRUID SPELLS

Dive: Target creature gains darkvision, bonus on Swim checks, and
ability to breathe underwater.

GTH~LEVEL DRUID SPELLS

Firebird™: Create a quasi-real giant eagle made of fire.

PdLapiN SPELLS
[sST-1 EVEL PdrapiN SPELLS

Vigilance: Recipients gain +1 bonus on Listen, Sense Motive, and
Spot checks, +2 against enchantment effects.

RANGER SPELLS
[ST-1 EVEL REANGER SPELLS

Vigilance: Recipients gain +1 bonus on Listen, Sense Motive, and
Spot checks, +2 against enchantment effects.

SORCGERER {WIZARD SPELLS
[ST-L EVEL SORGERER [S WIZARD SPELLS

Ench Bewilder: Target becomes shaken and must delay.
Unhinge: Target creature gains 1d4+1 Insanity Points.
Evoc Force Armor: Gain +8 armor bonus to AC for 1 round.
Illus  Flash/Bang: Create a small explosion to distract your enemies.
Trans Subvert Minion: Take control of one summoned creature.

2ND~] EVEL SORCERERWIZARD SPELLS

Conj Saltburst: Deals 2d4 damage (2d8 to plant and water creatures)
within 10 ft.
Stunning Bolt: Ray deals 1d6 nonlethal/caster level (max. 10d6)
Ench Part Crowd: Move through crowds at normal speed.

B3RP~ EVEL §QRCERER[§521Z&&D SPELLS

Abjur Fortify MindM: Creatures gain resistance to Insanity Points.

Ench Body of Eyes: Gain immunity to flanking and +10 bonus on
Search and Spot checks.

Necro Starvation: Creatures within 30 ft. become sickened.

YTH~] EVEL SORCERERKIZERD SPELLS
Illus  Shadow Blade: Create a blade of semi-solid shadow.

Trans Dive: Target creature gains darkvision, bonus on Swim checks,
and ability to breathe underwater.
Ray of Rot: Ray deals 3d6+1 per caster level to wooden creature
or object.

STH~-[ EVEL §QRCER‘ER[§&ZTZ€!@ SPELLS

Conj Firebird™: Create a quasi-real giant eagle made of fire.
Necro Strangle: 4d6 nonlethal or target suffocates.

FTH~-] EVEL §QRCERER[§521Z€I@ SPELLS

Conj Inscribe Yellow Sign™: Draw maddening sigil of the
Unspeakable One.

Ench Pirate’s Booty": Safeguard the location of a single treasure
chest.

8TH-1 EVEL §QRCERER[§521Z€I@ SPELLS

Evoc Vice of the Deep: 1d6/caster level and deafen all within 30 ft.

OTH~EDEL §QRCERER.[S5212€1@ SPELLS

Ench Insanity, Mass: As insanity, but all within 30 ft.

NE(A) SPELLS

The following spells are presented in alphabetical order.

BEtWILPER
Enchantment (Compulsion) [Mind-Affecting]
Level: Bard 1, sorcerer/wizard 2, Unspeakable 2

Components: V

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: 1 round

Saving Throw: Will negates

Spell Resistance: Yes

You spit a filthy word that causes a target to gibber in fear for 4
Sfew moments.

The target of this spell becomes shaken for 1 round and must delay
until the end of the round before it may act.

Bopy of EYES
Divination

Level: Druid 3, sorcerer/wizard 3
Components: V,S,M

Casting Time: 1 round

Range: Personal

Target: You

Duration: 1 minute/level (D)

Eye-shaped spots emerge all over your skin and clothing.

Body of eyes grants you a +10 competence bonus on all Search and
Spot checks. As well, while under the effects of this spell, you cannot
be flanked. Since you are peering out in all directions at once, you
cannot avert or close your eyes to avoid gaze effects or any other
effect that relies on sight.

Material Component: The preserved head or eye of a chameleon,
spider, or insect.

GLOUD SHAaPE
Transmutation

Level: Druid 2
Components: V, S
Casting Time: 1 round
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Range: 1 mile/level

Target: One cloud

Duration: 10 minutes/level (D)
Saving Throw: None

Spell Resistance: No

eAs you invoke the spirits of the air, a cloud bebaves strangely,
bending and folding, assuming an entirely unnatural shape that
matches your artistic intent.

You alter the appearance of a single cloud (or any other natural cloud
or plume of non-magical gas, smoke, or mist) to take on any shape you
desire. Generally, the affected cloud is visible from anywhere below
it in a 5-mile radius (more or less depending on other conditions at
the GM’s discretions).

Cloud shape does not grant viewers any ability to understand written
messages in the clouds if they don't know the language. Any attempt
at cloud portraiture requires a DC 10 Craft (art) check to determine
the accuracy of the portrayal.

Once the spell’s duration expires, the cloud slowly (or rapidly) loses its
shape over a period of 1d6 minutes. As the cloud unravels, witnesses
can still determine the cloud’s message or appearance by succeeding
on a Wisdom check (DC 5 + 5 per minute that passes after the end
of the spell).

While under the effects of this spell, the cloud is resistant to any
non-magical winds, holding its
shape even in a gale. However,
magical winds of strong or
stronger force disperse the
target cloud immediately.

Dive

Transmutation

Let me lock the door...”

Level: Druid 4, sorcerer/wizard 4
Components: V, S, M/DF

Casting Time: 1 standard action
Range: Touch

Target: Living creature touched
Duration: 10 minutes/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Salt water bubbles up between your fingers as you press your hands
to the target of this spell.

Dive grants the recipient the ability to withstand the environmental
perils of the murky depths. The recipient of this spell gains the ability
to breathe underwater, a +8 enhancement bonus on Swim checks, and
darkvision out to a range of 30 feet for the duration of the spell. In
addition, while affected, the recipient can move and attack normally
while underwater, even with slashing and bludgeoning weapons.

Dive does not make creatures unable to breathe air.

Arcane Material Component: A tiny bronze bell.

Fast Escare
Transmutation

Level: Bard 3

Components: S

Casting Time: 1 immediate action
Range: Personal

Target: You

Duration: 1 round

“Ob, I wouldn't know anything about the (odex of Ineffable
Damnation... no sir. 1deal in honest religious goods. What s that? You
say Silas Ridder sent you? Well, why didn’t you say so? One moment.

oA sligpery substance coats your body, making easier to wriggle
free from tight spots.

You gain a +30 competence bonus on Escape Artist checks.

TIREBIRD

Conjuration (Creation) [Fire]

Level: Cleric 6, druid 6, sorcerer/wizard 5
Components: V, S, M

Casting Time: 10 minutes

Range: Close (25 ft. + 5 ft./2 levels)
Effect: One firebird

Duration: 1 hour/level

Saving Throw: None

Spell Resistance: No

The complex diagram you inscribed with the rare ashes erupts
in brilliant flames as a massive flaming bird rises out of the
conflagration. It looses a strange cry sounding of crackling fire
before turning to regard you with white-hot eyes.

You create a quasi-real birdlike creature composed of roaring flames.
It resembles a giant eagle with red, orange, and white flames in place
of feathers, and even has a saddle and bridle. It acts immediately when
it appears on your turn. It responds to simple mental commands and
can be ordered to attack your enemies or bear you as a rider or any
other command listed under
the Handle Animal skill in the
PH. You and you alone can ride
the creature safely; any other
creature mounted on the firebird
takes 1d6 points of fire damage
each round. For as long as you
ride the firebird, you gain a +1
luck bonus on all saving throws
and resistance to fire 10. A firebird has the following statistics.

GR ~

—Brother Wilford Vinely

FIREBIRD

N Large magical beast

Init +3; Senses low-light vision; Listen +6, Spot +15
Aura unnatural (30 ft., DC 12)

Languages understands Common

AC 15, touch 15, flat-footed 12 (-1 size, +3 Dex, +3 deflection)
hp 26 +1/caster level (4 HD); DR 5/magic

Immune fire

Resist evasion

Fort +5, Ref +7, Will +3

Spd 10 ft. (2 squares), fly 160 ft. (average); Flyby Attack
Melee 2 claws +7 (1d6+4 plus 1d6 fire) and
bite +2 (1d8+2 plus 1d6 fire)
Space 10 ft.; Reach 5 ft.
Base Atk +4; Grp +12
Atk Options fiery attack

Abilities Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10

Feats Alertness, Flyby Attack

Skills Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot +15,
Survival +3

Unnatural Aura (Su) Animals will not willing approach within 30 feet of a
firebird, and if forced to do so, they must succeed on a DC 12 Will
save or become panicked for as long as they remain within 30 feet
and for 4 rounds thereafter. The save DC is Charisma-based.

Fiery Attack (Su) A firebird’s natural attacks deal an extra 1d6 points of
fire damage.

Material Components: A pound of volcanic ash used to draw a diagram
on a flat surface and a bloodstone worth 50 gp.



FLasH/BaNGg

Tllusion (Figment)

Level: Bard 1, sorcerer/wizard 1
Components: V

Casting Time: 1 swift action
Range: 10 ft.

Area: Cone-shaped burst
Duration: Instantaneous
Saving Throw: None

Spell Resistance: No

With a quick verbal command, you create a bright flash of light,
a thunderclap, and a puff of smoke.

Flash/bang creates a cone of thick smoke that grants you total
concealment from creatures in the area. The smoke dissipates at the
start of your next turn.

TORGE €RMOR

Evocation [Force]

Level: Sorcerer/wizard 1
Components: V

Casting Time: 1 immediate action
Range: Personal

Target: You

Duration: 1 round

Opon speaking a short arcane phrase, a dimly visible field of power
surrounds you.

Force armor grants you a +8 armor bonus to armor class for 1 round.
Since this is a force effect, the armor bonus applies to attacks made
by ethereal or incorporeal creatures.

ForRTIFY MIND

Abjuration

Level: Bard 2, cleric 3, sorcerer/wizard 3
Components: V, S, DF/M

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature per level
Duration: 1 round/level (D)

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The snake weed in your hands ignites sending plumes of sweet
smelling smoke into the air.

Whenever a creature warded by for#ify mind would gain Insanity
Points, that creature first reduces the number of Insanity Points by 1
point per five caster levels (2 points at 5th, 3 points at 10th, 4 points
at 15th, and 5 points and 20th).

Arcane Material Component: A bag of snake weed (5 gp).

INsaNiTY, IMdss
Enchantment (Compulsion) [Mind-Affecting]

Level: Sorcerer/wizard 9
Targets: One creature/level, no two of which can be more than 30
ft. apart

This spell functions like insanity, except as noted above.

INSCRIBE YELLOW SIGN
Conjuration (Creation) [Evil, Mind-Affecting]

Level: Cleric 7, sorcerer/wizard 7, Unspeakable 7
Components: V, S, M, special (see text)

Casting Time: 1 round

Range: Touch

Effect: One yellow sign

Duration: Instantaneous

Saving Throw: Will partial (see text)

Spell Resistance: No

Fust as som as you smear the prepared materials onto a surface,
they combine, twisting and writhing, issuing puffs of acrid smoke,
until they finally coalesce into a disturbing sigil that glows with
malevolent saffron bue.

You inscribe a potent version of the Yellow Sign, the symbol of the
Unspeakable One. Any living creature with an Intelligence of 3 or
higher that gazes upon the sigil automatically gains 1 Insanity Point
and must succeed on a Will saving throw against the spell’s DC or
gain 1d4+1 Insanity Points per two caster levels (maximum 1d4+10).
Creatures that fail this save by 5 or more become shaken for 10 rounds,
while those that fail by 10 or more are panicked for 10 rounds and

Insanity Poiny.

PESTROYING THE YELLOW SIGN

points, and break DC of the material where it’s found.

NONMAGICAL YELLOW SIGNS

Inscribe Yellow Sign allows a spellcaster to create a powerful version of the more mundane sigil used by cultists of the Unspeakable
One, and although this is the preferred method to honor the King in Yellow, few cultists have the power or means to cast this
spell, let alone the mental resolve to gaze upon its uncanny form for long. Thus, many cultists make do by inscribing a mundane
Yellow Sign, packing the carving with gold, sulfur, or some other yellow substance.

Generally, this symbol is no more powerful than any other religious symbol or image employed by divine spellcasters, however,
the inscriber may make attempt a DC 25 level check to call upon the Unspeakable One’s attention while scribing. If this check
succeeds, the Yellow Sign becomes imbued with malevolent power. Henceforth, all evil spells cast in a square adjacent to the sign
are cast at +1 caster level. As well, anyone who looks upon the empowered sigil must succeed on a DC 15 Will save or gain 1

Once inscribed—mundane, empowered, or magical—the Yellow Sign can be destroyed as any other inscription, such as by tearing
the parchment, shattering the stone, burning the painting on which it has been described. The Yellow Sign has the hardness, hit
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then shaken for 1d12 hours thereafter. Animals, while not subject to
the Insanity Points effect, will not willingly approach within 30 feet
of the Yellow Sign and if forced to do so, they become panicked for
as long as they remain within 30 feet.

Finally, all evil spells cast within 30 feet of the Yellow Sign are cast
at +1 caster level.

Material Component: Mercury and phosphorus, plus powdered lead,
sulfur, and arsenic with a total value of 5,000 gp.

Special Component: You must have 6 or more Insanity Points to cast
this spell.

PIRATE'S BooTY
Enchantment (Compulsion) [Mind-Affecting]

Level: Cleric 7, sorcerer/wizard 7
Components: V, S, F, M

Casting Time: 10 minutes

Range: 1 mile

Targets: 100 HD of living creatures
Duration: Permanent

Saving Throw: Will negates

Spell Resistance: Yes

oAs you intone the final words of the ritual, you completely forget
what it was that you were doing.

This spell is cast in conjunction with the burial of a chest of treasure. A
successful casting of this spell immediately eliminates any recollection of
the burial site as well as the contents of the treasure chest from up to 100
Hit Dice of living creatures within the spell’s range. You may also choose
to lose your memory of the site, but within a day of casting the spell, a
tattooed map appears on your back. At your option, you may grant a single
creature, which can be you, the ability to decode the map and thereby
gain full memory of the location and the treasure chest’s contents, even
if the target was not present at the time of the original burial.

Focus Component: One treasure chest and all its contents.
Material Components: The head of a sailor with sewn-up eyes and
mouth, which is buried with the chest.

ParRT GROWD

Enchantment

Level: Sorcerer/wizard 2
Components: V, S

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: 1 crowd or swarm
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: Yes

The crowd seems to flow around you as if you were not there.

A swarm or crowd (see Crisis in Freepor?) of creatures parts to make
way for your passage and immediately closes ranks after you pass.
While affected by this spell, a crowd or swarm does not hinder your
movement and deals no damage to you if you end your movement
in a square occupied by the crowd, however you are still affected by
the target’s distraction ability.

Ray of Rot
Transmutation

Level: Cleric 4, druid 3, sorcerer/wizard 4
Components: V, S, M/DF

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)
Effect: Ray

Duration: Instantaneous

Saving Throw: Fortitude negates (object)
Spell Resistance: Yes (object)

oA sickening brown ray leaps from your outstretched fingertip. T he
stench of rotting plant matter fills the air.

You must succeed on a ranged touch attack to strike a target. The ray
deals 3d6 points of damage +1 per caster level (maximum +15) to a
wooden creature or object it strikes. This attack ignores hardness. If
the object or creature is reduced to 0 hit points, it collapses into a
pulpy mass of black goo.

Arcane Material Component: A shipworm or termite encased in amber.

SALTBURST

Conjuration (Creation)

Level: Sorcerer/wizard 2
Components: V, S

Casting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)
Area: 10-ft. radius burst
Duration: Instantaneous

Saving Throw: Fortitude half
Spell Resistance: Yes

Barking the sharp words of creation, you cause a large jagged
rock of salt to appear and shatter, sending razor-sharp shards of
death in all directions.

All creatures in the area take 2d4 points of damage. Creatures of the plant
type or with the water subtype instead take 2d8 points of damage.

SECRET ToRM
Transmutation [Evil]

Level: Unspeakable 5

Components: V, S, M, special

Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One living creature

Duration: 1 round/level

Saving Throw: Will partial

Spell Resistance: Yes

You crush the bloody meat between your fingers, sending ropes of
gore spraying in all directions. Your target erupts in a mass of
Zlistening tentacles, slavering maws, and ’win@ng eyes.

Your target gains 1 Insanity Point and its type changes to aberration
for the duration of the spell. If the target fails its Will save, its
alignment changes to chaotic evil, it increases its natural armor bonus
by your Wisdom modifier,and it gains 1 Insanity Point per round until
the duration expires. When the spell ends, the target is fatigued.

Material Component: Fresh human brains.
Special Component: You must have 6 Insanity Points to cast this spell.

SERENITY
Enchantment (Compulsion) [Mind-Affecting]

Level: Bard 1, cleric 1
Components: V, S, DF
Casting Time: 1 standard action



Range: Close (25 ft. + 5 ft./2 levels)

Area: Creatures in a 20-ft.-radius spread
Duration: Concentration, up to 1 round/level (D)
Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

The fires of madness gutter out in the eyes of your targets as you
quietly intone peaceful words to quiet their delusions.

Serenity temporarily reduces the Insanity Point total of all creatures
in the area to 0, and affected creatures cannot gain Insanity Points for
the spell’s duration. In addition, such creatures also gain a +4 morale
bonus on Will saves against illusions.

Stdpotw BLADE
Illusion (Shadow)

Level: Sorcerer/wizard 4
Components: V, S

Casting Time: 1 standard action
Range: Personal

Effect: One shadow blade
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: Yes; see text

oA thin blade made of solid shadow springs forth from your hand.

You create a blade fashioned from solidified shadow. Each round,
including the round in which you cast this spell, you may attack with the
shadow blade. Resolve these attacks as a melee touch attack using your
base attack bonus plus your Intelligence or Charisma modifier. If the
blade hits, it deals 1d6 points of damage plus 1 point per caster level,and
threatens a critical on a 19—20. Any creature struck by the shadow blade
is entitled to a Will save to recognize its true nature. If the save succeeds,
the creature only takes 1d6 points of damage on a successful attack.

STARDETION
Necromancy [Evil]

Level: Cleric 3, sorcerer/wizard 3
Components: V, S, DF/M

Casting Time: 1 standard action
Range: 30 ft.

Targets: All living creatures within 30 ft.
Duration: 1 round/level (D)

Saving Throw: Fort negates

Spell Resistance: Yes

The rotten fruit decays into black muck as living creatures bend
and writhe in agony.

Starvation causes living creatures to become gripped with incredible
pangs of severe hunger as if they haven't eaten for days. Creatures affected
by this spell are sickened for the duration. In addition, the targets must
succeed on a Concentration check against the spell’s DC each round or
be prevented from taking any actions until their next turn.

Arcane Material Component: A piece of rotten fruit.

STRANGLE

Necromancy

Level: Sorcerer/wizard 5
Components: V, S
Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./level)

Target: One living creature

Duration: 1 minute/level
Saving Throw: Fortitude partial
Spell Resistance: Yes

eAs you utter the baleful words, you make a closing action with
Jour hands as if strangling your target.

You drive out all of the air in a target’s lungs, causing her to suffocate. If
the target fails her save, she immediately falls unconscious (0 hit points). In
the following round, the target is entitled to another save. On a failure, that
target drops to —1 hit points and is dying. On the third round, the target
is entitled to one last save, and if she fails, she dies. The spell immediately
ends when the target makes her Fortitude save, though strangle deals 4d6
points of nonlethal damage on a successful saving throw.

STUNNING BoLT
Evocation [Electricity]

Level: Sorcerer/wizard 2
Components: V, S

Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Ray

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes

oA brilliant ray of crackling electricity streaks from your outstretched
finger, leaving bebind the smell of ozgne.

You must succeed on a ranged touch attack to strike a target. The
ray deals 1d6 points of nonlethal damage per caster level (maximum
10d6). Creatures immune to nonlethal damage or electricity damage
are immune to this spell. Creatures with resistance to electricity apply
twice their normal resistance to the damage dealt by this spell.

SUBDERT DMINION

Transmutation

Level: Sorcerer/wizard 1
Components: V, S

Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Target: One summoned creature
Duration: 1 round/level

Saving Throw: None (see text)
Spell Resistance: No

Bright red glyphs of fire flare from the body of the target summoned
creature as you bend it to your will.

Subvert minion allows you take control of a single summoned creature
within range. To exert your influence over the creature you must make
a caster level check (DC equals 10 + 1/2 the spell effect’s caster level +
the level of the summon spell). If you beat the DC, the creature comes
under your control as if you had cast the summon spell. Henceforth,
the creature acts on your turn each round. The summoned creature
remains until the end of the original spell’s duration.

Special: 1f you add this spell to your spell book or make it one of
your known spells, you gain a +2 competence bonus on all
Knowledge (the planes) checks.

UNHINGE
Enchantment (Compulsion) [Evil, Mind-Affecting]

Level: Bard 1, cleric 1, sorcerer/wizard 1, Unspeakable 1
Components: V, S, DF
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GO

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

Inbuman sounds tear free from your mouth and worm their way
into the mind of your target.

The subject of unhinge gains 1d4+1 Insanity Points per two caster
levels (maximum 1d4+5).

[)ICE OF THE DEEP

Evocation [Force]

Level: Sorcerer/wizard 8

Components: V, S

Casting Time: 1 standard action

Range: Long (400 ft. + 40 ft./level)

Targets: One creature/level, no two of which can be more than 30
ft. apart

Duration: Instantaneous

Saving Throw: Fortitude half

Spell Resistance: Yes

The air ripples as a wave of terrifying force bears down on your
targets, crushing them to 4 pulp.

Vice of the deep subjects its victims to crushing pressure, as if they
were hundreds of feet under the sea. All targets take 1d6 points of
bludgeoning damage per caster level (maximum 20d6). In addition,
victims that fail their save are permanently deafened. Creatures
immune to critical hits as well as creatures with the aquatic subtype
are immune to the effects of this spell.

DIGILANGE
Abjuration

Level: Cleric 1, paladin 1, ranger 1

Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Targets: One creature/level (max. 5 creatures), no two of which can
be more than 30 ft. apart

Duration: 4 hours

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Opon completing the incantation, your target's eyes change color,
acquiring an unsettling golden hue.

You imbue the recipients of this spell with extra awareness of their
surroundings and firm resolve to stay alert. Targets affected by this
spell gain a +1 competence bonus on all Listen, Sense Motive,
and Spot checks, and a +2 morale bonus on saving throws against
enchantment spells and effects.

Note: This spell replaces vigilance found in Green Ronin's Advanced
Player’s Manual.

~ Magic L4RMOR, CIEAPONS, & JTEMS ~

Magic armor may be an important component for most landlubber
adventurers, but those who've spent any time at sea know that a suit of
armor can be a death sentence. Most magical armors found in Freeport
take this fact into account and provide a number of subtle benefits to
ensure the wearer is both protected and can use the armor even at sea.

Magic 4rRMOR PROPERTIES

To receive an armor property, a shield or suit of armor must have at
least a +1 enhancement bonus.

HUTHORITY

Price: +3,750 gp

Property: Armor

Caster Level: 5th

Aura: Faint necromancy (DC 17)

Activation: —

This sust of armor is emblazoned with symbols of civil, military,
or religious authority, plucked from the minds of whoever bebolds
the suit of armor.

While wearing a suit of armor with this property, you gain a +5
competence bonus on Intimidate checks.

Prerequisites: Craft Magic Arms and Armor, scare
Cost to Create: 1,875 gp, 150 XP, 4 days

GUTPURSE

Price: +3,750 gp
Property: Armor

Caster Level: 5th
Aura: Faint transmutation (DC 17)
Activation: —

This suit of armor incorporates a diverse section of concealed
Sfeatures: an array of hidden pouches, false pockets, and concealed
blades.

While wearing a suit of armor with this property, you gain a +5
competence bonus on Sleight of Hand checks (the armor’s armor
check penalty applies normally).

Prerequisites: Craft Magic Arms and Armor, car’s grace
Cost to Create: 1,875 gp, 150 XP, 4 days

EMuLaTioN

Price: +3,750 gp

Property: Armor

Caster Level: 5th

Aura: Faint transmutation (DC 17)
Activation: —

This suit of armor is covered with engraved arcane runes.
Bits and scraps of parchment are pinned to it as well, each
containing a variety of mystical diagrams, words, and other
esoteric information.

While wearing a suit of armor with this property, you gain a +5
competence bonus on Use Magic Device checks.

Prerequisites: Craft Magic Arms and Armor, eagle’s splendor
Cost to Create: 1,875 gp, 150 XP, 4 days



Magic {)EaPONS

Most magic weapons in Freeport wind up in the city as booty and
plunder taken from the corpses of the city’s enemies. This provides
a startling variety of weapons that range from enchanted firearms to
artifact-quality swords.

Magic CWEaPON PROPERTIES

To receive a weapon property, a weapon must have at least a +1
enhancement bonus.

ApRrRoIT

Price: +1 bonus

Property: Melee weapon

Caster Level: 5th

Aura: Faint transmutation (DC 17)
Activation: —

T his weapon is constructed from lightweight materials and features

ingenious arches and bongycomb patterns in its construction.

An adroit weapon allows you to add your Dexterity modifier in place of
your Strength modifier on attack rolls. Adroit weapons weigh 25% less
than their non-magical counterparts. If you have the Weapon Finesse
feat, you may also add one-half of your Dexterity modifier in place of your

Strength modifier on weapon damage rolls made with this weapon.

Prerequisites: Craft Magic Arms and Armor, cat’s grace
Cost to Create: Varies

GRIPPLING

Price: +2 bonus

Property: Weapon

Caster Level: 9th

Aura: Moderate necromancy (DC 19)
Activation: Swift (command)

This weapon is snarled with cruel hooks and barbs and incorporates
a motif of anguished torture and suffering.

When activated, a crippling weapon that hits forces the target to make
a DC 17 Fortitude save or take a —4 penalty on attack rolls, skill checks,
and ability checks for 7 rounds. A crippling weapon functions three times
per day. Projectile weapons bestow this property on their ammunition.

Prerequisites: Craft Magic Arms and Armor, symébol of pain
Cost to Create: Varies

Sed LEGS

Price: +1 bonus

Property: Melee weapon

Caster Level: 8th

Aura: Moderate abjuration (DC 19)
Activation: —

T his weapon is decorated with nautical scenes and features a brass
grommet that allows it to be lashed to a ship's dec&

A sea legs weapon grants you a +1 circumstance bonus on attack and
damage rolls when both you and your opponent stand on the deck
of a ship. In addition, the weapon grants you a +2 competence bonus
on Swim checks.

Prerequisites: Craft Magic Arms and Armor, freedom of movement
Cost to Create: Varies
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SEPTIC

Price: +1 bonus

Property: Weapon

Caster Level: 7th

Aura: Moderate necromancy (DC 18)

Activation: Swift (command)

T his weapon stinl@ of rot and crawls with flies and maggots.

A septic weapon forces a victim struck to succeed on a DC 16
Fortitude save or become infected with filth fever (see Diseases in
the DMG). A septic weapon functions three times per day. Projectile
weapons bestow this property on their ammunition.

Prerequisites: Craft Magic Arms and Armor, contagion
Cost to Create: Varies

TaNGLING

Price: +2 bonus

Property: Weapon

Caster Level: 8th

Aura: Moderate conjuration (DC 19)
Activation: Swift (command)

T his weapon is Jtir@ to the touch and sweats tbickre.rinom Zoo.

A Large or smaller creature damaged by a tangling weapon becomes
entangled with ropy masses of glue, taking a —2 penalty on attack
rolls and a —4 penalty to Dexterity for 5 rounds. In addition, the
creature must succeed on a DC 15 Reflex save or be unable to move
for the duration. A flying creature struck is not glued to the ground,
but must succeed on a DC 15 Reflex save or become unable to fly

and fall to the ground.

A creature glued to the floor may break free by succeeding on a DC
17 Strength check or by dealing 15 points of damage to the strands
with a slashing weapon. Once free, a creature can move at half speed.
A spellcasting creature bound by the sticky strands must succeed on a
DC 15 Concentration check to cast a spell. Finally, an application of
universal solvent instantly dissolves the glue.

A tangling weapon functions once per day. Projectile weapons bestow
this property on their ammunition.

Prerequisites: Craft Magic Arms and Armor, web
Cost to Create: Varies

SPECIFIC MaGIc CWEAPONS

Most specific weapons found in Freeport have a colorful story and
place in Freeport’s long and checkered history.

BdLLIsTd oF PIERGCING

Price: 4,800 gp

Space: 5 ft. x 5 ft.

Caster Level: 12th

Aura: Strong transmutation (DC 21)
Activation: —

Weight: 300 Ib.

This otherwise ordinary ballista is strung with a thick metal cord
and its arms are forged from spring-steel.

These dread weapons trace their origins back to the first Sea Lords,
who used them in the defense of their young city against sahuagin
and hostile merfolk. A ballista of piercing functions as a +1 ballista. In
addition, it has two special functions, each useable once per day.

Volley: The ballista can be fired to deal 3d8 points of piercing damage
to all creatures in a 30-foot cone (Reflex DC 15 half).

Lance: The ballista can fire a powerful lance, sending it unimpeded
through a number of foes at once. Draw a line from the ballista
out to a range of 120 feet. Every creature in line must succeed
on a DC 15 Reflex save or take 3d8 points of damage.

Prerequisites: Craft Magic Arms and Armor, keen edge
Cost to Create: 2,000 gp (plus 800 gp for the masterwork ballista),
160 XP, 4 days

BEAMSPLITTER

Price: 24,306 gp

Space: Held

Caster Level: 11th

Aura: Moderate transmutation (DC 20)
Activation: —

Weight: 2 Ib.

This weapon is a beavy boarding axe with a leather-wrapped
bandle and crescent shaped blade.

Beamsplitter functions as a +3 boarding axe, but deals triple damage
against wooden objects and creatures (quadruple damage if the
creature is vulnerable to critical hits). When used against a ship’s
hull, the weapon ignores the ship’s hardness.

LEGENDS

Beamsplitter was commissioned years ago by one of the Continental
navies for use in scuttling the ships of pirates and raiders (DC 20
Knowledge—history). It was lost in the sinking of the Continental
warship Invincible (sent to the bottom, ironically enough, by pirates)
(DC25),but rumors occasionally surface of it in the hands of sahuagin,
merrow, and even local pirates (DC 20 Knowledge—local).

Prerequisites: Craft Magic Arms and Armor, ray of rot
Cost to Create: 12,000 gp (plus 306 gp for the masterwork boarding
axe), 960 XP, 24 days

GATaPULT OF (IGCURACY

Price: 5,350 gp (light catapult) or 5,600 gp (heavy catapult)
Space: 10 ft. x 10 ft. or 15 ft. x 15 ft.

Caster Level: 16th

Aura: Strong divination (DC 22)

Activation: —

Weight: 1 or 2 tons

This catapult is equipped with a difference engine, a type of
counting machine that streamlines the calculation of range, wind
speed, and tragectory.

A catapult of accuracy functions as a +1 /ight or heavy catapult and
grants a +5 competence bonus on Profession (siege engineer) checks
made to fire it. However, on a natural roll of 3 or less on the check,
the catapult of accuracy imposes a —5 competence penalty instead.
To repair the catapult, you must succeed on a DC 10 Knowledge
(architecture and engineering).

Prerequisites: Craft Magic Arms and Armor, discern location
Cost to Create: 2,250 gp (plus 850 gp for a masterwork light catapult or
1,100 gp for a masterwork heavy catapult), 180 XP, 5 days

DNULPER

Price: 45,309 gp
Space: Held



Caster Level: 17th
Aura: Strong evocation and necromancy (DC 23)
Activation: —

Weight: 12 Ib.

Tbe shaft of this wicked looking guisarme is blackened as if scorched
and the blade is a dull gray color.

Dnulper functions as a +2 unholy guisarme. In addition, any living,
corporeal creature slain by Dnulper rises on the following round as
a zombie under your control. These creations remain animated until
the next sunrise or sunset, whichever comes first. Zombies created
by this weapon must remain within 50 feet of the wielder or revert
to inanimate corpses. There is no limit to the number or total Hit
Dice of zombies that may be created in this manner.

L EGENDS

Dnulper is said to be the creation of Friar Ingiltere, a mad monk and
necromancer of Freeport’s distant past (DC 25 Knowledge—history),
and named for the villain’s wicked patron, a demon of unsurpassed
power (DC 30). The weapon’s shaft is carved from a lightning-struck
trunk of a hangman’s tree, and the head is forged from the grave-
sword of an ancient chieftain (DC 25).

Prerequisites: Craft Magic Arms and Armor, animate dead, unholy
blight, creator must be evil

Cost to Create: 22,500 gp (plus 309 gp for the masterwork guisarme),
1,800 XP, 45 days

REPIER OF REVENGE

Price: 7,320 gp

Space: Held

Caster Level: 9th

Aura: Moderate enchantment and transmutation (DC 19)
Activation: —

Weight: 2 Ib.

This tarnished blade in the old style seems beld together with pins
and leather wraps.

When first discovered, this weapon functions as a cursed =2 rapier.
However, when you are first struck in combat, the penalty is replaced
by a +1 enhancement bonus on attack and damage rolls against the
target that struck you. Each time you are hit by the same opponent
in melee, you gain any one of the following effects:

. +1 bonus on attack rolls

. +1 bonus on damage rolls

. +1 bonus to AC

. +1 bonus to the weapon’s threat range

These benefits only apply to the opponent that injured
you. If multiple opponents strike you in the same
round, the bonuses apply to each opponent.
The weapon reverts to its normal characteristics
whenever you drop your attacker.

Prerequisites: Craft Magic Arms and Armor, keen
edge, magic vestment, magic weapon, rage

Cost to Create: 3,500 gp (plus 320 gp for the
masterwork rapier), 280 XP, 7 days

Stapow PAGGER

Price: 4,302 gp

Space: Held

Caster Level: 7th

Aura: Moderate illusion (DC 18)

Activation: —

Weight: 1 1b.

The blade of this slender dagger is black and it seems to fade when
shadows fall upon t.

A shadow dagger functions as a +1 dagger that requires a free action
to draw or sheathe it. If you have the death attack ability, using this
weapon in conjunction with the attack increases the attack’s save

DC by +2.

Prerequisites: Craft Magic Arms and Armor, shadow blade
Cost to Create: 2,000 gp (plus 302 gp for the masterwork dagger),
160 XP, 4 days

tWHALER'S GREATLANGE

Price: 50,320 gp

Space: Held

Caster Level: 15th

Aura: Strong evocation (DC 22)
Activation: —

Weight: 15 Ib.
The shaft of this greatlance is formed from a single piece of
whalebone covered in scrimshaw hunting scenes. The weapon's
bead is fully four feet long, with a blade as sharp as a shaving

razor.
When this +2 greatlance of wounding is used against a creature with

the aquatic subtype, its enhancement bonus increases to +4 and it
deals an extra 2d6 points of damage.

Prerequisites: Craft Magic Arms and Armor, mage’s sword
Cost to Create: 25,000 gp (plus 320 gp for the masterwork greatlance),
2,000 XP, 50 days
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RINGS

Magical rings are especially useful items in Freeport since they can
easily be disguised as ordinary jewelry.

RING oF THE BedR

Price: 9,000 gp

Space: Ring

Caster Level: 11th

Aura: Moderate necromancy and transmutation (DC 18)

Activation: — and immediate (mental)
Weight: —

This ring is a simple ivory band marked with strange ghphs
and sigils.

While wearing this ring, you do not lose consciousness when dying
and may continue fighting as if disabled. If you have the Dichard
feat, you may continue fighting as if you were disabled until reduced
to —20 hit points. At the end of the encounter, if your hit points are
—10 or less, you die normally.

In addition, once per day, you may activate the ring to gain 10
temporary hit points. These hit points fade after 1 hour.

Prerequisites: Forge Ring, bear’s endurance, false life
Cost to Create: 4,500 gp, 360 XP, 9 days

RING ofF Brdvdpe

Price: 4,000 gp

Space: Ring

Caster Level: 3rd

Aura: Faint abjuration (DC 16)
Activation: —

Weight: —

This is a simple and plain bronze ring.

While wearing the 7ing of bravado, any time you would take nonlethal
damage, you reduce the damage by 2 (minimum 0).

Prerequisites: Forge Ring, bear’s endurance

Cost to Create: 2,000, 160 XP, 4 days

RING oF THE MONKEY

Price: 1,500 gp

Space: Ring

Caster Level: 5th

Aura: Faint transmutation (DC 17)
Activation: — and swift (mental) (see text)

Weight: —

This curious ring is fashioned from coarse hair.

The ring of the monkey allows you to add your Dexterity bonus as a
competence bonus on all Climb checks. As well, once per day, you
may activate the ring to gain a climb speed equal to your land speed
until the start of your next round.

If you have the Athletics feat, the ring’s properties improve. You
continuously gain a climb speed equal to your land speed for as
long as you wear the ring, and you gain a +8 enhancement bonus on
Climb checks. You may also choose to take 10 on Climb checks even
if rushed or threatened.

Prerequisites: Forge Ring, bull’s strength
Cost to Create: 750 gp, 60 XP, 2 days

RING ofF THE QSPREY

Price: 2,500 gp

Body Slot: Ring

Caster Level: 11th

Aura: Strength transmutation (DC 21)
Activation: 1 swift action

Weight: —

T his translucent bone ring fits snugly over the finger, and once in
Place, dark images of flying birds appear on its surface.

Once per day as a swift action, the ring of the osprey grants you a
30-foot fly speed with perfect maneuverability for 5 rounds. While
activated, you also gain the benefits of the Flyby Attack feat. When
the duration expires, you gently float to the ground, as if under the
effects of a feather fall spell.

While wearing the ring of he osprey, you may cast known or prepared
Sy or overland flight spells as a swift action, so long as the ring’s daily
use has not been expended.

Prerequisite: Forge Ring, Quicken Spell, /7y
Cost to Create: 1,250 gp, 100 XP, 2 days

RING OF THE QtwL

Price: 2,500 gp

Space: Ring

Caster Level: 5th

Aura: Faint transmutation (DC 17)
Activation: —

Weight: —
This odd ring appears to be fashion from several tiny and delicate

bones.

You gain a +5 competence bonus on all Listen checks and a +5
competence bonus on Spot checks made at dusk or in shadowy
lighting. However, you also become sensitive to light, taking a —1
competence penalty on attack rolls when exposed to bright sunlight
or in the area of a daylight spell.

Prerequisites: Forge Ring, vigilance
Cost to Create: 1,250 gp, 100 XP, 3 days

RING oF THE {)oLF

Price: 3,000 gp

Space: Ring

Caster Level: 5th

Aura: Faint evocation (DC 17)
Activation: —

Weight: —
Fashioned from a strip of wolf s pelt, this ring completely covers
Jour finger.

You gain a +2 competence bonus on all Strength checks made to trip your

opponent. If you have the Improved Trip feat, you gain a +1 circumstance
bonus on attack rolls made against prone targets as well.

Prerequisites: Forge Ring, gust of wind
Cost to Create: 1,500 gp, 120 XP, 3 days

RoDS

Rods can come in a variety of shapes and sizes, with a staggering
number of functions and uses.



Rop of THE BUCCANEER

Price: 60,000 gp

Space: —

Caster Level: 18th

Aura: Strong conjuration, evocation, and transmutation (DC 24)
Activation: Standard

Weight: 10 Ib.

This beavy, elaborate spyglass is ornamented with dials, levers,
and switches all along its length.

Something of a status symbol to the most powerful pirate lords, the
rod of the buccaneer is a highly coveted item for its surprising array of
useful functions. The rod normally functions as a +2 /ight mace, but
by turning its dials and throwing its switches, it can transform into
various weapons and devices.

Switch 1: The rod becomes a +2 keen cutlass.

Switch 2: The rod becomes a +3 greatlance.

Switch 3: 'The rod becomes a +4 punching dagger.

Switch 4: The rod becomes a masterwork spyglass (x3 magnification)

Switch 5: The rod separates into two parts, with one acting as an
astrolabe and the other as a sextant.

Switch 6: The rod becomes a bilge pump capable of removing 10
gallons of water per minute.

In addition to its normal uses, the rod of the buccaneers grants access
to the following spell-like abilities, each useable once per day: fog
cloud and gust of wind.

Prerequisites: Craft Rod, Craft Magic Arms and Armor, control water,
Jfog cloud, gust of wind, keen edge, polymorph any object
Cost to Create: 30,000 gp, 2,400 XP, 60 days

STAFFS

Staffs are spell storage devices that contain a specific array of spells.

STarF of TEMPESTS

Price: 32,000 gp

Space: Held

Caster Level: 13th

Aura: Strong evocation and transmutation (DC 21)
Activation: Standard

Weight: 4 Ib.

(arved from the trunk of a lightning-struck ash, this blackened
staff is inscribed with invocations to the spirits of storms and rain,
and corkscrewed with copper wire.

'The staff of tempests allows the use of the following spells:

. Call lightning (1 charge)
. Control weather (3 charges)
. Control winds (2 charges)

In addition, wielding this item grants you resistance to electricity 20.

Prerequisites: Craft Staft, call lightning, control weather, control winds,
protection from energy [electricity]
Cost to Create: 16,000 gp, 1,280 XP, 32 days

TWONDROQUS JTEMS

When it comes to magical tools, Freeport’s artificers are among some
of the greatest in the world. Some of these wondrous items enhance
or augment a ship’s capabilities. A ship can only benefit from one of

each type of ship device at a time—one figurehead, one crow’s nest,
and so on. Installing or removing these items requires a DC 25 Craft
(shipbuilding) check. This check takes 8 hours of work.

ABdcuUs oF RaPIp GALGULATION

Price: 2,500 gp

Space: Held

Caster Level: 3rd

Aura: Moderate transmutation (DC 16)
Activation: —

Weight: 1 1b.

T his counting device is a rectangular wooden frame that bolds
series of parallel brass wires, each of which is strung with beads
carved from semiprecious gemstones.

You gain a +5 competence bonus on Appraise checks.

Prerequisites: Craft Wondrous Item, fox’s cunning
Cost to Create: 1,250 gp, 100 XP, 3 days

£MULET OF THE SERPENT

Price: 10,000 gp

Space: Throat

Caster Level: 5th

Aura: Faint abjuration (DC 17)
Activation: —

Weight: 1 1b.

This amulet is crafted to look Ii@ a knot of writhing mal@:. I
Zlows faintly, giving off a green light.

Wearing this amulet gives you a +2 enhancement bonus to your natural
armor and a +4 luck bonus to Fortitude saves against poison.

Prerequisites: Craft Wondrous Item, barkskin, neutralize poison
Cost to Create: 5,000 gp, 400 XP, 10 days

HARMILLARY SPHERE

Price: 6,000 gp

Space: —

Caster Level: 12th

Aura: Strong conjuration (DC 21)
Activation: 2 hours (see text)

Weight: 60 Ib.

T his masterpiece of engineering stands just 30 inches in height and
is formed from a number of interlocking rings to signify the rotation
of the beavenly bodies as well as the movements of the planes.

Maps of the heavens have been circulated since man first looked to
the stars, but not until the invention of the armillary sphere were the
intricacies of planetary and planar movement laid bare. When used in
conjunction with conjuration (teleportation) spells that have chances
for mishaps, such as the zeleport spell, the armillary sphere reduces the
chance for mishap by 20% (reduce the d% roll by 20).

As well, when used to navigate the path of a plane shift spell, the
armillary sphere improves the spell’s accuracy by transporting the
user only 5d4 miles from the destination rather than the normal
5d100 miles.

To utilize the armillary sphere, you must spend at least two hours
studying the device and at the end of this time succeed on a DC
20 Knowledge (the plane) check. Each hour spent studying the
sphere beyond the two required grants you a +1 circumstance bonus
(maximum +5) on your Knowledge check.
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Prerequisites: Craft Wondrous Item, find the path, creator must have
10 ranks in Knowledge (the planes)
Cost to Create: 3,000 gp, 240 XP, 6 days

£ssdassiIN'S QUILL

Price: 22,500 gp

Space: Held

Caster Level: 13th

Aura: Strong necromancy (DC 21)
Activation: 1 minute or 1d4 minutes

Weight: —

oA coarse blac/(ﬁather that abrades the :Qn when touched ends
at an inltstained nib.

Once per day, you can use the assassin’s quill while making a Forgery
check. The next creature to read the forged document must succeed on
aDC 16 Fortitude save or take 3d6 points of Constitution damage. Ten
rounds later, the reader must succeed on a second Fortitude save against
the same DC or take an additional 3d6 points of Constitution damage.
In addition, possessing the assassin’s quill grants you a +5 competence
bonus on Forgery checks.

LEGENDS

These guills are crafted from the feathers of achaierai, vrocks, and other
foul, feathered creatures of the lower planes (Knowledge—arcana
DC 20). The nibs are typically stamped from poisonous metals
such as cobalt or vanadium (DC 25). In an uncharacteristically
authoritarian move, the Captains’ Council banned possession of the
quills two decades ago, under penalty of death (Knowledge—history
DC 20). Only a handful of these items are known to exist, and they
all rest in the hands of professional assassins, evil rogues, and fiends
(Knowledge—local DC 30).

Prerequisites: Craft Wondrous Item, poison, sepia snake sigil
Cost to Create: 11,250 gp, 900 XP, 23 days

£LTOMIZER OF IdDY DRQQS

Price: 3,000 gp

Space: Held

Caster Level: 3rd

Aura: Moderate necromancy (DC 18)
Activation: Standard

Weight: —

This elegant item is a lady's perfume atomizer with platinum cap
and tip, and a ball decorated with tiny freshwater pearls. Its crystal
reservoir holds one ounce of liguid.

You may pour a potion, oil, or poison into the reservoir as a full-round
action that provokes an attack of opportunity. Once filled, you may spray
the contents, covering a 5-foot square with mist. The potion, oil, poison
(contact, ingested, or inhaled only) takes effect as normal and can even
affect gaseous or incorporeal creatures, provided the substance’s effects
can normally affect them. Both corporeal and incorporeal creatures can
pick up and manipulate the afomizer. The atomizer can hold enough
fluid for one spray before needing to be refilled.

LEGENDS

Although many versions of this item can be found in Freeport and
beyond, the first azomizer was commissioned almost a century ago
by Lady Droos, a wealthy woman of Freeport haunted by the spirits
of her dead family (Knowledge—history DC 25).

Prerequisites: Craft Wondrous Item, ezhereal jaunt
Cost to Create: 1,500 gp, 120 XP, 3 days

BooTs oF ROPEWELKING

Price: 2,000 gp

Space: Feet

Caster Level: 7th

Aura: Moderate enchantment (DC 18)
Activation: Standard

Weight: —

T hese comfortable saslor s boots are finely and lightly built, featuring
a split toe to belp the wearer grasp rigging with his feet.

These boots grant a +5 competence bonus on Balance checks. If you
have 5 or more ranks in Balance, you can move your full speed while
balancing at no penalty.

Prerequisites: Craft Wondrous Item, car’ grace
Cost to Create: 1,000 gp, 80 XP, 2 days

Bos'N's COHISTLE of PIPING

Price: 3,000 gp

Space: Held

Caster Level: 7th

Aura: Moderate enchantment (DC 18)
Activation: Standard

Weight: —

This is a fine, silver boatswain's whistle.

'This magical instrument grants you a +2 competence bonus on Perform
(wind instruments) checks. If you have at least 4 ranks of Perform,
all living creatures within 60 feet that can hear you whistle gain a +4
competence bonus on all Profession (sailor) checks for 10 minutes.

Finally, if you have the bardic music ability, you may spend a daily
use to play a tune to grant a +2 enhancement bonus to Strength and
Dexterity to a single living creature within 30 feet. The bonuses last
for a number of rounds equal to your Charisma bonus.

Prerequisites: Craft Wondrous Item, good hope
Cost to Create: 1,500 gp, 120 XP, 3 days

GarPTdiN's GHEST

Price: 2,500 gp

Space: —

Caster Level: 9th

Aura: Moderate conjuration (DC 19)
Activation: Standard (command)
Weight: 50 Ib.

eAlthough this item appears to be an ordinary and weathered sea
chest, it bas an unusual locking mechanism on its face. It s carved
to resemble a twisted pirates face with the keyhole as its mouth.

A cursory examination of a captain’s chest reveals the usual sundries
and personal effects one expects to find in sea chest. However, when
you speak the command word, the lid splits in the middle and pushes
out to the sides before folding down. From the gap created, a full-sized
wardrobe rises up from an extradimensional space, standing eight
feet tall, four feet wide, and three feet deep. Opening the wardrobe
requires a second command word. The wardrobe has hardness 5, 30
hit points, and a break DC of 25.The wardrobe holds up to 96 cubic
feet of supplies and also contains a locked steel chest (Open Lock
DC 40) mounted in the floor (hardness 10, 60 hit points, break DC
28), which can hold up to 1 cubic foot.

Prerequisites: Craft Wondrous Item, secret chest
Cost to Create: 1,250 gp, 100 XP, 3 days



GARTOGRAPHER'S TaBLE

Price: 6,500 gp

Space: —

Caster Level: 5th

Aura: Faint conjuration (DC 17)
Activation: Standard (command)

Weight: 300 Ib.

The many drawers in this magnificent wooden drafting table
contain an army of mapping tools, including rules and levels,
magnifying lenses, compasses, and templates, along with pens,
brushes, and inks of a rainbow of colors. It s even equipped with
a pair of fine oil lamps.

The cartographer’s table grants you a +10 competence bonus on Craft

(cartography) checks.

In addition, once per week, you may speak the command to conjure
a spectral draftsman to faithfully record landmarks, currents, winds,
and any other geographical or oceanographic data that’s noticeable
without magical means. The spectral draftsman has a Craft
(cartography) check modifier of +15 and works for 8 hours before
dissipating. The spectral draftsman also has all of the functions and
abilities as that created by the unseen servant spell.

Prerequisites: Craft Wondrous Item, unseen servant

Cost to Create: 3,250 gp, 260 XP, 7 days

Gorpdss ofF TRUE SEEKING

Price: 8,500 gp

Space: —

Caster Level: 8th

Aura: Moderate divination (DC 19)
Activation: Standard (command)
Weight: 50 Ib.

This fine ship's compass is boused in a tall wooden cabinet, its
needle suspended in alcobol to stay liquid when sailing at colder
latitudes.

Once per day, you may command the needle to locate the nearest
source of fresh (non-salt) water, nearest dry land, or nearest ship. The
needle functions with perfect accuracy and points unerringly in the
direction of the target for 8 hours, after which it reverts to a normal
masterwork compass. The item’s maximum range is 100 leagues. The
needle does not distinguish between clean or brackish water, a tiny
island or full continent, or a friendly ship or pirate’s galleon.

Prerequisites: Craft Wondrous Item, Jocate object
Cost to Create: 4,250 gp, 340 XP, 9 days

GrRotw's NEST OF THE S§TORMWETCH

Price: 6,000 gp

Space: —

Caster Level: 8th

Aura: Moderate abjuration (DC 19)
Activation: —

Weight: 400 b.

T his enclosed crow's nest fits on the mainmast of a full sailing ship,
allowing a saslor to sit in comfort out of the elements while keeping
watch for whales, bad weather, or approaching ships. It includes a
spyglass mounted to its banister and meteorological instruments to
measure rainfall, barometric pressure, and temperature.

Any sailor that takes his watch here gains a +10 competence bonus
on Spot checks.

Prerequisites: Craft Wondrous Item, vigilance
Cost to Create: 2,500 gp (plus 1,000 gp for the spyglass), 200 XP,
5 days

ELIXIR oF THREE-PART PoisoN

Price: 2,000 gp

Space: —

Caster Level: 7th

Aura: Moderate necromancy (DC 18)
Activation: Standard

Weight: —

Inside a tiny container is a colorless, odorless fluid.

Elixir of three-part poison is a special magical additive that divides
a contact, inhalation, or ingested poison into three component
parts that, individually, are harmless, but regain their potency when
a target is exposed to all three. The parts all retain their normal
delivery methods, so the component parts of a contact poison
all require contact to affect the victim. All three parts must be
introduced to the victim within a one-hour span or the poison has
no effect. The victim only makes the saving throw as normal when
exposed to the third ingredient. The separate parts do not register
as poison to alchemical tests or detect poison spells.

Prerequisites: Craft Wondrous Item, Craft (alchemy) 9 ranks, poison
Cost to Create: 1,000 gp, 80 XP, 2 days

TeaTHER ToKEN (FLasH)

Price: 300 gp

Space: —

Caster Level: 5th

Aura: Faint evocation (DC 17)
Activation: Standard (command)
Weight: —

This scarlet feather feels warm to the touch.

Upon speaking the command word, the feather token rockets up 200
feet into the sky and bursts into a fountain of scarlet light, illuminating
a 500 foot diameter area in bright light and 500 feet further in
shadowy light. The light remains for 5 rounds before winking out.

OIOBI] AND STTAIS ‘Al ] JALIBHS)

Prerequisites: Craft Wondrous Item, daylight
Cost to Create: 1,000 gp, 80 XP, 2 days

TFeaTHER TOoKEN (Fog)

Price: 300 gp

Space: —

Caster Level: 5th

Aura: Faint conjuration (DC 17)
Activation: Standard (command)
Weight: —

This downy gray feather feels damp.

Upon speaking the command word, the feather token creates a
100-foot radius spread of thick fog granting concealment (20% miss
chance) to all creatures in the area. The fog remains for 5 rounds before
dispersing. Note a moderate wind (11+ mph) disperses the fog in 4
rounds, while a strong wind disperses the fog in 1 round.

Prerequisites: Craft Wondrous Item, daylight
Cost to Create: 1,000 gp, 80 XP, 2 days
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TIGUREHEAD oF BLUE (VATER

Price: 40,000 gp

Space: —

Caster Level: 10th

Aura: Moderate transmutation (DC 20)
Activation: — or standard (command)

Weight: 150 Ib.

This figurebead is carved in the likeness of a beantiful mermaid.

When installed on the prow of a sailing vessel, the figurebead of
blue water grants everyone on board the ship a +4 luck bonus on all
Profession (sailor) checks. Three times per day, any member of the crew
who speaks the command word while touching the figurehead benefits
from a +4 competence bonus on Swim checks and the benefits of wazer
breathing. Finally, once per week, a crewman who speaks a different
command word while touch the figurehead may cast control winds.

Prerequisites: Craft Wondrous Item, control winds, water breathing
Cost to Create: 20,000 gp, 1,600 XP, 40 days

TFIGUREHEAD oF PORTAGE

Price: 30,000 gp

Space: —

Caster Level: 11th

Aura: Moderate transmutation (DC 20)
Activation: — or standard (command)

Weight: 250 Ib.

This wooden figurebead is carved in the lil@nm of a red—:lg'nned
bull, its borned bead twisting in rage, and froth painted on its lips.

On command, once per day, the figurehead leaps free from the ship,
trailing behind it a stout metal chain. The figurehead then pulls the
ship across smooth ground at a rate of 1 mile per day. It follows the
commands (stop, start, and heading) of the ship’s commanding officer.
An animated figurehead of portage has AC 10, hardness 5, hp 90,
and a break DC of 30. It cannot attack even to defend itself. Once
activated, the figurebead operates for up to 48 hours, and after this
time, it must wait 24 hours before it can activate again.

Prerequisites: Craft Wondrous Item, animate objects, bull’s strength
Cost to Create: 15,000 gp, 1,200 XP, 30 days

TIGUREHEAD oF DIGILANGE

Price: 30,000 gp

Space: —

Caster Level: 8th

Aura: Moderate abjuration and divination (DC 19)
Activation: — or standard (command)

Weight: 125 Ib.

This wooden figurebead resembles a great eagle, its wings
outstretched to either side of the ship.

While this item is installed on the ship, every member of the crew gains a
+2 luck bonus on Listen and Spot checks, and on all initiative checks.

In addition, the commanding officer may speak the command word
to cast any of the following spells, each once per day: dezect animals
or plants, detect evil, detect good, detect magic, and detect scrying. These
spells all function as normal except their range extends to anywhere
on the ship and 60 feet beyond in every direction.

Prerequisites: Craft Wondrous Item, detect animals or plants, detect evil,
detect good, detect magic, detect scrying, vigilance
Cost to Create: 15,000 gp, 1,200 XP, 30 days



FIGUREHEAD oF (WdaRrR

Price: 45,000 gp

Space: —

Caster Level: 13th

Aura: Moderate abjuration and divination (DC 21)
Activation: — or standard (command)

Weight: 125 Ib.

T his impressive golden figurebead is wrought to resemble a rampant
lion, long fangs bared and claws extended.

Once per day, the ship’s commanding officer may activate this
figurehead, causing it to come to life and attack the closest enemy
as directed by the ship’s captain. If the figurehead is reduced to 0 hit
points, it is destroyed. A figurehead of war remains animated for 8
rounds before it disappears and reappears inanimate and attached
to the ship’s prow. An animated figurehead of war uses the following
statistics.

Figureseap or tWar GR -

Always N Large construct
Init +2; Senses darkvision 60 ft., low-light vision; Listen +0, Spot +0

AC 16, touch 11, flat-footed 14
(-1 size, +2 Dex, +5 natural)

hp 75 (8 HD); hardness 10

Immune mind-affecting effects, poison, sleep, paralysis, stunning, disease,
death, necromancy effects, critical hits, nonlethal damage, ability
damage, ability drain, fatigue, exhaustion, energy drain, effects
requiring Fortitude saves (unless they also work on objects),
massive damage

Fort +2, Ref +4, Will +2

Spd 40 ft. (8 squares), swim 30 ft.
Melee 2 claws +12 (1d6+7) and
bite +7 (1d8+3)
Space 10 ft.; Reach 5 ft.
Base Atk +6; Grp +17
Atk Options improved grab, pounce, rake 1d6+3

Abilities Str 25, Dex 15, Con —, Int —, Wis 11, Cha 1
SQ_construct traits
Skills Listen +0, Spot +0

Improved Grab (Ex) To use this ability, a figurehead of war must hit with
its bite attack. It can then attempt to start a grapple as a free action
without provoking an attack of opportunity. If it wins the grapple
check, it establishes a hold and can rake.

Pounce (Ex) If a figurehead of war charges, it can make a full attack including
two rake attacks.

Rake (Ex) Attack bonus +12, damage 1d6+3.

Prerequisites: Craft Wondrous Item, animate objects, summon monster VII
Cost to Create: 22,500 gp, 1,800 XP, 45 days

GoLp Bug

Price: 5,000 gp

Space: —

Caster Level: 12th

Aura: Moderate divination and transmutation (DC 21)

Activation: Standard (command)
Weight: 1 Ib.

This diminutive clockwork beetle is wrought from gold and features
a tiny onyx death's bead set onto its back, <A small key installed
on its underside turns easily.

A gold bugis a strange magical device designed to root out hidden treasure.

When its key is wound, the god bug’ antennae sample the air for 2 rounds
and then it marches unerringly in the direction of the nearest quantity of

gold, from a single coin to a dragon’s hoard. When the go/d bug is within
10 feet of any quantity of gold, it stops and the death’s head on its back
pulses dull red for one minute. During this time, any secret doors, snares,
pits, or deadfalls within 60 feet of the device glow with the same color. A
gold bug can operate for one hour before it must be oiled and wound—a
process that takes about 10 minutes. Once a go/d bug has located a cache
of gold, it becomes inoperative for one week.

A gold bug has hardness 2, 1 hp, and a break DC of 20. If reduced to
0 hit points, the device is destroyed.

Prerequisites: Craft Wondrous Item, animate objects, detect secret doors,
detect snares and pits, locate object

Cost to Create: 2,500 gp, 200 XP, 5 days

(GORGET OF THE (GREN@PIER

Price: 4,500 gp

Space: Throat

Caster Level: 5th

Aura: Faint transmutation (DC 17)
Activation: —

Weight: 1 1b.

(arved with what at first seem to be flowers, closer inspection of this
ceremonial gorget reveals that the etchings are in fact explosions.

For as long as you wear the gorget of the grenadier, you get a +1
enhancement bonus on all attack rolls made with thrown weapons.
In addition, you may double the range increment of any grenade-like
weapon you throw.

Prerequisites: Craft Wondrous Item, bull’s strength
Cost to Create: 2,250 gp, 180 XP, 5 days

IANTERN OF SIGNALING

Price: 500 gp

Space: Held

Caster Level: 5th

Aura: Faint transmutation (DC 17)
Activation: —

Weight: 1 1b.

T his exceptional bullseye lantern features a spring-loaded shutter
than can be opened and closed with a finger's tap.

A lantern of signaling grants literacy in naval code (see Chapter
Three) to the sender and anyone who sees the message.

Prerequisites: Craft Wondrous Item, zongues
Cost to Create: 250 gp,20 XP, 1 day

Lodpep Dice

Price: 1,500 gp

Space: —

Caster Level: 3rd

Aura: Faint necromancy and universal (DC 17)
Activation: Standard

Weight: —

Inside a small filthy pouch is a pair of shiny new dice.

Loaded dice grant you a +5 luck bonus on Bluft checks made to gamble
(see Chapter Three). In addition, if you throw a loaded die at a hard
surface, it functions as a thunderstone, though doing so destroys the
die. You must have both dice to gain the luck bonus.

Prerequisites: Craft Wondrous Item, bull’s strength
Cost to Create: 750 gp, 60 XP, 2 days
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MUNDENE ROBE

Price: 4,250 gp

Space: Body

Caster Level: 10th

Aura: Moderate illusion (DC 20)
Activation: —

Weight: —

This long robe is well-tailored and stylish, but is otherwise
unremarkable.

The mundane robe automatically masks all magical auras when
worn, including its own. In addition, while wearing the robe, you
may cast disguise self three times per day. Finally, the robe confers a
+5 competence bonus on all Hide checks.

Prerequisites: Craft Wondrous Item, disguise self, magic aura
Cost to Create: 2,125 gp, 85 XP, 5 days

SCRIMSHdW OF BATTLE

Price: 15,000 gp

Space: —

Caster Level: 10th

Aura: Moderate enchantment (DC 20)
Activation: —

Weight: —
T his large tooth of some aquatic beast bears scrimshaw battle scenes.

All crewmen gain a +1 morale bonus on attack and damage rolls
while on board their ship.

Prerequisites: Craft Wondrous Item, prayer
Cost to Create: 7,500 gp, 600 XP, 15 days

SCRIMSHtY oF HUNTING

Price: 15,000 gp

Space: —

Caster Level: 10th

Aura: Moderate abjuration (DC 20)
Activation: —

Weight: —

These large teeth are inscribed with scrimshaw bunting scenes.

SCRIMSHatw RELICS

The craft of scrimshaw is one of the truly nautical arts,
practiced almost exclusively by sailors on long ocean voyages.
Sailors in the Serpent’s Teeth do not restrict themselves to
whale and walrus ivory; the teeth of sea monsters are also
fair game, and some enterprising few even have scrimshawed
scenes on the beaks of krakens and giant squids.

When enchanted by a spellcaster, a scrimshaw relic has
power over an entire crew, and even the seas and winds. In
all cases, the bonuses apply only to the sailors and mates
who serve on a ship; they do not apply to passengers,
captives, or attackers who are on the decks of the ship. To
gain the benefits of these items, the scrimshaw must be
mounted or affixed to the ship’s structure—the wall of the
wheelhouse is a favorite post. A ship may benefit from just
one scrimshaw relic at a time. If two are affixed, the re/ic with
the higher caster level drowns out the lesser re/ic.

All crewmen gain a +4 morale bonus on saving throws against fear
effects while on board their ship.

Prerequisites: Craft Wondrous Item, remove fear
Cost to Create: 7,500 gp, 600 XP, 15 days

SCRIMSHéW OF SAlLING

Price: 9,000 gp

Space: —

Caster Level: 10th

Aura: Moderate transmutation (DC 20)
Activation: —

Weight: —
Sarimshawed 4l across this masstve beakm images of sadling vessels.

All crewmen gain a +6 competence bonus on Profession (sailor)

checks on board their ship.

Prerequisites: Craft Wondrous Item, creator must have 10 ranks of
Profession (sailor)

Cost to Create: 4,500 gp, 360 XP, 9 days
StiP IN 4 BoTTLE

Price: 15,000 gp (keelboat), 30,000 gp (sailing ship), 75,000 gp
(warship), 90,000 gp (galley)

Space: —

Caster Level: 18th

Aura: Strong transmutation (DC 24)

Activation: Standard (command)
Weight: 1 Ib.

Inside this clear glass bottle is a meticulously-crafted model ship.

When you lay a ship in a bottle upon the water and speak the command
word, the bottle becomes filmy and pliable, eventually vanishing as the
ship inside grows into a full-sized craft after 1 minute. There are four
known varieties: the keelboat, sailing ship, warship, and galley. When the
command word is again spoken, the vessel shrinks and returns to its sealed
bottle form. Any creature on board the ship is shunted aside as the vessel
shrinks. Cargo and nonliving matter on board are shrunk along with the
vessel, and the entirety of the bottled ship is held in stasis—food does

not spoil, wood does not rot, and even the brass stays polished.

Prerequisites: Craft Wondrous Item, wish

Cost to Create: 7,500 gp, 5,600 XP, 15 days (keelboat); 15,000 gp,
6,200 XP, 30 days (sailing ship); 37,500 gp, 8,000 XP, 75 days
(warship); 45,000 gp, 8,600 XP, 90 days (galley)

SHIP'S GLOCK oF MIGHTY LIFTING

Price: 5,000 gp

Space: — (see sidebar)

Caster Level: 3rd

Aura: Faint transmutation (DC 16)
Activation: —

Weight: —

This modification attackes beay snake gears directly to the
mainspring and then to a heay block-and-tackle.

When rigged up, this device allows the ship to haul great weights from
its hold, or from the sea onto the deck in the case of a whaling ship. For
the purposes of lifting, the block-and-tackle has a Strength of 45.

Prerequisites: Craft Wondrous Item, bull’s strength, creator must have
10 ranks in Knowledge (architecture and engineering)

Cost to Create: 1,500 gp (plus 2,000 gp for clock and modification),
120 XP, 3 days



SHIP'S GLOCK oF NevigaTioN

Price: 6,000 gp

Space: — (see sidebar)

Caster Level: 11th

Aura: Moderate transmutation (DC 20)
Activation: —

Weight: —

This modification attaches a metronome that ticks out seconds and
an alarm that may be set for any fraction of time.

Because of this device’s perfect accuracy, it allows a ship to sail blind
through the most treacherous waters by reckoning against a sea
chart. The ship’s clock of navigation grants a +5 competence bonus
to Knowledge (geography) checks made to chart a course.

Prerequisites: Craft Wondrous Item, find the path, creator must have
8 ranks in Knowledge (architecture and engineering)

Cost to Create: 2,000 gp (plus 2,000 gp for clock and modification),
160 XP, 4 days

STYLUS oF THE UNSPEAKEBLE ONE

Price: 35,000

Space: —

Caster Level: 16th

Aura: Strong enchantment (DC 23)
Activation: 10 minutes

Weight: —

SHIP'S GLOCKS

Carried by ships at sea ever since their introduction from a
distant land, a ship’s clock in its most common form is a simple
mantle-piece that displays the hour, the month, and the phase
of the moon, though accuracy is very poor. On some ships, a
mainspring fully five feet across is laid under the aft castle and
the ships’ clock is rigged to this enormous contrivance. These
clocks are accurate to the second, and because only a fraction
of the mainspring’s power is tapped, some captains rig toothed
gears to the spring and so leach work from the passing of time
itself. The price of the modification and clock is 2,000 gp.

This sinister black instrument more resembles a tool of torture than
it does a writing pen. Inscribed all along its length are wriggling
runes that move of their own accord.

'The runes inscribed onto the szy/us of the Unspeakable One are actually a
Valossan prayer to the King in Yellow. To use this item, you must first
read the prayer, at which point you gain 1 Insanity Point. Henceforth,
once per day, you can use the stylus to inscribe a syméol of insanity. You
may only use this item if you have 1 or more Insanity Points.

Prerequisites: Craft Wondrous Item, symbol of insanity, creator must
be chaotic evil

Cost to Create: 17,500 gp, 1,400 XP, 35 days

LARTIEACTS

In addition to the more mundane magic items that can be found
in Freeport, the city is also home to a few artifacts of considerable
power.

BILE aNp [ASHES

Price: —

Space: Hands

Caster Level: 27th

Aura: Overwhelming transmutation (DC 28)
Activation: — or standard

Weight: —

T hese gauntlets are simple oiled leather gloves. The left is stained
with taryy black streaks, while the right is marked with cruel stripes,

possibly from a scourge.

When you don both gloves, they create a pool of unformed potential
that you may harness in several ways. The pool represents a total +10
bonus that you may split between an enhancement bonus on attack
and damage with Lashes, a resistance bonus to all saving throws, or
a deflection bonus to AC. As a free action at the start of your turn,
you may allocate these bonuses wherever you like and the effects last
until the start of your next turn.

Additionally, you may invoke the power of Lashes as a swift action
and make a single melee touch against a creature you threaten. If you
hit, the glove deals damage as if you had successfully hit the target
with a disintegrate spell. Alternatively, you may invoke the power of
Bile to throw up a wall of force as the spell. Each use of either ability
deals 2 points of Constitution damage to you.

While wearing the gloves, you will never willingly take them off. If
they are stolen from you, you must hunt down and kill the thieves
as if under the effects of a geas/quest spell.

LEGENDS

While chronicled in arcane scrolls and captains’ logbooks since the
beginning of history, the exact age of bile and lashes is unknown. No
one is quite certain about from where they came or for what purpose,
though in every recorded instance, death heralds their appearance
(DC 25 Knowledge—history).

READERBANE

Price: —

Space: —

Caster Level: 21st

Aura: Overwhelming abjuration, divination, and evocation (DC 25)
Activation: — or standard

Weight: 4 Ib.

The bad o this biliant weapon is frged of bl stel and exched with
bely symibals and pryers dedicated 1 the ustice God. B handle s
wiapped with platinum wire and the pommel is 4 platinum eagle's bead.

T be crossbar contmues the same theme, being two eagles, wings beld close
to their bodses, necks craning forth, and beaks open as if screaming.

This feared weapon has been the end of many a buccaneer’s career.

Reaverbane is a +5 axiomatic thundering longsword. In addition, while

wielding this weapon, you may cast the following spells each once per

day (caster level 20th): dictum, magic circle against chaos, and order’s wrath.

Finally, Reaverbane continuously enables you to sense deception and
lies as if you were under the effects of a discern lies spell.

LEGENDS

Reaverbane was commissioned by a league of merchants in the early
days before Freeport’s founding and was put to work defending their
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ships against the buccaneers and pirates that plagued the Serpent’s
Teeth (DC 25 Knowledge—history). Many a corsair of the day tasted
Reaverbane’s edge—until a distant ancestor of Xavier Gordon captured
the weapon from the merchant fleet (DC 30). Up until recently, the
weapon decorated the wall of the Captains’ Council chamber and
barely anyone outside of the Council was even aware of its
existence or significance. When Marilise became the new
Sea Lord, she claimed the weapon as a badge of
office. She rarely brings the weapon out, but
in times of great need, or when she needs
to make an impression, she’s sure to have
it close by.

RING OF SORGERERS

Price: —
Space: — =

Caster Level: 21st
Aura: Overwhelming

divination and transmutation (DC 25)
Activation: See text

Weight: —

This beautifully crafted gold ring is shaped like a serpent biting
its own tail. Its eyes are tiny emeralds.

The origin of the ring of sorcerers is lost to time, forgotten by even
those scholars best versed in arcane lore. What is known is that when
placed on a sorcerer’s finger, it fills the spellcaster’s mind with startling
images of a gold dragon and compels the wearer to establish a place
of worship for this dragon (DC 18 Will negates).

If you have at least one level of sorcerer, you derive all of the following
supernatural benefits when you wear this ring.

Detect Sorcery: As a standard action, you can cast out your senses to
detect the presence or absence of a sorcerer. The GM secretly
makes a DC 15 Spellcraft check on your behalf and if the
check succeeds, you discern the presence of any sorcerer
within 100 feet. If a sorcerer casts a spell within this range,
you automatically identify the caster as a sorcerer.

Boost Spell: As a swift action, you can increase the save DC of a single
spell you cast by +1, or +2 if the target is another sorcerer. You
may use this ability once per encounter.

Buttressed against Sorcery: You gain a +4 insight bonus on saves against
sorcerer spells.

Metamagic Sorcery: Up to five times per day, you may apply the effects
of a metamagic feat you have to a sorcerer spell you cast without
modifying the spell’s casting time. This ability allows you to
make use of the Quicken Spell metamagic feat.

THE SIEGE GANNON

Price: —

Space: —

Caster Level: 25th

Aura: Overwhelming evocation (DC 27)
Activation: Special (see text)

Weight: 5 tons

This massive cannon features a 12-foot-long and 2-foot-wide
iron barrel mar/@d with brass fittings. SMounted on a wooden,
wheeled cradle, it can be manewvered with 4 little effort. There
is no clear firing mechanism, but inspection reveals a set of
buman handprints on each side of the weapon and a third set
at the butt of the gun.

Firing a siege cannon is not particularly easy, nor is it desirable, for the
weapon exacts a terrible price. The cannon draws its strength from
energy generated by mortal souls and those that have fired these
weapons are either incinerated by the weapon’s function or laid up
for months of recovery.

To activate these weapons, a three living mortals must place their
hands into the hand-shaped depressions situated on either side
and at the weapon’s butt. The person at the cannon’ rear designates
the target, while those on either side supply the required energy.
Within seconds, the cannon fires, launching a ball of roiling white
fire to strike its target. The cannon has a range of about a half-mile
and when the flaming death strikes a solid object, it detonates in a
40-foot radius, dealing 20d6 points of damage to all creatures and
objects in the area. The cannon also deals 4d6 points of fire damage
to the people touching the handprints. This damage cannot be healed
by any magical means short of a /imited wish. It heals naturally at a
rate of 1 point per day of complete bed rest.

LEGENDS

Freeport’s secret weapons are its siege cannon. Discovered years ago
when the wreckage of a strange and otherworldly ship washed up
on the shores of the city, scavengers found five strange tube-like
devices of unknown purpose (Knowledge—history DC 25). For
years, the best minds in the city labored to deduce exactly what
these things were, and while there were a variety of theories, nothing
was certain. The only thing they knew for sure was that they were
weapons of some sort, but their effects and the means to generate
them remained a mystery (DC 20). It wasn’t until the city came
under attack by a fleet of Continental warships their theories were
tested. While the stalwart Freeporters fought for their lives, the wise
men that had toiled and argued over the cannon went to work and
soon after, one of their theories proved correct. Spewing out from
its barrel was a ball of white-hot fire that shone like the sun and
streaked toward the enemy fleet. The ship it struck exploded with
a brilliant flash and when people’s vision returned, there was little
left of the target except for flaming debris and falling ashes. With
that one shot, the fleet quit the battle and fled the harbor and the
Serpent’s Teeth (DC 15).

SILDER SPHERE

Price: —

Space: —

Caster Level: 25th

Aura: Overwhelming abjuration and transmutation (DC 27)
Activation: —

Weight: 50 Ib.



T his perfectly smooth two-foot-radius sphere is wrought of solid sikver.

'The sphere continuously radiates magic circle against evil. When you
carry this device, it adds all of the spells of the Good and Water
domains to your spell lists and if you prepare your spells in advance,
you can sacrifice a prepared spell to cast one of these spells provided
the spell is the same level or lower. Finally, the sifver sphere grants a +10
competence bonus on all Diplomacy checks made when interacting
with creatures of the reptilian subtype.

LEGENDS

'The silver sphere was found deep beneath the sea, lying amidst the
shattered ruins of an ancient Valossan city (DC 25 Knowledge—
arcana). A triton explorer came across the item first years ago, but
lost it after his encampment was overrun by a vampiric kraken (DC
30). Some claim this device is a gift from Yig, but those familiar with
the snake god know this cannot be true given the aura of good that
surrounds this powerful relic (DC 35).

THRONE OF THE [JNSPEAKABLE ONE

Price: —

Space: —

Caster Level: 30th

Aura: Overwhelming transmutation (DC 30)
Activation: See text

Weight: 1,000 Ib.

oA monstrous idol to the ‘Dmpeal@ble One tops this massive
ziggurat.

Whenever an intelligent creature is sacrificed on the altar and its
blood greedily consumed by the stone, the throne emanates waves
of magical energy out to a 2-mile radius. All chaotic and evil spells
are empowered and maximized as if affected by the Empower Spell
and Maximize Spell metamagic feats. Additionally, charged magic

items (staffs and wands) gain a number of virtual charges equal to the
total Hit Dice of the creature sacrificed on the altar. These charges
vanish if the item is taken out of the range of the altar’s influence or
after 24 hours. Clerics and other divine spellcasters dedicated to the
Unspeakable One cast spells at +2 caster levels. Finally, the save DC
to resist gaining Insanity Points increases by +5 for all creatures and
effects within the radius of its malign influence.

Once activated, the throne of the Unspeakable One remains active for
24 hours.

JJaLossaN ENGINE

Price: —

Space: —

Caster Level: 30th

Aura: Overwhelming transmutation (DC 30)
Activation: Standard

Weight: 5 tons

T his massive construct is about the siz¢ of a house and constructed

from stone and metal, with dozens of arms tipped with tools and

powerful tracks for legs.
Ifyou present the Valossan engine with building plans, the engine roars
to life and constructs the building depicted therein. One day of work
by the engine is equal to the work of a thousand humans laboring
for a year. There is no limit to the size of the building that can be
constructed, but after a week of work, the Valossan engine powers
down for one month.

LEGENDS

This relic of Valossa’s golden age sank beneath the waves during the
cataclysm, but legends tell of its use by undersea races to construct
some of the vast palaces and walled cities of their underwater realms
(DC 25 Knowledge—arcana).

Magic PLAGES

Freeport stands on top of the ruins of the ancient Valossan Empire
and though its power was cast down, shattered in Yig’s wrath, there
are places in the city and elsewhere on the islands that resonate
with old energy, power from another time and place. Most locations
are nothing more than a curiosity, places of unusual but harmless
phenomena. A few, however, hold a bit more power, and those with
the courage or just dumb luck may tap into these reserves to augment
their own power.

THE TOUNT4AIN oF TORTUNE

One of the must-see sights in Freeport’s Merchant District is the
Plaza of Gold. Outside of the Old City, the Plaza is one of the oldest
locations in the city,and in many ways it serves as the foundation on
which the rest of this wealthy quarter stands. While the Plaza itself is
indeed impressive, the Fountain of Fortune is the biggest draw.

LocdL 1 .oORE

Characters can pick up useful information about the Fountain of
Fortune by making Knowledge (local) checks. The quality of the check
determines the information learned, as described below.

DC 10: Legend holds that the fountain is enchanted. Anyone who
throws a coin into it may be granted a stroke of good fortune at some
point during the day.

DC 15: Some say the Fountain was built after the Plaza to honor
the God of Luck, but the truth is that the Fountain was there long
before, and some claim before even the Old City.

DC 20:If the fishwives are to be believed, the pirates who founded the
city discovered the Fountain as they were scouring the land for building
supplies. To say they were surprised by the appearance of this beautiful
Fountain on what was clearly a deserted island is an understatement.

PESCRIPTION

Situated in the center of the bustling open areas is a 30-foot-wide
marble fountain surrounded by a circular seating area. Rising from
the splashing waters is a statue of the God of Luck holding aloft a
marble staff, from which issues a continuous arc of water that cascades
down to the fountain’s base.

EFFECTS

Whenever a person throws a copper, silver, or gold coin into the frothing
waters of the Fountain, there’s a 1% chance that the fountain responds
by granting a measure of good fortune to the hopeful petitioner. If this
occurs, the petitioner gains a luck bonus on all skill and ability checks
for 24 hours. The amount of the bonus depends on the quality of the
coin: copper grants a +1 bonus, silver a +2, and gold a +4. Any given
character has but one chance per day of gaining this bonus regardless
of how many coins they dump in the water.
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While Freeport will slot into nearly any fantasy campaign world,
it does have a pungent flavor of its own. The following prestige
classes build on those found in the DMG and other sources, but are
specifically designed to capture a particular theme or concept in the

larger World of Freeport. Even if you're not using the Continent
setting described in the Pirate’s Guide to Freeport, the information
presented here can still be used for your personal campaign with
little or no adjustment.

~ GRIME BoSS ~

“I tried to warn you, lad. You just don't go messin’ with Mister
Wednesday. Now see what your revenge bought you. oA pair of
stone shoes and 4 trip to the bottom of the sea. Sorry lad, nothing
personal.”

—Masked Enforcer

The crime boss is a criminal mastermind that heads an extensive
organization in a community. Crime bosses are unheard of outside
of small or larger cities since there’s rarely enough wealth to keep
their interest. Instead, crime bosses carve out an underworld empire
in the largest and wealthiest communities, siphoning oft the wealth
to feed their illegal enterprise. A great many crime bosses specialize
in a particular brand of crime, such as prostitution, protection
rackets, smuggling, and more, while the most powerful members of
this esteemed group command almost complete control of all crime
in their city.

BECGOMING @ GRIME BoSS

While just about any character who takes the Leadership feat can
enter this prestige class, assassins, fighters, and rogues are the most
likely candidates. Members of each of these classes regularly treat
with guilds and criminal organizations giving them the contacts
and experience needed to forge their own criminal operation. Bards
make for excellent crime bosses, though the Intimidate requirement
restricts their entry until 9th level unless they multiclass. Interestingly,
nobles make for excellent crime bosses since they are often rooted
into their cities and have access to the proper suite of skills and gain

the Leadership feat at 1st level, making them the strongest candidates
for this class.

REQUIREMENTS

Alignment: Any non-good

Skills: Gather Information 4 ranks, Intimidate 6 ranks, Knowledge
(local) 4 ranks

Feats: Deceitful, Leadership

Special: To enter this prestige class, you must select one city to serve
as your base of operations. All crime boss class features apply
only to this city.

GLASS TEdTURES

The most important weapon in the crime boss’s arsenal is his
organization. As the character advances in this class, he expands his
criminal empire like a cancer through his city. Since the crime boss is
restricted by his rivals and cannot advance further in this class unless
he rubs out the competition, the crime boss must invest a great deal of
resources into his minions to ensure he survives when his rivals seek
to do the same to him. Crime bosses also improve, albeit at a slower
rate, with the rogue’s sneak attack progression ensuring that the crime
boss remains an effective adversary even though much of his abilities
are tied up in his enterprise.

SMaLL QRGaNizaTioN (EX)

As crime boss, you are in charge of a small criminal enterprise made
up of your cohort and followers. At 1st level, the organization is

TaBLE G~1: THE GRIME Boss (FHT DIE: pG)
Level  Base Attack Bonus FortSave  RefSave  Will Save Special Notorious
1st +0 +0 +2 +2 Small organization, reputation +0
2nd +1 +0 +3 +3 Sneak attack +1d6 +1
3rd +2 +1 +3 +3 Interests +1
4th +3 +1 +4 +4 Medium organization +2
5th +3 +1 +4 +4 Sneak attack +2d6 +2
6th +4 +2 +5 +5 Advisor, interests +3
7th +5 +2 +5 +5 Large organization, pressure +3
8th +6 +2 +6 +6 Sneak attack +3d6 +4
9th +6 +3 +6 +6 Interests, above the law +4
10th +7 +3 +7 +7 Huge organization +5
Class Skills (6 + Int modifier per level): Appraise, Bluff, Decipher Script, Diplomacy, Disguise, Escape Artist, Forgery, Gather Information,
Intimidate, Knowledge (local), Knowledge (nobility), Listen, Search, Sense Motive, Sleight of Hand, and Spot.




quite small, consisting of only those people in your employ and your
influence does not extend further than a single district in your city
of choice. You may select any district so long as it isn’t under the
control of another district. If your chosen city’s districts (quarters or
neighborhoods) are all under the control of other crime lords, you
may not progress further into this prestige class until there is a free
district for you to take over.

REePUTATION (EX)

You develop a reputation for being ruthless in your business dealings,
lending you a great deal of street credibility. At 1st level, you begin
with a reputation modifier of 0. Every five levels you attain in this
class increase your reputation by +1 (so +1 at 5th and +2 at 10th).
You may apply your reputation modifier on Intimidate and Gather
Information checks made in your city. If you have reputation from
another class, your levels in that class stack with those of crime boss
for the purposes of determining your bonus.

NQTQRI’QUS EX)

It doesn't take long for a crime boss to make a name for himself in
his chosen city, and as a result people learn to fear these notorious
criminals. More importantly, your notoriety attracts competent
criminals to join your organization. As indicated on Table 6-1: The
Crime Boss, you gain a competence bonus to your Leadership score.
In addition, you may apply this bonus as a competence bonus on all
Intimidate checks. This bonus stacks with the bonus gained from
reputation. Finally, you never take a penalty to your leadership score
for aloofness or cruelty.

SNEdAK T TdcK (EX)

Starting at 2nd level, you deal an extra 1d6 points of damage whenever
you successfully attack a target you flank or a target that is denied
its Dexterity bonus to AC. This ability functions exactly like the
rogue ability of the same name (see the PH for details). At 5th level,
this extra damage increases to +2d6, and it increases again to +3d6
at 8th level.

INTERESTS

Crime bosses are businessmen, entrepreneurs that specialize in illegal
operations. Up until 3rd level, most of your business interests deal with
petty crimes like protection rackets, burglary, and elementary thievery.
However when you attain 3rd level, you extend your dealings to earn
a more substantive income. Select a major criminal enterprise from
the following: drugs, smuggling, blackmail, espionage, or prostitution.
More may be available at the GM’s discretion. At the end of every
month, make a level check and multiple the results by 10 to determine
how many gold pieces you earn from your operation. At 6th level, you
may select a second operation while improving your first operation.
You multiply your level check by 50. At 9th level, you may select a
third operation and also improve your other interests. Multiply your
level check by 100.

MEpPIuM ORGANIZaTION

When you attain 4th level, your organization expands into a second
available district in your selected city. If there are no available districts,
you cannot progress further in this prestige class until one becomes
available (usually accomplished by murdering a rival crime boss and
taking over his operation).

£DPDISOR

At 6th level, you gain the service of a special advisor, an individual
whom you recruit to assist in running your organization. The
advisor is a second cohort, and functions exactly as a normal cohort.

Alternatively, you may release your current cohort to add up to two
levels to your advisor, up to, but not exceeding, your character level.

[ARGE ORGANIZATION

By 7th level, your organization is quite large, extending over up to
four districts in your city. Again, if there are no available districts in
the city of your choice, you cannot progress further in this prestige
class until once becomes available.

PRESSURE

So influential are you in your city that your criminal dealings have
given you political influence in the community such that you wield
as much power as any other politician. You may add the bonus gained
from notorious as a competence bonus on all Bluff and Diplomacy
checks made within your city.

£IBOVE THE [datw

Starting at 9th level, you gain immunity to your city’s legal system.
Your connections and influence are such that you never again need
to fear from the city’s authorities. You can no longer be arrested in
your home city and you may act with impunity, even murdering
someone in cold blood in front of the Sea Lord without fear of legal
consequence. While this class feature does protect you from the law,
various individuals may seek to remove you by other means such as
assassination.

HUGE QORrRGaNizaTioN

Finally, at 10th level, you extend your influence beyond your chosen
city’s walls, expanding your power to the city closest to your home city.
At this level, you control one district, assuming there’s one available,
and for every three character levels beyond this one, you may plant
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your flag in another city. This allows you to employ the crime boss
class features in any city into which your organization extends.

USING THE GRIME BoSS

'The crime boss provides a great way for players to invest their characters
into the setting, but at the expense of freedom and maneuverability. It
offers incredible political and economic power to one PC, but restricts
his ability to undertake adventures outside of the city. To compensate
for the lack of flexibility, the crime boss PC should consider using his
cohort for adventures, thus insulating the crime boss from unnecessary
danger, while allowing the player to participate in adventures. Even

though the crime boss isn't present on these expeditions, the character
should gain experience points by dint of the presence of his cohort.

£paPTING THE GRIME BosS

Given the crime boss’s class features, a campaign set in Freeport
immediately puts the crime boss PC at odds with Mister Wednesday
and Finn since these two control large chunks of the city. You might
consider relaxing the advancement restrictions by allowing the PC
crime boss to overlap his influence into areas controlled by the more
powerful crime bosses. This said, any expansion into the Syndicate or
Canting Crew’s turfs could be perceived as an act of war.

~ MUSKETEER ~

“For the <Moon King! For Rolland!”

The Moon King in Rolland formed the Royal Order of Musketeers
after he witnessed a firearms demonstration and saw firsthand how
effective these weapons could be. Soon after, he commissioned the
production of 500 muskets from Freeport and founded an elite order
of warriors who would serve as the king’s personal guard. While the
fighting force was designed to employ firearms, they were equally
trained in fencing weapons. Word of their exploits with the sword,
to say nothing of their skill with the eponymous firearms, spread
throughout the Continent until they became regarded as some of the
most effective and dangerous warriors in the known world.

BECGOMING 6 MUSKETEER

Although most musketeers are members of the Royal Order of
Musketeers of Rolland, similar groups have begun to form in most
civilized nations on the Continent and beyond. This said, everyone
agrees that the Royal Order is the best of their kind and thus many
would-be musketeers petition for training with these excellent
soldiers. At first, Rolland was reluctant to share its fighting secrets,
but an advisor proposed that any who would learn the techniques
must vow to protect Rolland in times of need and in many cases
enforced this oath with a mark of justice spell.

REQUIREMENTS

Base Attack Bonus: +6

Feats: Acrobatics, Combat Expertise, Firearms Proficiency,
Flamboyant Display

Special: You must train with the Royal Musketeers of Rolland (or a
similar organization) for 6 weeks. At the GM’s discretion, you

may have to accept a mark of justice spell to ensure you never
betray the nation of Rolland.

GLASS TEdTURES

The musketeer prestige class offers a potent suite of abilities
designed to augment your proficiency with firearms. The class
grants a number of bonus feats, many of which provide concrete
benefits to using a firearm in combat, while also heightening your
effectiveness with abilities like perfect shot and critical shot. While
the musketeer is clearly designed for users of ballistic weapons, it
also offers plenty of enhancements for fighting in melee combat,
increasing the character’s speed and mobility, while augmenting the
character’s fighting prowess and ability to withstand damage.

Fast MoveEMENT (EX)

Musketeers specialize in a highly mobile fighting style. At 1st level,
you gain a +10 enhancement bonus to your base land speed. At 5th
level, this bonus increases to +20 feet.

FIREARMS DRILL

Also at 1st level, you gain Firearms Drill as a bonus feat even if you do
not meet the prerequisites for this feat. If you already have Firearms
Dirill, select another feat from those listed under Bonus Feats.

FIrREARMS EXPERT (EX)

By 3rd level, you have become so well-practiced in the use of firearms,
these weapons are more reliable when you handle them. Whenever
you roll on Table 4-2: Firearms Misfire, you gain a bonus equal to
one-half your class level to see what happens.

TaBLE ~2: THE MUSKETEER (HiT DIE: P8)

Language, Spot, Tumble, and Use Rope.

Level Base Attack Bonus Fort Save Ref Save Will Save Special
Ist +1 +0 +2 +2 Fast movement +10 ft., Firearms Drill
2nd +2 +0 +3 +3 Firearms expert
3rd +3 +1 +3 +3 Bonus feat
4th +4 +1 +4 +4 Perfect shot
5th +5 +1 +4 +4 Bonus feat, fast movement +20 ft.
6th +6 +2 +5 +5 Overcome injury
7th +7 +2 +5 +5 Bonus feat
8th +8 +2 +6 +6 Undaunted courage
9th +9 +3 +6 +6 Bonus feat
10th +10 +3 +7 +7 Critical shot

Class Skills (2 + Int modifier per level): Balance, Bluff, Climb, Intimidate, Jump, Knowledge (local), Knowledge (nobility), Listen, Speak




BoNuUs Trats (Ex)

At 3rd level, and every other level thereafter (5th, 7th, and 9th), you
gain a bonus feat in addition to any feats you would normally receive.
You must meet all the prerequisite for the feat and must select the
feat from any of the following: Crack Shot, Dead-eye Shot, Far Shot,
Improved Initiative, Mobility, Point Blank Shot, Precise Shot, Shot
on the Run, Spring Attack, Swashbuckling, Two-Weapon Fighting,

Weapon Focus, or Weapon Specialization (firearms).

PeERFECT SHOT (EX)

By 4th level, you have become such an adept marksman you can place
your shots in the most vulnerable parts of a foe’s anatomy. Whenever
you successfully hit a target with an attack using a firearm, you may
add your Dexterity bonus to the weapon damage roll. Targets that are
immune to critical hits are immune to this extra damage.

ODERCOME INJURY (EX)

Starting at 6th level, you can shrug oft wounds that would kill a lesser
man. Each day, you may convert a total amount of lethal damage
to nonlethal damage equal to your class level times your Wisdom
modifier (minimum 1). You don’t have to use this ability all at once;
you may divide it up between several uses. Using overcome injury is
a standard action that does not provoke an attack of opportunity.

UNPAUNTED GOURAGE (EX)

At 8th level, your dedication and bravery become exceptional. You
gain a +2 insight bonus on all Will saves. In addition, you become
immune to fear.

GRrITICAL SHOT (EX)

Finally, at 10th level, your accuracy with firearms reaches legendary
status. You automatically confirm all critical hits threatened when

-~ MysTiC

“I make no claims to understand why the world works the way it
does—that' s why I'm sure to keep one o them “gutors on hand to

keep my ship aright.”
—Shifty MacGee, Pirate and Explorer

Any veteran of the seas can tell you that beyond the sea lanes, the
waters and the heavens behave strangely, and distance and time are
unreliable at best. Some occultists and planar theorists believe that the
strangeness of the deep ocean voyages is the result of the formation
of the known world. According to legend, the World of Freeport is
a patchwork realm of numerous worlds stolen from other realities
and bound together by the will of the ancient and mysterious god,
Yig. While traveling from one reality to the next requires only a stiff
wind and a good sail, it’s easy to become lost, especially when the
stars change and the compass starts to spin. Whether these theories
are correct or not, malfunctioning instruments and strange heavenly
phenomena have proved the end of many a vessel. To minimize the
dangers of extended voyages, many crews hire on a mystic navigator
who has the talents and expertise to chart a course through the
strangest seas.

BECOMING 4 MYSTIC NaviGATOR

Most mystic navigators begin their careers as wizards, since that class
provides the earliest entry into this prestige class. Of the wizards

USING THE MUSKETEER

The musketeer class offers a window into the political tensions on
the Continent while also offering a variety of combat techniques
to highlight firearms in the Freeport setting. Nearly all musketeers
are bound to Rolland and thus when used as NPCs, they make for
excellent assassins, spies, and even shock troops. The mark of justice
makes these characters implacable opponents since they cannot betray
the Moon King lest they suffer a weighty curse. As compelling as
this mark is to keep musketeers loyal, there are several ways around
the spell, as evidenced by the similar organizations that seem to crop
up all over the Continent.

LpaPTING THE MUSKETEER

'This prestige class relies on two components to work effectively. One, it
assumes you employ the World of Freeport as your campaign setting.
Two, it assumes there are firearms in your setting. The first component
is easy to circumvent. Simply change the name of the organization and
nation, binding these characters to a similar or even wildly different
nation and the class is useable as-is.

The second component is a bit trickier. Firearms make the musketeer,
and removing this component requires not only a name change but
also some moderate revisions to the class features. You can replace
firearms with some other ranged weapon and just change the class
name to something more appropriate. Any bonus feats that deal
specifically with firearms should be changed to benefit the ranged
weapon you selected. For example, if you choose crossbows, simply
swap Rapid Reload for Firearms Drill. Likewise, if you choose
longbows, then you might use Manyshot instead. Perfect shot and
critical shot function normally. Finally, for firearms expert, simply
grant the character a +3 competence bonus on Spot checks. Once
you've applied all of these changes, the class can function in just about
any campaign setting.

DIGATOR —

bound for this class, nearly all are diviners, blending their uncanny
powers of perception with the navigators’talents for peering through
the bounds of reality to bend and reshape the world to serve their
purposes. Bards may also advance in this class, though they must wait
until 7th level before they can qualify for it. Other classes, including
multiclass ranger/arcane spellcasters may enter this class, though
they are rare exceptions.

REQUIREMENTS

Alignment: Neutral

Skills: Concentration 8 ranks, Knowledge (geography) 8 ranks,
Knowledge (the planes) 4 ranks, Profession (sailor) 4 ranks

Feat: Skill Focus (Knowledge—geography)

Spellcasting: You must be able to cast clairaudience/clairvoyance as
an arcane spell.

GLaSS TEdTURES

By entering this class, you give up a small portion of your arcane
spellcasting abilities in exchange for a suite of powerful tools to
help your allies and ship navigate the perils of the seas. The mystic
navigator’s class features mostly attend to charting courses and
altering reality in minor ways to modify your ship’s pace and to
perceive distant threats. But as you advance in level, you gain the
ability to shape the seafloor, converse with creatures of the depths,
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and even pierce the walls of reality to speed up your voyages. At the
highest level, you can even lead your ship beyond your reality to
explore the planes.

SPELLCASTING

At each level indicated, you gain new spells per day and an increase
in caster level (and spells known, if applicable) as if you had also
gained a level in an arcane spellcasting class to which you belonged
prior to adding the prestige class level. You do not, however, gain any
other benefit a character of that class would have gained. If you had
more than one spellcasting class before becoming a mystic navigator,
you must decide to which class to add each level for the purpose of
determining spells per day, caster level, and spells known.

MysTiC NaviGaTor (Su)

You are attuned to the mystical pathways through the scales of Yig and
can use your preternatural knowledge to navigate through uncharted
waters. You may add your mystic navigator class level as an insight
bonus on all Knowledge (geography) checks.

Tar SiGHT (SU)

Starting at second level, your uncanny senses extend to your vision,
allowing you to see four times farther than an ordinary human can
see. If you have low-light vision, you see eight times as far as a human
sees in area of low lighting. Finally, if you have darkvision, you can
see four times as far as normal.

MasTER ofF THE TWINDS (SU)

Beginning at 3rd level, your connection to the mystical fabric of reality
gives you the ability to shape the winds. You may perform a special

ceremony that requires an hour of intense concentration and mental
focus. At the end of this time, you must make a DC15 Concentration
check. If you succeed, the sails of your vessel fill with a light wind
that blows for 1 day. You can increase the wind’s strength by setting
the DC higher. A moderate wind increases the DC by +5, a strong
wind by +10, a severe wind by +15, a windstorm by +20, and finally
a hurricane by +30. See Table: Wind Effects in the DMG for details
on winds. The winds created surround the ship out to a radius of one
mile and follow the ship as it moves.

You take 1d4 points of Wisdom damage each time you use this
ability.

SPEAK twITH SEd GREATURES (SP)

At 4th level, you gain the ability to converse with the creatures of
the sea. This ability works just like speak with animals except it only
applies to creatures with the aquatic subtype or who have a swim
speed. Your caster level equals your class level. You may use this

ability once per day.
MdaSTER OF THE REEF (SU)

By 5th level, your mastery over navigation and seamanship improves
such that you can reshape the sea floor by your force of will alone.
Using this ability requires an hour-long ceremony involving intense
concentration and mental focus. At the end of this period, you must
make a Concentration check. The check DC depends on the undersea
materials: sand DC15, soft stone DC 20, coral DC 25, hard stone
DC 30. If the check succeeds, you may raise, lower or completely
reshape 100 square feet of material per class level. You can “move”
materials by stretching them, but you cannot extend them more than
10 feet per two class levels from their starting position. It takes one
full minute for the sea floor to respond to your commands, but the
effects are permanent.

You take 1d4 points of Strength damage each time you use this
ability.

GOMMUNE twITH THE SEAS (SP)

Starting at 6th level, you may cast out your senses to accurately
perceive the waters around you. This ability functions similarly to the
commune with nature spell, except it only applies when you are on the
deck of a ship and at sea. Your caster level equals your character level.
You may use this ability once per day.

MasTER ofF TIPES (SU)

At 7th level, you may seize control over the tides themselves. Using
this ability requires an hour-long ceremony involving intense
concentration and mental focus. At the end of this period, you
must make a DC 15 Concentration check to increase your own
ship’s speed by 20% or DC 20 to reduce another ship you can see
by 20%. The effects of this ability last for 1 day and stack. When
used in conjunction with the master of the winds ability, master of

tides applies after you modify the ship’s base wind speed.

You take 1d4 points of Dexterity damage each time you use this
ability.

MASTER OF [SLANDS (SU)

Starting at 8th level, you can cause an island to rise from the watery
depths. Using this ability requires a day-long ceremony wherein you
sketch the island on parchment using your own blood. At the end
of this time, you must succeed on a DC 20 Concentration check,
modified by the island’s features.



Base Attack Fort Ref Will

TaBLE G~3: THE MYSTIC NaviGaTor (FHT DIE: pG)

Speak Language, Spot, Swim, and Use Rope

Level Bonus Save Save Save Special Spellcasting
st +0 +0 +0 +2 Mystic navigator =
2nd +1 +0 +0 +3 Far sight +1 level of existing arcane spellcasting class
3rd +1 +1 +1 +3 Master of the winds +1 level of existing arcane spellcasting class
4th +2 +1 +1 +4 Speak with sea creatures +1 level of existing arcane spellcasting class
5th +2 +1 +1 +4 Master of the reef +1 level of existing arcane spellcasting class
6th +3 +2 +2 +5 Commune with seas +1 level of existing arcane spellcasting class
7th +3 +2 +2 +5 Master of tides +1 level of existing arcane spellcasting class
8th +4 +2 +2 +6 Master of islands +1 level of existing arcane spellcasting class
9th +4 +3 +3 +6 Master of the seas +1 level of existing arcane spellcasting class
10th +5 +3 +3 +7 Navigate planes +1 level of existing arcane spellcasting class

Class Skills (4 + Int modifier perlevel): Balance, Climb, Concentration, Knowledge (arcana), Knowledge (geography), Listen, Profession (sailor),

Island Features Modifier Base Distance Modifier
Less than 1 square mile =2 Any location in your Material Plane +0
Between 1 and 5 square miles 0 Ethereal Plane +2
Between 6 and 10 square miles +2 Plane of Shadow +4
Has a source of fresh water +2 Astral Plane +6
Has edible plants and animals +2 Inner Plane +8
Has a sheltered bay +2 Outer Plane +10
If the check succeeds, the island appears, shrouded by a thick fog. Azl e i
Living sentient creatures never inhabit the new island, though Beyond the Outer Planes +20

some islands (20% chance) may harbor a number of spirits (GM’s
discretion). Once created, the island is permanent. You cannot create
land within a half mile of other islands or the mainland.

You take 1d6 points of Constitution drain each time you use this

ability.
MasSTER OF THE SE4S (SU)

Beginning at 9th level, you can cover incredible distances by performing
a special ceremony. You may use this ability just once per week and the
ceremony requires an hour of intense meditation. At the end of the
process, you must succeed on a DC 25 Knowledge (geography) check
modified by the distance you would travel.

Base Distance Modifier
1-100 leagues —4
101-200 leagues -2
201-500 leagues 0
501-1,000 leagues +2
1,001-3,000 leagues +4
3,001 or more leagues +8

Should the check succeed, the leagues melt away and your ship covers
the desired distance by the end of a single day’s travel. If, however, you
roll a natural 1 on the check or if you fail the check by 10 or more, your
vessel falls through a hole in reality, appearing in a random location on
the Material Plane or on a random plane (50% chance of either).

NeviGaTE THE PLANES (SU)

Finally, at 10th level, you gain the ability to open a hole in reality
and send your ship through to other planes. You may use this ability
just once per month and the ceremony requires an hour of intense
meditation. At the end of the process, you must succeed on a DC
25 Knowledge (geography) check modified by the plane to which

you would travel.

Essentially, this ability functions as the planar travel feature of the gaze
spell and is subject to the same limitations (divine intervention for
instance) as described under the spell description. The gate remains
open long enough for your vessel to move through it and arrive at
your desired destination.

UsING MysTIC NaviGATORS

Despite their rarity in the World of Freeport, mystic navigators are
an integral addition to any ship’s crew that intends to explore the
uncharted waters far from the sea lanes. Most mystic navigators
operate out of a mysterious guild called the Brothers of the Sea
Change, who command citadels in nearly every major port on the
Continent. Interestingly, the mystic navigators have made no effort to
found a citadel in Freeport. People whisper that their unwillingness
may stem from resistance by the Wizards’ Guild, or perhaps from
Freeport’s proximity to sunken Valossa. In any event, when a mystic
navigator hires out to a crew, she commands a steep price of 200 gp/
mystic navigator level for each month of travel.

HApaPTING THE
MySTIC NaviGATOR

Although the mystic navigator exists to attend to the dangers of
extended voyages and the unique construction of the World of
Freeport cosmology, these characters are equally useful in just about
any setting and should be useable as is. If you use the Expanded
Psionics Handbook, consider making this class a psionic prestige
class by exchanging the clairaudience/clairvoyance prerequisite with
the clairvoyant sense power. In addition, change the spellcasting
progression to powers known, allowing the character to add his mystic
navigator level minus one to his manifester level for the purposes of
determining power points per day and powers known.
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_ SEIEI DQG _

“Yaarrggghhhhh!”

Whether crewing a pirate sloop, a merchantman, or a man o' war, the
sea dog is at home on the deck or in the rigging of any ship, large
or small. The endless oceans hold a myriad of dangers, from lethal
storms to enemy warships crewed by orcs, slavers, and worse. The sea
dog makes it his business to deal with these threats and ensure he
and his crew make it to their next port of call.

BECOMING 4 SEd DG

Nearly any martial character can enter the sea dog class with little
trouble. Corsairs, fighters, and rangers are the most common sorts
of candidates, but barbarians make excellent sea dogs as well. Other
characters can enter this class, but the high base attack bonus means
a much later entry for rogues, assassins, and other non-warrior
characters.

REQUIREMENTS

Base Attack Bonus: +6.

Skills: Balance 3 ranks, Climb 6 ranks, Swim 6 ranks, Use Rope 3
ranks

Feats: Pearl Diver, Rope Monkey, or Sea Legs

GLASS TEdTURES

'The sea dog class grants many abilities that allow these characters to
shine while on board a ship. Close quarters gives the sea dog a decided
edge when fighting in the tight environment of ship-to-ship combat,
while the favored ship ability rewards constant service on a particular
vessel. Although many of these class features are intended for nautical
adventures, the sea dog can use many of his abilities on land or in more
traditional adventuring environments. Superstitious grants a useful
defense mechanism, while recognize omen allows the sea dog to react
before his enemies can draw their weapons.

GLOSE QUARTERS (EX)

You are skilled at fighting in tight quarters amidst a press of opponents
or in the narrow corridors of a ship’s hold. Whenever you are adjacent
to at least two other creatures or when you are squeezed, you gain a +1
competence bonus on all attack and weapon damage rolls. This bonus
increases to +2 at 4th level, +3 at 7th level, and finally +4 at 10th level.

SUPERSTITIOUS (EX)

Sea dogs are a superstitious lot. Each sea dog cleaves to some strange
set of beliefs about what actions and events can spoil a person’s luck.
Generally, a sea dog’s superstitions are little more than a curious
preoccupation with forces beyond his control, but occasionally, a sea
dog can put his superstitious nature to good use. As an immediate
action, you may add your class level as an insight bonus to one saving
throw. Until the end of your next turn, you take an insight penalty
equal to your class level to all attack rolls.

Favorep SHIP (EX)

Starting at 2nd level, you gain a special familiarity with a particular vessel.
When you gain this class feature, select one particular ship—usually
the ship you sail. While on board this ship, you gain a +1 competence
bonus on Balance, Climb, Hide, Move Silently, Profession (sailor), and
Use Rope checks. This bonus increases to +2 at 5th level, and +4 at 8th
level. Should the favored ship be destroyed, you may select a new ship
when you gain your next sea dog level.

[RON GULLET (EX)

At 3rdlevel you gain an iron gullet, developed during years spent drinking
befouled water and eating suspect food. You gain a +5 competence bonus
on Fortitude saves made against poison and disease.

BaTTEN potoN THE HaTCHES (EX)

Beginning at 6th level, you learn how to prepare for the worst.
Whenever you ready an action, you may make one additional attack
of opportunity per round. This extra attack of opportunity is in
addition to any extra attacks gained from the Combat Reflexes feat
and is subject to the same limitations.

In addition, as an immediate action, you may forfeit a provoked attack
of opportunity to add 1 + your Wisdom modifier (minimum +1) to
your Armor Class until the end of your next turn.

RECOGNIZE OMEN (EX)

At 9th level, you may spot omens around you to lend insight into the
future. As an immediate action, you may attempt a DC 15 Wisdom
check. If the check succeeds, your initiative count functions as if you
had rolled a 20. If the check fails, your initiative count functions as

TaBLE G-Y: THE Sea DoG (HIT DIE: p8)

Swim, and Use Rope.

Level Base Attack Bonus Fort Save Ref Save Will Save Special
1st +1 +0 +2 +0 Close quarters +1, superstitious
2nd +2 +0 +3 +0 Favored ship +1
3rd +3 +1 +3 +1 Iron gullet
4th +4 +1 +4 +1 Close quarters +2
5th +5 +1 +4 +1 Favored ship +2
6th +6 +2 +5 +2 Batten down the hatches
7th +7 +2 +5 +2 Close quarters +3
8th +8 +2 +6 +2 Favored ship +4
9th +9 +3 +6 +3 Recognize omen
10th +10 +3 +7 +3 Close quarters+4

Class Skills (4 + Int modifier per level): Balance, Climb, Intimidate, Jump, Knowledge (geography), Profession (sailor), Speak Language, Spot,




if you had rolled a 1. You must wait 5 rounds between each use of

this ability.

USING SBé Dogs

The sea dog prestige class presents an option for veteran sailors and
characters seeking to specialize in seafaring adventures. To fully realize
this class, candidates should serve as crew on a particular ship or own
a ship themselves. The vessel can serve as a mobile base of operations
allowing sea dogs and their allies a great deal of flexibility when
undertaking adventures in far-flung lands. Stripping a ship from a sea
dog does hamper the character’s abilities, but not in significant ways.

Sea dog NPCs can represent a wide range of characters, from ship’s
captains and their first mates to experienced crewmen. They might

be vicious pirates or noble swashbucklers, cunning freebooters or
bloodthirsty buccaneers. Sea dogs can also represent experienced
merchants, slavers, and just about anyone else who has made a life
at sea.

ApapTING THE §Bd DG

The sea dog works well in just about any campaign setting and
requires no adaptation for use outside of the World of Freeport. For
campaigns that don’t heavily feature water-based adventures, you
could alter the prestige class to represent a caravan master, replacing
the favored ship class feature with a favored mount or vehicle. The
sea dog class can also represent old hands on aircraft, if your games
include such vessels, with no adaptation at all.

~ITCH HUNTER ~

“Curse me, revile me, it makes no matter. I cleave to the
Necromantic (¢nsure and it is my sacred duty to uncover the filth
of buman corruption, to destroy those blasphemous creations of the
necromancers, and to bring to justice those who dabble in the a'dr/‘
arts. It is thankless work, but I take heart in knowing that with
each black wizard 1 burn, 1 am doing my part in thwarting the
anctent Necro-Kings from rising once more.”

Founded by the Inquisitor-Mages at the behest of the Council
of Harmony many centuries ago, the witch hunters are a force
of investigators and warriors whose sole purpose is to root out
necromancers and consign them to the purifying flames of the pyre.
At first, these bold men and women were tasked with capturing
suspected necromancers and bringing them before the Seven High
Inquisitors who would interrogate and pass judgment based on their
findings, and once pronounced only the most powerful leaders of the
land could countermand their decisions. What began as a temporary
solution was eventually made a permanent feature of Hexworth and
after the nation was deemed cleansed, the witch hunters moved
beyond their borders to hunt for undead and necromancers all over
the Continent.

BEcoMING 4 tWiTcH HTUNTER

Witch hunters are drawn from the ranks of priests and holy warriors.
Most witch hunters were once holy warriors who left their various
orders to take up the sacred cause of the Council of Unity and

purge the world of those blasphemers who dabble in the dark arts.
Other witch hunters were clerics or multiclass cleric/rangers who
become witch hunters to further their standing in their respective
churches. Although clerics and paladins are the most common sorts
of candidates, any character with the ability to turn undead can find
a place in this violent order.

REQUIREMENTS

Alignment: Any lawful

Base Attack Bonus: +6

Skills: Intimidate 6 ranks, Knowledge (religion) 12 ranks
Feats: Iron Will, Unhinged (see Chapter Three)

Class Feature: Turn undead

GLaSS TEdTURES

‘The witch hunter’s class features are all fueled by righteous fury. As the
character advances in this prestige class, he gains more options for how
to use this fury and even extend some of the benefits to his allies. Even
though the witch hunter is very much specialized in fighting undead,
many of the righteous fury features can be used against just about any
type of foe, making the witch hunter a formidable foe.

NECROMEANTIC GENSURE (Su)

All witch hunters work to cleanse the world of necromancers and
their blasphemous creations. Charged with this sacred duty, witch

TaBLE (~5: THE tWiTcH HUNTER (HIT DiE; Pi0)
Level Base Attack Bonus Fort Save Ref Save Will Save Special
1st +1 +2 +0 +2 Necromantic censure
2nd +2 +3 +0 +3 Divine shield
3rd +3 +3 +1 +3 Sacred resolve
4th +4 +4 +1 +4 Divine judgment
5th +5 +4 +1 +4 Spectral weapon
6th +6 +5 +2 +5 Beacon of justice
7th +7 +5 +2 +5 Divine restoration
8th +8 +6 +2 +6 Divine denial
9th +9 +6 +3 +6 Purifying flame
10th +10 +7 +3 +7 Destroy undead
Class Skills (2 + Int modifier per level): Gather Information, Intimidate, Knowledge (arcana), Knowledge (local), Knowledge (religion), Listen,
Sense Motive, and Spot.
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hunters can awaken the righteous powers of justice to improve their
combat abilities, resist the vile touch of undeath, and overcome
their life-sworn enemies. In combat, as an immediate action, you
gain 1 point of righteous fury. So long as you have at least 1 point of
righteous fury, you gain a sacred bonus to all saving throws equal to
your Charisma bonus (minimum +1). You may sacrifice a point of
righteous fury as an immediate action to imbue your next attack with
divine energy, adding your Charisma modifier as a sacred bonus to
your attack roll and your class level as a sacred bonus to your weapon
damage roll.

You may hold a number of righteous fury points equal to your class level.
All unspent righteous fury points are lost at the end of combat.

PiviNg SHIELP (SU)

Starting at 2nd level, you may spend 1 point of righteous fury as an
immediate action to add your class level as a sacred bonus to your
Armor Class for 1 round.

SACRED RESCLVE (SU)

At 3rd level, you may spend 1 point of righteous fury as an immediate
action to completely negate a single negative energy effect or
necromancy spell that targets you.

DIvINE JUPGMENT (SU)

By 4th level, you can channel positive energy to damage or destroy
undead creatures. As a standard action, you may spend 2 points of
righteous fury to deal 1d6 points of divine damage per class level
to all undead creatures within 60 feet. Undead targets that succeed
on Will saves (DC 10 + your class level + your Charisma modifier)
take half damage.

SPECTRAL VWJEAPON (SU)

Beginning at 5th level, you can imbue a weapon you wield with the
power to strike incorporeal creatures. As an immediate action, you
may spend 1 point of righteous fury to grant a weapon you wield
the ghost touch property (see DMG). If you imbue a ranged weapon
with this power, it bestows the ghost fouch ability on its ammunition.
'The weapon retains this ability for a number of rounds equal to your
Charisma bonus (minimum 1 round).

BEdACON ofF JUSTICE (SU)

At 6th level, you can channel your righteous fury into a shining beacon
that inspires terror in undead enemies and weakens necromancy spells.
As a standard action, and by spending 1 point of righteous fury, all
intelligent undead within 60 feet must succeed on Will saves (DC 10
+your class level + your Charisma modifier) or spend their next action
cowering. In addition, any spellcaster that would cast a necromancy
spell must first succeed on a Spellcraft check (DC 10 + the spell level
+ your Charisma modifier) or the spell is wasted.

DIviINE RESTORATION (SU)

Starting at 7th level, you may channel your righteous fury into a
powerful restorative to give you the strength to continue fighting.
As a full-round action and at the cost of 2 points of righteous fury,

you may repair an amount of damage equal to your Charisma bonus
(minimum 1) times your class level.

DIDINE DENIL (SU)

At 8th level, as a full-round action you may extend spend 2 points of
righteous fury to grant spell resistance equal to 10 + your class level
against all necromancy spells to all allies within 30 feet of you. The
spell resistance lasts for 1 round per point of your Charisma bonus
(minimum 1 round).

PURIFYING FLaME (SU)

By 9th level, you have learned to harness your righteous fury to imbue
your weapon with purifying flames. As an immediate action and by
spending 2 points of righteous fury, your weapon deals an extra 1d6
points of sacred damage to all undead you hit. In addition, any such
creature struck must succeed on a DC 15 Reflex save or catch fire,
taking 1d6 points of sacred damage each round. Water does not
extinguish these flames however. An affected creature may spend a
move action on its turn to attempt another DC 15 Reflex save to put
out the flames. Multiple strikes from a weapon affected by purifying
flame have no additional effect.

PESTROY UNPEAP (SU)

Finally, at 10th level you can channel positive energy to destroy
undead creatures in a 30-foot radius. As a standard action, you may
spend 3 points of righteous fury to automatically destroy all undead
who have less than one-half your class level in Hit Dice (plus their
turn resistance if any).

USING tITCH HUNTERS

The witch hunters were founded with the noblest intentions, but as
the institution’s role has become permanent and expanded beyond
the boundaries of the Empire in which it was created, the ranks of
this organization have become sullied by ambitious politicians and
sociopaths who masquerade their violent impulses behind the veneer
of doing holy work. Even those witch hunters who cleave closest to
the principals of their order are ruthless in their pursuit of justice
and, as often as not, they serve as jury, judge, and executioner when
confronting a suspected necromancer. As a result, witch hunters find
fear and hatred wherever they go, but few have the resolve to refuse
their demands.

HAparTING THE ¢VITCH HUNTER

'The witch hunter prestige class is tightly bound to the history of the
Continent, though this need not be the case. A witch hunter might
be an independent agent, rooting out corruption and destroying
evil wherever he finds it. Or, witch hunters could be a secret society
of zealots and mystics who oppose necromancers and their ilk for
some altogether different reason—maybe even to hide their own
disturbing practices of the dark arts. Furthermore, witch hunters
don't have to be undead hunters; you could adapt them to work as
demon or devil hunters by exchanging undead for evil outsider. If
you make this change, you should replace the Knowledge (religion)
requirement with Knowledge (the planes) and remove the turn
undead requirement completely.



Freeport is a thriving city filled with a colorful cast of characters.
'The Pirate’s Guide to Freeport presents descriptions for most of the
locals, offering information about motivations, outlooks, goals, and
physical appearances, so this chapter describes everything you need

to use these characters in your 420 System games. Before getting into
the particular folks of Freeport, included here are statistics for the
common sorts of people the players characters are bound to encounter
in the City of Adventure.

GoMMOoN GHARACTERS

The following statistics blocks give you sample statistics for most
people living in or around Freeport. You can use these generic
statistics for those characters mentioned in the Pirate’s Guide that do
not receive a full description later in this chapter, or as the foundation
for characters of your own invention.

Many of these NPCs include two separate sets of statistics, one for
Apprentice and the other for Journeyman. These correspond to the
abbreviated descriptions found in the Pirate’s Guide. Master-level
characters are always unique characters and thus they are described
later in this chapter.

ASsassINS

No one in Freeport likes to admit the lucrative trade of
assassination, but there’s a great deal of money there if one has the
stones to kill people for a living. Unsurprisingly, it’s not an honest
career and those who make their livings from killing tend to find
themselves earning the same fate—floating facedown in the harbor.
As a result, there are few inexperienced assassins worthy of the
name. Lesser assassins are usually enforcers or thugs.

JoURNEYMAN £IssassIN GR 7

Male or female human assassin 7

NE Medium humanoid

Init +8; Senses Listen +12, Spot +12
Languages Common, Undercommon

AC 17, touch 13, flat-footed 14; uncanny dodge (+3 Dex, +4 armor)
hp 34 (7HD)
Fort +6 (+9 against poison), Ref +8, Will +4

Spd 30 ft. (6 squares)

Melee mwk short sword +10 (1d6/19-20)

Ranged heavy crossbow +8 (1d10/19-20)

Base Atk +5; Grp +5

Atk Options ambush +1, backstab +2d6, death attack (DC 14), poison
focus (injury), ruthless, shadowspawn

Combat Gear bloodroot (Injury, DC 13, initial damage 0/secondary damage
1d4 Con + 1d3 Wis), deathblade poison (Injury, DC 21, initial
damage 1d6 Con/secondary damage 2d6 Con), 2 doses of purple
worm poison (Injury, DC 25, initial damage 1d6 Str/secondary
damage 2d6 Str), sassone leaf residue (Injury, DC 16, initial damage
2d12 hp/1d6 Con), elixir of hiding, elixir of sneaking, tanglefoot bag

Abilities Str 10, Dex 16, Con 12, Int 13, Wis 14, Cha 8

SQ_contract, poison use

Feats Improved Initiative®, Stealthy, Weapon Finesse, Weapon Focus
(short sword)

Skills Balance +5, Bluff +4, Diplomacy +1, Disguise +4 (+6 acting), Escape
Artist +8, Gather Information +9 (+10 to find a contract), Hide +15,
Intimidate +7, Jump +2, Listen +12, Move Silently +15, Search +6,
Spot +12, Survival +2 (+4 follow tracks), Tumble +8, Use Rope
+3 (+5 bindings)

Possessions combat gear plus +7 studded leather armor, masterwork short
sword, heavy crossbow with 10 bolts, backpack, waterskin, two day’s
trail rations, 4 sunrods, contract, 3d10 gp

BEGGARS

Freeport washes up the destitute and desperate like driftwood, and
shiftless vagabonds fill its streets. Beggars include all sorts of people,
from the urchins scampering along the streets of the Docks looking
for a purse to lift or a rube to guide to the city’s interiors, to the broken
and shattered individuals infesting Drac’s End and Scurvytown, looking
for a hot meal, a swig of ale, or a dose of the dust to cut the pain of
their living. Apprentice beggars are usually urchins, while journeymen
beggars are more experienced individuals who have authentic ailments
that prevent them from leading productive lives.

URGHIN GR 1/2

Male or female halfling expert 1
CN Small humanoid

Init +2; Senses Listen +4, Spot +2
Languages Common, Halfling

AC 13, touch 13, flat-footed 11 (+1 size, +2 Dex)
hp 5 (1 HD)
Fort +0, Ref +3, Will +1 (+3 against fear)

Spd 20 ft. (4 squares)

Melee dagger -1 (1d4-2/19-20)
Ranged sling +4 (1d4-2)

Base Atk +0; Grp -6

Abilities Str 6, Dex 15, Con 9, Int 10, Wis 11, Cha 12

Feats Persuasive

Skills Bluff +5, Climb +0, Gather Information +3, Hide +10, Intimidate +3,
Jump -2, Listen +4, Move Silently +8, Spot +2, Sleight of Hand +6

Possessions dagger, sling with 10 bullets, rags, 1d6 cp

OTHER (CHARACTERS

We couldn't fit in every character mentioned in the Pirate’
Guide to Freeport; there simply isn’t enough room. You can use
the statistics described under Common Characters for folks
that aren't described here or you can generate their stats from
scratch. Use the following as a guideline for setting the level of
the character based on descriptors used in the Pirate’s Guide.

Descriptor Level Range

Apprentice 1-5

Journeyman 6-10
Master 11 or more

NEaS AL LIBHO)
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JOoURNEYMAN BeGGAR GR Y

Male or female human commoner 6
N Medium humanoid

Init +0; Senses Listen +5, Spot +5
Languages Common

AC 10, touch 10, flat-footed 10
hp 22 (6 HD)
Fort +3, Ref +2, Will +3

Spd 30 ft. (6 squares); Run
Melee club +3 (1d6)
Base Atk +3; Grp +3

Abilities Str 10, Dex 10, Con 13, Int 8, Wis 12, Cha 11

Feats Persuasive, Run, Skill Focus (Bluff)®, Stealthy

Skills Bluff +6, Hide +3, Intimidate +2, Gather Information +1, Knowledge
(local) +0, Listen +5, Move Silently +3, Spot +5

Possessions club, rags, 1d8 sp, 1d6 cp

Abilities Str 10, Dex 11, Con 10, Int 11, Wis 10, Cha 11

Feats Alertness, Endurance®

Skills Listen +6, Profession (any one) +4, Spot +6

Possessions combat gear plus dagger, peasant’s outfit, 1d4-1 gp, 1d6 sp

GR Y

JoURNEYMAN GOMMONER

Male or female human commoner 6
N Medium humanoid

Init —1; Senses Listen +8, Spot +8
Languages Common

AC 9, touch 9, flat-footed 9 (-1 Dex)
hp 16 (6 HD)

Fort +2, Ref +1, Will +4

Spd 30 ft. (6 squares)

Melee mwk dagger +3 (1d4-1/19-20)
Base Atk +3; Grp +2

(SOMMONERS

Most Freeporters fall in the “commoner” category. This includes the
farmers of Cabbage Crack, the fishwives working the Docks and
Scurvytown, the common prostitutes that walk the streets, and even
the typical sailors coming in from sea. If you can't find a generic NPC
to fit, the character is a commoner.

APPRENTIGE GOMMONER GR 1/3

Male or female human commoner 1
N Medium humanoid

Init +0; Senses Listen +6, Spot +6
Languages Common

AC 10, touch 10, flat-footed 10
hp 4 (1 HD)
Fort +0, Ref +0, Will +0

Spd 30 ft. (6 squares)
Melee dagger +0 (1d4/19-20)
Base Atk +0; Grp +0

Abilities Str 9, Dex 8, Con 10, Int 12, Wis 14, Cha 11

Feats Alertness, Persuasive, Skill Focus (Knowledge—local), Skill Focus
(Profession—any one)®

Skills Bluff +4, Intimidate +4, Gather Information +2, Knowledge (local)
+6, Knowledge (nobility) +3, Listen +8, Profession (any one) +9,
Sense Motive +4, Spot +8

Possessions masterwork dagger, artisan’s outfit, 1d4-1 pp, 1d8 gp, 2d6 sp

GULTISTS

Freeport is home to many illicit organizations sworn to advance the
cause of some mad god or other. Gathering in secret basements, in the
Underside, or in hidden rooms, they congregate to perform disturbing
rites and rituals in the name of their foul masters. Particular cultists may
vary in terms of motives and ultimate goals, which may be reflected in
slight variations in their statistics.

APPRENTIGE GULTIST GR 1/2

Male or female human cultist 1
CE Medium humanoid

Init +3; Senses Listen +2, Spot +2
Languages Common

AC 11, touch 9, flat-footed 11 (-1 Dex, +2 armor)
hp 6 (1 HD)

IP 3

Fort +0, Ref -1, Will +2

Spd 30 ft. (6 squares)

Melee dagger +0 (1d4/19-20)

Ranged light crossbow —1 (1d8/19-20)
Base Atk +0; Grp +0

Atk Options fanatic +3

Abilities Str 11, Dex 9, Con 10, Int 8, Wis 10/16 (13), Cha 12

SQ faint aura of chaos and evil

Feats Deceitful®, Improved Initiative, Skill Focus (Bluff)®

Skills Bluff +6, Disguise +5, Forgery +3, Hide +1, Intimidate +3, Knowledge
(forbidden) +1, Listen +2, Move Silently +1, Spot +2

Possessions leather armor, dagger, light crossbow with 10 bolts, mask and
robes, 2d4 gp

JourRNEYMAN GULTIST GRS

Male or female cultist 6

CE Medium humanoid

Init +1; Senses Listen +4, Spot +5
Languages Common, Undercommon

AC 16, touch 11, flat-footed 15 (+1 Dex, +5 armor)
hp 20 (6 HD)

IP 5; Madness any one indefinite disorder

Fort +3, Ref +3, Will +5

Spd 30 ft. (6 squares)
Melee +1 dagger +6 (1d4+1/19-20)
Base Atk +4; Grp +4



Atk Options fanatic +5, sneak attack +1d6
Combat Gear wand of scare (10 charges)
Cultist Spells Prepared (CL 3rd):
2nd—-desecrate (CL 4th)D, hold person (DC 17)
1st—bewilder (DC 16), disguise self; doom (DC 16), protection from good
(CL 4th)D
D: Domain spell. Deity: The Unspeakable One. Domain: Evil

Abilities Str 10, Dex 13, Con 8, Int 12, Wis 10/20 (15), Cha 14

SQ_strong aura of chaos and evil

Feats Combat Casting, Great Fortitude®, Skill Focus (Bluff)®, Toughness,
Weapon Finesse

Skills Bluff +14, Concentration +8 (+12 casting on the defensive),
Diplomacy +6, Disguise +11 (+13 acting), Intimidate +13,
Knowledge (forbidden) +5, Listen +4, Sense Motive +9, Spot +5

Possessions combat gear plus +1 chain shirt, +1 dagger, mask and robes,
holy symbol, spell component pouch, 4d6 gp

LOBSTERMEN

The Society of Lobstermen is a wealthy secret organization that made
its fortunes recovering treasures from the bottom of the sea. Using
expensive and equipment manufactured by and for them, they are
the only game in town. Any who try to nudge into their territory
find themselves in “deep” trouble.

£IPPRENTIGE LOBSTERMAN

Male human expert 1/warrior 1
LN Medium humanoid

Init +0; Senses Listen —1, Spot +3
Languages Common

AC 14, touch 10, flat-footed 14 (+0 Dex, +4 armor)
hp 12 (2 HD)
Fort +3, Ref +0, Will +1

Spd 20 ft. in cockleshell suit (4 squares); base speed 30 ft.
Melee mwk trident +3 (1d8+1) or

Melee punching dagger +2 (1d4+1/x3)

Ranged mwk trident +2 (1d8+1) or

Ranged light crossbow +1 (1d8/19-20)

Base Atk +1; Grp +2

Abilities Str 12, Dex 11, Con 13, Int 10, Wis 9, Cha 8

Feats Athletic, Endurance®

Skills Balance —2, Climb +0, Intimidate +3, Knowledge (geography)
+4, Listen —1, Profession (sailor) +3, Spot +3, Swim -5, Use
Rope +4

Possessions cockleshell suit, masterwork trident, punching dagger, light
crossbow with 10 bolts, diver’s suit

L .ONGSHOREMEN

The Longshoremen’s Union is a powerful force in the Docks and
carries a lot of weight in local politics. Headed up by Poppy Bragg
and Emaya Passos, it has transformed from the bed of corruption
into a tough, and sometimes violent, organization.

GR 1

£IPPRENTIGE LONGSHOREMAN

Male human expert 1

LN Medium humanoid

Init +0; Senses Listen +0, Spot +0
Languages Common

AC 11, touch 10, flat-footed 11 (+1 armor)
hp 7 (1 HD)
Fort +1, Ref +0, Will +2

Spd 30 ft. (6 squares)

Melee club +1 (1d6+1) or

Melee punching dagger +1 (1d4+1/x3)
Ranged dagger +0 (1d4+1/19-20)
Base Atk +0; Grp +1

GR1/2

Abilities Str 13, Dex 11, Con 12, Int 9, Wis 10, Cha 8

Feats Endurance®, Skill Focus (Intimidate)

Skills Balance +4, Climb +5, Intimidate +6, Jump +5, Listen+0, Profession
(longshoreman) +4, Spot +0, Swim +5

Possessions padded armor, club, punching dagger, dagger, 50 feet of hemp
rope, peasant’s outfit, 1d6 cp

MERGENMARIES

Freeport can offer much to those with a good sword arm and a bit
of courage. Merchant princes and other aristocrats rely on such men
and women for protection, while cargo ships employ mercenary
marines to safeguard the contents of their hold from pirates, sea
devils, and worse. A mercenary’s life is perilous, but it comes with
commensurate rewards.

£PPRENTIGE MERGENARY GR 1

Male or female human warrior 2
N Medium humanoid

Init +0; Senses Listen +0, Spot +0
Languages Common

AC 16, touch 10, flat-footed 16 (+4 armor, +2 shield)
hp 17 (2 HD)
Fort +4, Ref +0, Will +0

Spd 30 ft. (6 squares)

Melee mwk longsword +5 (1d8+1/19-20)
Ranged composite longbow +2 (1d8/x3)
Base Atk +2; Grp +3

Abilities Str 13, Dex 11, Con 12, Int 9, Wis 10, Cha 8

Feats Toughness®, Weapon Focus (longsword)

Skills Gather Information +1, Intimidate +4, Listen +0, Spot +0, Swim —4

Possessions combat gear plus masterwork chain shirt, heavy wooden
shield, masterwork longsword, composite longbow with 20 arrows,
traveler’s outfit, 1d12+4 gp
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JourNEYMAN MERGENARY GR G

Male or female human warrior 7
LN Medium humanoid

Init +4; Senses Listen +1, Spot +1
Languages Common

AC 17, touch 10, flat-footed 17 (+5 armor, +2 shield)
hp 45 (7 HD)
Fort +7, Ref +3, Will +3

Spd 30 ft. (6 squares)

Melee +1 longsword +11/+6 (1d8+3/19-20)

Ranged mwk composite longbow (Str +2) +8/+3 (1d8+2/x3)
Base Atk +7; Grp +9

Atk Options Power Attack

Combat Gear potion of cure moderate wounds

Abilities Str 14, Dex 11, Con 12, Int 9, Wis 10, Cha 8

Feats Improved Initiative, Power Attack, Toughness®, Weapon Focus
(longsword)

Skills Gather Information +1, Intimidate +9, Listen +1, Spot +1, Swim +1

Possessions combat gear plus +1 chain shirt, masterwork heavy steel shield,
+1 longsword, masterwork composite longbow (Strength +2) with
40 arrows, cloak of resistance +1

MERCHENTS

Merchants are the lifeblood of Freeport, bringing much needed
supplies to what is in truth a remote city. Their importance and
command over Freeport’s economy makes them some of the most
influential and power citizens in the city.

£PPRENTIGE MERGHANT GR 2

Male or female human expert 3

N Medium humanoid

Init +0; Senses Listen +0, Spot +0
Languages Common, Halfling

AC 11, touch 10, flat-footed 11 (+1 armor)
hp 11 (3 HD)
Fort +0, Ref +1, Will +3

Spd 30 ft. (6 squares)

Melee mwk club +2 (1d6-1)

Ranged mwk light crossbow with +7 bolts +3 (1d8+1/19-20)

Base Atk +2; Grp +1

Combat Gear 2 doses of black adder venom (DC 11, initial and secondary
damage 1d6 Con), potion of glibness

Abilities Str 8, Dex 10, Con 9, Int 12, Wis 11, Cha 13

Feats Negotiator®, Persuasive, Skill Focus (Bluff)

Skills Bluff +12, Diplomacy +13, Disguise +1 (+3 acting), Gather Information
+9, Intimidate +11, Knowledge (local) +7, Listen +0, Profession
(merchant) +6, Sense Motive +8, Sleight of Hand +8, Spot +0

Possessions combat gear plus padded armor, masterwork club, masterwork
light crossbow with 10 +7 olts, courtier’s outfit, stall, 500 gp in
various trade goods, 5d8 gp

JoURNEYMAN MERGHANT GR 8

Male or female human expert 9

N Medium humanoid

Init +1; Senses Listen +8, Spot +8
Languages Azharan, Common, Elven

AC 14, touch 12, flat-footed 12 (+1 Dex, +2 armor, +1 deflection)
hp 42 (9 HD)
Fort +4, Ref +5, Will +9

Spd 30 ft. (6 squares)

Melee +1 rapier +6/+1 (1d6/18-20)

Ranged masterwork dagger +8 (1d4-1/19-20)

Base Atk +6; Grp +5

Special Actions Skill Expertise (Bluff)

Combat Gear potion of cure moderate wounds, potion of eagle’s splendor, 2
potions of glibness

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 14, Cha 16

Feats Martial Weapon Proficiency (rapier), NegotiatorB, Persuasive, Skill
Expertise (Bluff), Skill Focus (Bluff)

Skills Bluff +20, Diplomacy +21, Disguise +3 (+5 acting), Gather
Information +17, Intimidate +19, Knowledge (local) +14, Listen
+8, Profession (merchant) +14, Sense Motive +16, Sleight of Hand
+15, Spot +8

Possessions combat gear plus +1 rapier, 2 masterwork daggers, ring
of protection +1, bracers of armor +2, cloak of resistance +1, shop,

warehouse, 10,000 gp in trade goods, 4d6 pp, 3d12 gp

PirRaTES

One expects to find pirates in the City of Adventure. Most of
Freeport’s pirates are essentially sea bandits. Their motivations,
virtues, and vices vary with the individual. Such men and women
can be heroic swashbucklers or vicious murderers, and there is often
little way to discern one type from the other.

£IPPRENTIGE PiRaTE GR 1

Male or female expert 1/warrior 1
CN Medium humanoid

Init +1; Senses Listen -1, Spot -1
Languages Common

AC 14, touch 11, flat-footed 13 (+1 Dex, +3 armor)
hp 12 (2 HD)

IP 1

Fort +3, Ref +1, Will +1

Spd 30 ft. (6 squares)

Melee cutlass +1 (1d6/18-20)

Ranged light crossbow +2 (1d8/19-20)
Base Atk +1; Grp +1

Combat Gear potion of cure light wounds

Abilities Str 11, Dex 13, Con 12, Int 8, Wis 8/10 (9), Cha 10

Feats Athletic®, Lightning Reflexes

Skills Balance +5, Bluff +4, Climb +3, Intimidate +4, Knowledge
(geography) +3, Listen —1, Profession (sailor) +3, Spot -1, Swim
+3, Use Rope +5

Possessions combat gear plus masterwork studded leather armor, cutlass,
light crossbow with 10 bolts, traveler’s outfit, 1d12 cp

JourNEYMaN PiRaTE GR 7

Male or female expert 1/warrior 1/corsair 6
CN Medium humanoid

Init +3; Senses Listen +5, Spot +5
Languages Common

AC 22, touch 16, flat-footed 22; Dodge, Mobility, uncanny dodge (+3 Dex,
+2 class, +5 armor, +1 shield, +1 deflection)

hp 45 (8 HD)

Fort +8, Ref +8, Will +3

Spd 30 ft. (6 squares)

Melee +1 cutlass +11/+6 (1d6+3/18-20)

Ranged mwk Privateer FP +11 (3d6/x3)

Base Atk +7; Grp +9

Atk Options Sea Legs, corsair’s luck 1/day (+3), dirty fighting +2d4
Combat Gear potion of cure moderate wounds

Abilities Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 14

Feats Acrobatic®, Athletic®, Dodge, Firearms Proficiency, Mobility, Rope
MonkeyB, Sea Legs®, Weapon Finesse®

Skills Appraise +6, Balance +10, Bluff +6, Climb +5, Escape Artist +9,
Intimidate +7, Jump +6, Knowledge (geography) +4, Listen +5,
Profession (sailor) +3, Spot +5, Swim +9, Tumble +11, Use Rope
+6 (+8 bindings)

Possessions combat gear plus +1 mithral shirt, masterwork buckler, +7
cutlass, masterwork privateer FP with powder and shot for 6
firings, ring of protection +1, traveler’s outfit with tri-corner hat




PRIESTS

Freeporters are all a little superstitious, and they are quick to mutter
a prayer to whatever god is on hand. Given Freeporters’ cultural
willingness to accept a broad range of gods, countless peddlers of
religion come to Freeport to set up shop. Some of these holy folks
have honest intentions and perform a good service to the city, but
others are little more than well-dressed thieves here to defraud and
bilk the locals. The sample priests serve the God of the Sea. For
another deity, simply replace the domains, domain spells, and the
cleric’s melee weapon.

£IPPRENTIGE PRIEST GR 1

Male or female human cleric 1

N Medium humanoid

Init —1; Senses Listen +2, Spot +2
Languages Common

AC 17, touch 9, flat-footed 17 (=1 Dex, +6 armor, +2 shield)
hp 9 (1 HD)
Fort +3, Ref -1, Will +6

Spd 20 ft. in splint mail (4 squares); base speed 30 ft.
Melee mwk trident —2 (1d8+1) or
Melee club +1 (1d6+1)
Ranged light crossbow —1 (1d8/19-20)
Base Atk +0; Grp +1
Special Actions freedom of movement (1 round), turn fire creatures or
rebuke water creatures 5/day (+2, 2d6+3, 1st), turn undead 5/day
(+2, 2d6+3, 1st)
Combat Gear elixir of swimming, potion of cure light wounds
Cleric Spells Prepared (CL 1st):
1st—divine favor, obscuring mist®, shield of faith
O—create water, guidance, resistance

D: Domain spell. Deity: God of the Sea. Domains: Travel, Water

Abilities Str 13, Dex 8, Con 12, Int 10, Wis 15, Cha 14

Feats Athletic?, Iron Will

Skills Climb —6, Concentration +5, Knowledge (religion) +4, Listen +2,
Spellcraft +4, Spot +2, Swim —15

Possessions combat gear plus splint mail, heavy steel shield, masterwork
trident, club, light crossbow with 10 bolts, cleric’s vestments, wooden
holy symbol

JOURNEYMEAN PRIEST

Male or female cleric 6

N Medium humanoid

Init —1; Senses Listen +1, Spot +1
Languages Common

AC 20, touch 9, flat-footed 20 (-1 Dex, +9 armor, +2 shield)
hp 36 (6 HD)

1P 3

Fort +6, Ref +1, Will +8

Spd 20 ft. in full plate (4 squares); base speed 30 ft.

Melee mwk trident +6 (1d8+1)

Ranged light crossbow +3 (1d8/19-20)

Base Atk +4; Grp +5

Atk Options Power Attack

Special Actions freedom of movement (6 rounds), turn fire creatures or
rebuke water creatures 5/day (+4, 2d6+8, 6th), turn undead 5/day
(+4,2d6+8, 6th)

Combat Gear elixir of swimming, potion of cure light wounds, wand of water
breathing (5 charges)

Spells Prepared (CL 6th):

3rd—bestow curse (DC 17), dispel magic, magic vestment, water breathing®

2nd—augury, enthrall (DC 16), locate object®, owl’s wisdom (x2)
1st—>bless water, command (DC 15), doom (DC 15), longstrider®, obscuring
mist
O—create water, detect poison, guidance, light, purify food and drink
D: Domain spell. Deity: God of the Sea. Domains: Travel, Water

GR G

NEaS AL LIBHO)

Abilities Str 13, Dex 8, Con 12, Int 10, Wis 13/19 (16), Cha 14

Feats Athletic®, Iron Will, Martial Weapon Proficiency (trident), Power
Attack

Skills Climb —4, Concentration +10, Knowledge (religion) +5, Listen +1,
Spellcraft +9, Spot +1, Swim -9

Possessions combat gear plus +7 full plate, heavy steel shield, masterwork
trident, masterwork light crossbow with 20 bolts, augury tokens (25
gp), 5 pounds of powdered silver (5 gp), silver holy symbol

Sed LORD'S (GUARD

The current Sea Lord transformed the Sea Lord’s Guard, who had
for long served as the city’s watch, into a fighting force, trained to
defend the city from attack. Since their change of role, the Sea Lord’s
Guard consists of a hardened lot of toughs that have a reputation for
cracking heads whenever they are crossed.

Laodaad ] 46 sNaziNnad

Sea Lorp's GuarpsMaN GR 1

Male or female human fighter 1
LN Medium humanoid

Init +0; Senses Listen +0, Spot +0
Languages Common

AC 18, touch 10, flat-footed 18 (+6 armor, +2 shield)
hp 11 (1 HD)
Fort +3, Ref +0, Will +0

Spd 20 ft. in banded mail (4 squares); base speed 30 ft.
Melee mwk longsword +4 (1d8+1/19-20) or

Melee spear +2 (1d8+1/x3)

Ranged heavy crossbow +2 (1d10/19-20)

Base Atk +1; Grp +2

Atk Options Power Attack

Combat Gear potion of cure light wounds

Abilities Str 13, Dex 11, Con 12, Int 10, Wis 10, Cha 9

Feats Athletic®, Power Attack, Weapon Focus (longsword)®

Skills Climb +0, Intimidate +3, Listen +0, Spot +0, Swim 7

Possessions combat gear plus masterwork banded mail, heavy steel shield,
masterwork longsword, spear, heavy crossbow with 10 bolts,
uniform, 1d10 gp
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Sea Lorp's GUARD SERGEANT GR G

Male or female fighter 6

LN Medium humanoid

Init +5; Senses Listen +1, Spot +1
Languages Common

AC 22, touch 11, flat-footed 21 (+1 Dex, +9 armor, +2 shield)
hp 49 (6 HD)
Fort +7, Ref +3, Will +3

Spd 20 ft. in full plate (4 squares); base speed 30 ft.
Melee +1 longsword +11/+6 (1d8+6/19-20) or
Melee spear +9 (1d8+3/x3)

Ranged mwk heavy crossbow +8 (1d10/19-20)

Base Atk +6; Grp +9

Atk Options Cleave, Improved Sunder, Power Attack

Combat Gear 2 potions of cure light wounds, potion of endure elements

Abilities Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Cleave®, Improved Initiative, Improved Sunder®, Persuasive®, Power
Attack, Rapid Reload (heavy crossbow), Weapon Focus (longsword)
B, Weapon Specialization (longsword)®

Skills Bluff +1, Climb +5, Diplomacy +0, Intimidate +9, Listen +1, Spot
+1, Swim +0

Possessions combat gear plus +1 full plate, masterwork heavy steel shield,
+1 longsword, spear, masterwork heavy crossbow with 20 bolts,
uniform, 1d10 gp

THE SYNDIGATE

Finn employs many Freeporters in his operations, from beggars
and thieves to enforcers and toughs. Hellhounds are Finn's muscle
and they patrol the Eastern District, seeing to their leader Dunbar’s
protection rackets, while making sure no one thinks too highly of
him or herself. The Syndicate Enforcers, led by Trask, are bravos and
fighting men that do most of the fighting.

HeLLHOUND GR 2

Male or female human fighter 2
N Medium humanoid

Init +3; Senses Listen +0, Spot +1
Languages Common

AC 16, touch 13, flat-footed 13(+3 Dex, +3 armor)
hp 17 (2 HD)
Fort +4, Ref +3, Will +0

Spd 20 ft. in chainmail (4 squares); base speed 30 ft.

Melee mwk longsword +7 (1d8+3/19-20)

Ranged light crossbow +3 (1d8/19-20)

Base Atk +2; Grp +5

Atk Options Blind-Fight, Improved Sunder, Power Attack, sneak
attack +1d6

Combat Gear elixir of hiding, elixir of sneaking, potion of cure light wounds

Abilities Str 16, Dex 13, Con 14, Int 8, Wis 10, Cha 12

SQ_trapfinding

Feats Blind-Fight, Improved Sunder®, Iron WillB, Power Attack®, Weapon
Focus (longsword)

Skills Bluff +4, Climb +0, Intimidate +5, Jump —6, Listen +1, Spot +1,
Swim -1

Possessions combat gear plus +7 chainmail, masterwork buckler, masterwork
longsword, light crossbow with 10 bolts, traveler’s outfit, 2d4 gp

THIEDES

Freeport is infested with many things, but the most pernicious
occupants are its thieves. Many criminals in the city are freelancers
who make ends meet by robbing those better oft than they, but a few
work for one of the two main crime lords: Finn or Mister Wednesday.
Such thieves are loyal to their masters and woe to them if they betray
their organization: Freeport’s crime lords are unforgiving and are

perfectly happy making examples of those who betray them.

ApPRENTIGE THIEF GR 1/2

Male or female human expert 1
CN Medium humanoid

Init +1; Senses Listen +3, Spot +3
Languages Common

AC 11, touch 11, flat-footed 10(+1 Dex)
hp 6 (1 HD)
Fort +0, Ref +1, Will +3

Spd 30 ft. (6 squares)

Melee dagger —1 (1d4-1/19-20)
Ranged sling +1 (1d4-1)

Base Atk +0; Grp -1

Abilities Str 8, Dex 13, Con 10, Int 11, Wis 12, Cha 9

Feats Skill Focus (Sleight of Hand), Stealthy®

Skills Bluff +3, Hide +7, Listen +3, Move Silently +7, Open Lock +5,
Search +4, Sleight of Hand +8, Spot +3

Spd 30 ft. (6 squares)

Melee mwk rapier +7 (1d6+1/18-20) or

Melee mwk rapier +5 (1d6+1/18-20) and mwk kukri +4 (1d4/18-20)
Ranged mwk dagger +6 (1d4+1/19-20)

Base Atk +2; Grp +3

Combat Gear potion of cure light wounds

Abilities Str 13, Dex 16, Con 12, Int 10, Wis 11, Cha 8

Feats Persuasive®, Two-Weapon Fighting, Weapon Finesse®, Weapon
Focus (rapier)®

Skills Bluff +1, Climb +4, Intimidate +4, Jump +4, Knowledge (local) +2,
Listen +0, Spot +1

Possessions combat gear plus masterwork studded leather armor,
masterwork rapier, masterwork kukri, masterwork daggers, traveler’s
outfit, Hellhound membership ring, 2d8 hp

SyNpPIGATE ENFORGER GR 3

Male or female human fighter 2/rogue 1
N Medium humanoid

Init +1; Senses Listen +1, Spot +1
Languages Common

AC 17, touch 11, flat-footed 16(+1 Dex, +5 armor, +1 shield)
hp 25 (3 HD)
Fort +5, Ref +3, Will +2

Pc ions dagger, sling with 10 bullets, thieves’ tools, peasant’s outfit,
1d6 cp

JourNEYMaN THIEE GR 7

Male or female human rogue 7

CN Medium humanoid

Init +7; Senses Listen +11, Spot +11
Languages Common, Thieves’ Cant, Undercommon

AC 19, touch 13, flat-footed 19; uncanny dodge (+3 Dex, +4 armor, +2
shield)

hp 27 (7 HD)

Resist evasion

Fort +2, Ref +8, Will +3

Spd 30 ft. (6 squares); Run

Melee mwk rapier +9 (1d6-1/18-20)

Ranged mwk hand crossbow +9 (1d4/19-20)

Base Atk +5; Grp +4

Atk Options sneak attack +4d6

Combat Gear clixir of hiding, elixir of sneaking, flask of alchemist fire, potion
of cure light wounds, potion of invisibility, 2 thunderstones

Abilities Str 8, Dex 16, Con 10, Int 14, Wis 12, Cha 13

SQ_trap sense +2, trapfinding

Feats Improved Initiative, Nimble Fingers®, Run, Weapon Finesse

Skills Balance +5, Bluff +11, Climb +4, Disable Device +16, Diplomacy +3,
Disguise +1 (+3 acting), Hide +13, Intimidate +3, Jump +6, Listen



+11, Move Silently +13, Open Lock +17, Search +12, Sleight of Hand
+15, Spot +11, Survival +1 (+3 following tracks), Tumble +15
Possessions combat gear plus +1 studded leather, +1 buckler, masterwork
rapier, masterwork hand crossbow with 10 bolts, explorer’s outfit,
masterwork thieves’ tools, 3 sunrods, 4 tindertwigs, 2d10 gp

THUGS

Thugs in Freeport include all the low-class brutes that rely on strength
and intimidation to make their living. Such characters include bravos,
enforcers, and any kind of raw muscle used for protection.

AppreNTiGE THUG GR 1/2

than the criminals they fight, taking bribes to look the other way
and selling their service to various criminal groups. They are quick
to cover their tracks and aren’t above smashing a few heads to make
sure the semblance of law rules the streets.

TREEPORT TWATGHMAN GR1/2

Male or female human warrior 1
N Medium humanoid

Init +1; Senses Listen +3, Spot +3
Languages Common

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 armor)
hp 9 (1 HD)
Fort +3, Ref +1, Will +0

Male or female half-orc warrior 1

CN Medium humanoid (orc)

Init +0; Senses darkvision 60 ft.; Listen +0, Spot +0
Languages Common, Orc

AC 13, touch 10, flat-footed 13 (+3 armor)
hp 9 (1 HD)
Fort +3, Ref +0, Will +0

Spd 30 ft. (6 squares)

Melee heavy mace +3 (1d8+2) or Melee battleaxe +3 (1d8+2/x3)
Ranged heavy crossbow +1 (1d10/19-20)

Base Atk +1; Grp +3

Atk Options Power Attack

Abilities Str 15, Dex 11, Con 12, Int 6, Wis 10, Cha 7

Feats Power Attack

Skills Intimidate +2, Listen +0, Spot +0

Possessions studded leather armor, heavy mace, battleaxe, heavy crossbow
with 10 bolts, peasant’s outfit, 1d6 gp

JourNeYMaN THUG

Male or female human barbarian 4/fighter 4
N Medium humanoid

Init +2; Senses Listen +0, Spot +0
Languages Common

GR 8

AC 19, touch 12, flat-footed 19; uncanny dodge (+2 Dex, +6 armor, +1
natural)

hp 69 (8 HD)

Fort +11, Ref +5, Will +3

Spd 30 ft. in breastplate (6 squares); base speed 40 ft.

Melee +1 greataxe +13/+8 (1d12+7/x3)

Ranged +7 heavy crossbow +11 (1d10+1/19-20)

Base Atk +8; Grp +11

Atk Options Cleave, Great Cleave, Improved Bull Rush, Improved Sunder,
Power Attack, rage 2/day

Combat Gear potion of cure moderate wounds, potion of lesser restoration

Abilities Str 16, Dex 14, Con 14, Int 8, Wis 10, Cha 12

SQ_trap sense +1

Feats Cleave, Great Cleave, Improved Bull Rush®, Improved Sunder, Power
Attack®, Weapon Focus (greataxe)®, Weapon Specialization (greataxe)®

Skills Climb +7, Intimidate +12, Jump +7, Listen +7, Spot +2

Possessions combat gear plus +1 breastplate, +1 greataxe, +1 heavy crossbow
with 10 bolts, amulet of natural armor +1, cloak of resistance +1

Rage (Ex) Whenever a journeyman thug rages, he uses the following
statistics for 7 rounds
AC 17, touch 10, flat-footed 17
hp increase by 16
Fort +13, Will +5
Melee +1 greataxe +15/+10 (1d12+10/x3)
Grp +13
Abilities Str 20, Con 18
Skills Climb +9, Jump +9

LWATCHMEN

Although Freeport’s Watch is a relatively new organization, it finds its
roots in the old Sea Lord’s Guard. Overall, this group is little better

Spd 30 ft. (6 squares)

Melee heavy mace +3 (1d8+1)

Ranged light crossbow +2 (1d8/19-20)
Base Atk +1; Grp +2

Abilities Str 13, Dex 12, Con 12, Int 8, Wis 10, Cha 11

Feats Alertness®, Weapon Focus (heavy mace)

Skills Intimidate +4, Listen +3, Spot +3

Possessions combat gear plus chain shirt, heavy mace, light crossbow with
10 bolts, signal whistle, uniform, badge, 1d10 gp

TREEPORT tWATGH SERGEANT

Male or female human fighter 2
LN Medium humanoid

Init +3; Senses Listen +4, Spot +4
Languages Common

AC 17, touch 12, flat-footed 15; Dodge (+2 Dex, +5 armor)
hp 17 (2 HD)
Fort +4, Ref +2, Will +1

GR 2

Spd 20 ft. in chainmail (4 squares); base speed 30 ft.
Melee mwk heavy mace +6 (1d8+2)

Ranged repeating crossbow +4 (1d8/19-20)

Base Atk +2; Grp +4

Combat Gear potion of cure moderate wounds

Abilities Str 15, Dex 14, Con 12, Int 10, Wis 13, Cha 11

Feats Alertness®, Dodge, Exotic Weapon Proficiency (repeating crossbow)
B, Weapon Focus (heavy mace)®

Skills Climb +1, Intimidate +5, Jump 5, Listen +4, Search +1, Spot +4, Swim —3

Possessions combat gear plus masterwork chainmail, masterwork heavy
mace, repeating crossbow with 2 clips, uniform, badge, signal
whistle, 1d10 gp

LWIZARDS

Freeport is famous for not delving too deeply into a person’s personal
affairs, so the city is often a preferred destination for those that dabble
in the occult. Wizards of all types, including renegade necromancers
from the continent, come to Freeport to escape persecution, or to
pursue their arts in a way of their choosing. For those seeking training,
Freeport is also home to a potent Wizards’ Guild, though they are
selective about whom they train.

£pPrRENTIGE Wizdrp GR 1

Male or female human wizard 1

N Medium humanoid

Init +2; Senses Listen +1, Spot +1
Languages Common, Draconic, Elven

AC 12, touch 12, flat-footed 10 (+2 Dex)
hp 5 (1 HD)
Fort +1, Ref +2, Will +3

Spd 30 ft. (6 squares)
Melee dagger +0 (1d4/19-20)
Ranged dart +2 (1d4)
Base Atk +0; Grp +0

NEaS AL LIBHO)
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Combat Gear 2 potions of cure light wounds, scroll of blur, scroll of fox’s cunning, 2
scrolls of magic missile, 4 thunderstones, wand of color spray (10 charges),
wand of detect magic (10 charges)

Wizard Spells Prepared (CL 1st):

1st—charm person (DC 13), silent image (DC 14)
0—gbost sound (DC 13), mage hand, prestidigitation

Abilities Str 10, Dex 14, Con 13, Int 15, Wis 12, Cha 8

SQ familiar (none)

Feats Scribe Scroll®, Skill Focus (Concentration)®, Spell Focus (illusion)

Skills Concentration +8, Decipher Script +6, Knowledge (arcana) +6, Listen
+1, Sleight of Hand +4, Spellcraft +6, Spot +1,

Possessions combat gear plus dagger, 4 darts, spell component pouch,
robes, spellbook

Spellbook all prepared plus O—all; 1st—color spray, disguise self; magic missile.

ExiLep NEGROMANGER GR G

Male or female human necromancer 6
NE Medium humanoid

Init +1; Senses sense; Listen -2, Spot —2
Languages Abyssal, Common, Draconic

AC 13, touch 12, flat-footed 12 (+1 Dex, +1 armor, +1 deflection)
hp 28 (6 HD)

IP 2

Fort +4, Ref +3, Will +3

Spd 30 ft. (6 squares)

Melee quarterstaff +3 (1d6)
Ranged mwk light crossbow +5 (1d8/19-20)
Base Atk +3; Grp +3
Combat Gear potion of cure light wounds, scroll of blink, scroll of false life,
wand of invisibility (20 charges)
Necromancer Spells Prepared (CL 6th):
3rd— dispel magic, flame arrow, gaseous form, ray of exhaustion (ranged
touch +5, DC 18)
2nd—-blindness/deafness (DC 17), blur, detect thoughts (DC 15), mirror
image, silent charm person (DC 14)
1st—cause fear (DC 16), color spray (DC 14), hold portal, ray of
enfeeblement (ranged touch +5), sleep (DC 14)
O—-detect magic, read magic, resistance, touch of fatigue (melee touch +3,
DC 15) (x2)
Barred schools: evocation and transmutation

Abilities Str 10, Dex 13, Con 14, Int 16, Wis 6/10 (8), Cha 12

SQ familiar (none)

Feats Greater Spell Focus (necromancy), Silent Spell®, Spell Focus
(necromancy), Stealthy®, Still Spell®, Weapon Focus (ray)

Skills Concentration +12, Decipher Script +8, Hide +6, Knowledge (arcana)
+13, Knowledge (Forbidden) +9, Knowledge (religion) +8, Listen
-2, Move Silently +6, Spellcraft +15, Spot —2

Possessions combat gear plus quarterstaff, masterwork light crossbow with
10 bolts, ring of protection +1, bracers of armor +1, spell component
pouch, black robes

Spellbook All prepared plus 0—all except evocation and transmutation;
1st—alarm, unseen servant; 2nd—arcane lock

~ NOT4BLE GHARAGTERS ~

Freeport is home to a cast of interesting characters, each with their
own motivations, goals, and agendas. These characters are figures
of import, having a great deal of influence in the city, whether in
legitimate or illegitimate circles. The following entries expand on
those presented in the Pirates Guide to Freeport, offering statistics
as well as brief descriptions. Most descriptions include Gather
Information check DCs for PCs to learn more about these
characters.

ALCINDAR

“His suits are peerless. Iwould have no other tailor than <Master
Alcindar.”

—QGarth Varellion

Alcindar is a tailor well known for his fastidiousness and attention to
detail, which makes him one of the preeminent clothiers in the city
(DC 10). He runs a small shop on the Street of Dreams called The
Sharp Needle, where he measures and fits his clients (DC 15). His
proximity to power allows him to hear the most interesting things,

and he might be willing to share his information for the right price
(DC20).

£LeINparR GR 8

Male dwarf expert 6/sorcerer 3

N Medium humanoid

Init +4; Senses darkvision 60 ft.; Listen +11 (+13 with familiar), Spot +2
(+4 with familiar)

Languages Common, Dwarven, Goblin, Gnome, Undercommon

AC 15, touch 15, flat-footed 11; +4 AC against giants (+4 Dex, +1
deflection)

hp 31 (9 HD)

Resist stability

Fort +4 (+6 against poison), Ref +10, Will +11; +2 against spells and
spell-like effects

Spd 20 ft. (4 squares)

Melee +1 returning dagger +10/+5 (1d4+2/19-20)
Ranged +1 returning dagger +10 (1d4+2/19-20)
Base Atk +5; Grp +6

Atk Options +1 on attack rolls against orcs and goblinoids
Combat Gear potion of cat’s grace, potion of cure moderate wounds
Sorcerer Spells Known (CL 3rd):
1st (6/ day)—enlarge person, mage armor, unseen servant
0 (6/ day)—mesmge, mending, open/close, prestidigitation, ray of frost
(ranged touch +9)




Abilities Str 12, Dex 18, Con 10, Int 16, Wis 14, Cha 14

SQ_stonecunning (see PH)

Feats Dodge, Lightning Reflexes, Negotiator, Weapon Finesse

Skills Appraise +3 (+5 metal, stone, or leather), Bluff +8, Concentration
+3, Craft (leatherworking) +12, Craft (metalworking) +5, Craft
(stoneworking) +5, Diplomacy +19, Disguise +2 (+4 acting), Gather
Information +13, Intimidate +4, Knowledge (arcana) +6, Knowledge
(local) +12, Knowledge (nobility) +12, Listen +11 (+13 with familiar),
Move Silently +16, Profession (tailor) +11, Sense Motive +13,
Spellcraft +6, Spot +2 (+4 with familiar)

Possessions combat gear plus +1 refurning dagger, ring of protection +1, cloak
of resistance +1, The Sharp Needle and all its contents

GReNTH GR -

Male cat familiar

N Tiny animal

Init +2; Senses low-light vision, scent; Listen +10, Spot +3
Languages empathic link; speak with master

AC 16, touch 14, flat-footed 14 (+2 size, +2 Dex, +2 natural)
hp 15 (9 HD)

Resist improved evasion

Fort +3, Ref +5, Will +9

Spd 30 ft. (6 squares)

Melee 2 claws +9 (1d2—4) and
bite +4 (1d3-4)

Space 2-1/2 ft.; Reach 0 ft.

Base Atk +5; Grp -7

Atk Options deliver touch spells

Abilities Str 3, Dex 15, Con 10, Int 7, Wis 12, Cha 7

SQ_share spells

Feats Stealthy, Weapon Finesse®

Skills Balance +10, Bluff +4, Climb +6, Concentration +3, Hide +16 (+20
in undergrowth), Jump +10, Knowledge (arcana) +1, Knowledge
(local) +7, Knowledge (nobility) +7, Listen +10, Move Silently
+17, Sense Motive +10, Spellcraft +1, Spot +3

ALFHLD

“She's gorgeous alright, but Ive beard she's got teeth... and not
Jfust in ber mouth.”

—Pious Pete, Guide
Alfhild is a reaver hailing from the frozen Northlands (DC 10). She

fled an arranged marriage to a warrior named Ragnar and has ever

since lived the life of a pirate (DC 20). Her presence in the Serpent’s

Teeth causes no little worry, for she’s famous for flaunting the rules of

piracy and strikes when and where she wants (DC 15).

£LFHILD GR 17

Human female barbarian 17

CE Medium humanoid

Init +7; Senses Listen +10, Spot +6

Languages Aquan, Common, Tribal Dialect; illiterate

AC 28, touch 15, flat-footed 28; improved uncanny dodge (+3 Dex, +9
armor, +4 shield, +2 deflection)

hp 201 (17 HD); DR 4/—

1P 2

Fort +16, Ref +9, Will +7 (+11 against enchantments)

Spd 30 ft. in breastplate (6 squares); base speed 40 ft.

Melee +1 anarchic longsword +24/+19/+14/+9 (1d8+6 /17-20 plus 1d6
against lawful) or

Melee +1 shortspear +24/+19/+14/+9 (1d6+6)

Ranged +7 shortspear +22 (1d6+6) or

Ranged +7 composite longbow (Str +5) +21/+16/+11/+6 (1d8+6/x3)

Base Atk +17; Grp +22

Atk Options Power Attack, greater rage, rage 5/day

Combat Gear potion of cure moderate wounds

Abilities Str 21, Dex 16, Con 20, Int 14, Wis 12/16 (14), Cha 16

SQ_tireless rage, trap sense +5

Feats Alertness®, Improved Critical (longsword), Improved Initiative,
Leadership, Power Attack, Weapon Focus (longsword), Weapon
Focus (shortspear)

Skills Appraise +5 (+7 sails), Balance +4, Climb +8, Craft (sailmaking)
+9, Diplomacy +6, Gather Information +6, Heal +4, Intimidate
+10, Jump +10, Knowledge (geography) +5, Listen +10, Profession
(sailor) +8, Ride +10, Search +5, Sense Motive +4, Spot +6,
Survival +8, Swim +9, Tumble +6, Use Rope +6

Possessions combat gear plus +4 breastplate, +2 heavy steel shield of
arrow deflection, +1 anarchic longsword, +1 shortspear, +1 composite
longbow (Strength +5) with 20 arrows, ring of protection +2, ring
of swimming, amulet of health +4, belt of giant’s strength +4, cloak
of resistance +1, pouch with 100 gp, and the Snzow Queen and all
its contents

Rage (Ex) When raging, Alfhild uses the following statistics for 11
rounds:
AC 26, touch 13, flat-footed 26
hp increase by 51
Fort +19, Will +10 (+14 against enchantments)
Melee +1 anarchic longsword +27/+21/+17/+12 (1d8+9/17-20 plus
1d6 against lawful)
Melee +1 shortspear +27/+21/+17/+12 (1d6+9)
Ranged +7 shortspear +22 (1d6+9)
Grp +25
Abilities Str 27, Con 26
Skills Climb +11, Jump +13, Swim +12

Bianida 4L TaNisH

“Since eAltanish took over the eAsylum, there have been strange
reports of experiments, <vivisection, and worse. I dunno if it's just
rumors or if it's true. Either way, I don't make enough lords to go
and find out for certain.”

—Rude Tom, Watchman

The Altanish family was a middle-ranked merchant clan in the
Merchant District, but Bianka wanted none of their wealth or
status, being interested in anatomy instead (DC 15). For a time, she
worked in the Crematorium, where she could examine bodies to her
heart’s content, but eventually left to further her studies as the head
of Freeport’s asylum (DC 20).

Bianka €ALTanist GR 7

Human female necromancer 3/cleric 3/mystic theurge 1
NE Medium humanoid

Init +0; Senses Listen +1, Spot +1

Languages Common, Dwarven, Elven

AC 12, touch 11, flat-footed 12 (+1 armor, +1 deflection)
hp 32 (7 HD)

IP 4

Fort +5, Ref +2, Will +9

Spd 30 ft. (6 squares)
Melee mwk dagger +4 (1d4/19-20)
Base Atk +3; Grp +3
Atk Options Insane Casting
Special Actions rebuke undead 4/day (+3, 2d6+4, 3rd)
Combat Gear divine scroll of animate dead, wand of hold person (20 charges),
wand of light (20 charges)
Cleric Spells Prepared (CL 4th):
2nd—-vbewilder (CL 5th, DC 17)®, death knell (DC 19), gentle repose,
hold person (CL 5th, DC 17)
1st—bane (CL 5th, DC 16), cause fear (CL 5th, DC 18), doom (CL 5th,
DC 18), hide from undead (DC 16), obscuring mist, unhinge (CL 5th,
DC 16)®
O—cure minor wounds, detect magic, detect poison, guidance, resistance
D: Domain spell. Deity: None. Domains: Death, Unspeakable
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Wizard Spells Prepared (CL 4th):
2nd—-blindness/deafness (DC 16), command undead (DC 16), invisibility,
scare (DC 16)
1st—cause fear (DC 15), hypnotism (DC 13), magic missile, ray of
enfeeblement (ranged touch +3), silent image (DC 13)
O—-detect magic, ghost sound (DC 12), open/close, read magic, touch of
fatigue (melee touch +3, DC 14)
Barred Schools: abjuration and conjuration

Abilities Str 10, Dex 10, Con 12, Int 14, Wis 13/21 (17), Cha 12

SQ familiar (none), moderate aura of evil

Feats Greater Spell Focus (necromancy), Insane Casting, Scribe Scroll®,
Skill Focus (Knowledge—nature)®, Spell Focus (necromancy)

Skills Concentration +10, Craft (alchemy) +5, Decipher Script +4, Heal
+7,Knowledge (arcana) +11, Knowledge (forbidden) +6, Knowledge
(nature) +8, Knowledge (religion) +8, Listen +1, Sense Motive +4,
Spelleraft +13, Spot +1

Possessions combat gear plus masterwork dagger, ring of protection
+1, bracers of armor +1, goggles of minute seeing, healer’s kit, spell
component pouch, pouch containing 23 gp, the Freeport Asylum
and all its contents

Spellbook all prepared plus 0—all except abjuration and conjuration;
Ist—charm person, comprehend languages

DIRWIN "NIMBLEFINGERS"

£IRNIG

“In the (ouncil, everyone is looking out for their own interests
first, the city second. Amig is no different. The gnomes, and
their guild, have fared well under bis tenure.”

—Liam Blackhammer

Freeport’s preeminent gnome, Dirwin Arnig divides his time between
the Captains’ Council and the Jewelers and Gemcutters’ Guild (DC
10). Dirwin is sick of politics and he would like nothing better than
to find a way to exit the Council gracefully (DC 15). He realizes,
though, he fulfills an important role in the city for his people and for
as long as he holds his seat, gnomes have a voice. Hence, despite his
willingness to cede his house to a grasping heir, he retains his seat

and probably will until his death (DC 20).

DirtwIN "NIMBLEFINGERS €IRNIG GR 10

Male gnome bard 10

NG Small humanoid

Init +4; Senses low-light vision; Listen +4, Spot +12
Languages Common, Draconic, Gnome

AC 16, touch 15, flat-footed 12; Dodge, +4 AC against giants (+1 size, +4
Dex, +1 deflection)

hp 57 (10 HD)

Fort +9, Ref +13, Will +11 (+13 against illusions)

Spd 20 ft. (4 squares)

Melee mwk dagger +8/+3 (1d3/19-20)

Base Atk +7; Grp +3

Atk Options +1 on attacks against kobolds and goblinoids

Special Actions bardic music 10/day (inspire greatness, suggestion [DC
15], inspire competence, inspire courage +2, fascinate 4 targets,
countersong)

Combat Gear potion of cure moderate wounds, potion of displacement, potion
oS

Bard Spells Known (CL 10th):

3rd (2/day)—break enchantment, dimension door, greater invisibility,

modify memory
2nd (4/day)—animal messenger, calm emotions, detect thoughts (DC 14),
fongues

1st (4/day)—alarm, comprehend languages, magic mouth, unseen servant
0 (3/day)—detect magic, light, mage hand, mending, open/close,
prestidigitation

Spell-like Abilities (CL 1st):
1/day—dancing lights, ghost sound (DC 12), prestidigitation, speak with
animals (burrowing only, 1 minute duration)

Abilities Str 10, Dex 18, Con 14, Int 13, Wis 15, Cha 15

SQ_bardic knowledge +13

Feats Dodge, Endurance, Great Fortitude, Skill Focus (Craft—gemcutting)

Skills Appraise +11 (+13 gems), Bluff +12, Craft (alchemy) +6, Craft
(gemcutting) +17, Diplomacy +16, Disguise +2 (+4 acting), Gather
Information +12, Hide +8, Intimidate +3, Knowledge (history) +6,
Listen +4, Perform (oratory) +12, Spot +12, Sense Motive +12

Possessions combat gear plus masterwork dagger, ring of mind shielding,
ring of protection +1, cloak of resistance +2, artisan’s outfit

IMoRGAN BAUMANN
“She's about as bad as they come. Keep yer distance, lads.”
—Pious Pete

Morgan Baumann is the captain of the Kraken’s Claw (DC 10), a
notorious pirate ship with over twenty kills (DC 15). Never having
had much use for Freeport’s laws, she has no problem attacking
Freeport vessels, though she finds the ones on the Continent to be
better prey (DC 20).

Morcan Baureany GR 12

Female human fighter 6/corsair 6
NE Medium humanoid

Init +7; Senses Listen +0, Spot +6
Languages Aquan, Common

AC 21, touch 18, flat-footed 21; Dodge, uncanny dodge (+3 Dex, +2 class,
+1 dodge, +3 armor, +2 deflection)

hp 100 (12 HD)

Fort +13, Ref +10, Will +4

Spd 30 ft. (6 squares)

Melee +1 keen cutlass +17/+12/+7 (1d6+5/15-20)

Ranged Privateer FP +15 (3d6/x3)

Base Atk +12; Grp +14

Atk Options Cleave, Great Cleave, Power Attack, corsair’s luck 1/day
(+3), dirty fighting +2d4

Combat Gear brooch of shielding

Abilities Str 14, Dex 16, Con 16, Int 12, Wis 10, Cha 14

Feats Athletic®, Cleave, Dodge, Firearms Proficiency®, Great
Cleave, Greater Weapon Focus (cutlass)®, Improved Dodge,
Improved Initiative®, Power Attack®, Rope Monkey®, Sea Legs®,
Two-Weapon Fighting, Weapon Focus (cutlass)®, Weapon
Specialization (cutlass)®

Skills Balance +11, Climb +13 (+15 ropes), Escape Artist +3 (+5 ropes),
Intimidate +11, Jump +13, Knowledge (geography) +7, Listen +0,
Profession (sailor) +6, Spot +6, Survival +0 (+2 avoid hazards and
getting lost), Swim +13, Tumble +11, Use Rope +9

Possessions combat gear plus +1 keen cutlass, Privateer FP with
ammunition and powder for 10 shots, ring of protection +2, bracers
of armor +3, Kraken’s Claw

£PORCUS BEEDLE

“Some folks are just born rotten. The boy bas his uses, but one day
I fear Ll have to remove him. Permanently.”

—Mister Wednesday

Aporcus Beedle apprenticed with his aunt, Delinda Knorrbertal, a
known transmuter and alchemist (DC 10). Aporcus was addicted to
abyss dust and grew to resent Knorbertal, even going so far as to try to
poison her. His botched effort backfired and she threw him out (DC
20). Since then he’s been a wretched thing, scuttling in the shadows
and murdering folks for the coins in their purses (DC 15).



£IPorGUS BEEPLE GR 3

Male human wizard 1/rogue 2
NE Medium humanoid

Init —1; Senses Listen +0, Spot +0
Languages Common, Halfling

AC 10, touch 10, flat-footed 10 (-1 Dex, +1 armor)
hp 14 (3 HD)

Resist evasion

Fort +0, Ref +4, Will +0

Spd 30 ft. (6 squares); Run
Melee mwk dagger +3 (1d4+1/19-20)
Ranged mwk hand crossbow +1 (1d4/19-20)
Base Atk +1; Grp +2
Atk Options sneak attack +1d6
Combat Gear scro// of invisibility, 2 scrolls of mage armor, scroll of misdirection,
scroll of scorching ray
Wizard Spells Prepared (CL 1st):
1st—burning hands (DC 12), summon monster I
O—rmage hand, ray of frost (ranged touch +0), read magic

Abilities Str 12, Dex 9, Con 10, Int 12, Wis 7, Cha 9

SQ_familiar (none), trapfinding

Feats Lightning Reflexes, Run®, Scribe Scroll®, Toughness

Skills Bluff +1, Concentration +4, Craft (alchemy) +5, Decipher Script +5,
Hide +1,Intimidate +1, Knowledge (arcana) +5, Knowledge (local)
+3, Listen +0, Move Silently +1, Search +3, Sleight of Hand +3,
Spellcraft +3, Spot +0

Possessions combat gear plus masterwork dagger, masterwork hand
crossbow with 10 bolts, &racers of armor +1, 2 doses of snake weed,
1 dose of abyss dust

Spellbook all prepared plus 0—all; 1st—comprehend languages, shield

GYRIL BERRYHILL
“Tve had enough of those bastards. Trask, get me (yril.”

—Finn
By day, Cyril Berryhill acts as the HBA’s accountant (DC 10), but by
night, he’s Mouse, a vicious assassin specializing in eliminating Finn’s
enemies (DC 20). Small, quiet, and unassuming, Cyril is an unlikely
killer, something that gives him an edge over his marks.

GYRIL BERRYHILL GR 8

Male halfling rogue4/assassin 4
NE Small humanoid

Init +3; Senses Listen +12, Spot +1
Languages Common, Halfling

AC 14, touch 14, flat-footed 14; uncanny dodge (+1 size, +3 Dex)
hp 38 (8 HD)

Resist evasion

Fort +7 (+9 against poison), Ref +12, Will +4 (+6 against fear)

Spd 20 ft. (4 squares)

Melee +1 dagger +8/+3 (1d3+1/19-20)

Ranged +7 hand crossbow +12 (1d3+1/19-20) or

Ranged dagger +10/+5 (1d3/19-20)

Base Atk +6; Grp +2

Atk Options Far Shot, Point Blank Shot, ambush +1, backstab +1d6,
sneak attack +2d6

Combat Gear 1 dose of deathblade (injury, DC 20, initial damage 1d6
Con/secondary damage 2d6 Con), efixir of hiding, elixir of sneaking,
2 potions of invisibility

Abilities Str 10, Dex 17, Con 12, Int 12, Wis 13, Cha 16

SQ_contract, poison use, trap sense +1, trapfinding

Feats Far Shot, Point Blank Shot, Quick Draw, Weapon Focus (hand
crossbow)®

Skills Balance +7, Bluff +10, Climb 