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ALTERNATIVE CLASS
FEATURES

CHAMPIONS OF VALOR
(3.5)

BERRONAR VALKYRIE (PALADIN)

Berronar's Valkyries are female dwarf paladins of the
goddess Berronar Truesilver.

They study tactics and charge into battle to save male dwarf
warriors.

Their special powers help them look after their allies and
punish oathbreakers.

Hit Die: dxo.

REQUIREMENTS

To take a Berronar Valkyrie paladin substitution level, a
character must be a female dwarf, have Berronar as her
patron deity, and be about to take her 31rd, 4th, or 6th level
of paladin.

CLASS SKILLS

Berronar Valkyrie paladin substitution levels have the class
skills of the standard paladin.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Berronar Valkyrie
substitution levels.

Everbright Blessing (Su): Starting at 3rd level, a Valkyrie’s
armor, shield, and primary weapon are treated as if they had
the everbright special ability; they shine like polished
silver, they are immune to acid and rust attacks, and the
armor provides her with resistance to acid 5.

This ability only applies to the items the Valkyrie is
wearing; if the items are removed or dropped, they lose this
property until she picks them up again.

This benefit replaces the divine health class feature gained
by a standard paladin at 3rd level.

Valiant Rescue (Ex): Starting at 4th level, a Valkyrie gains a
special ability to charge into harm’s way to protect an ally.
A Valkyrie can charge into melee with a creature that
threatens one of her allies and still make a full attack with a
single melee weapon rather than a single attack.

During this charge she acts as if she had the Mobility feat; if
she is mounted, this bonus also applies to her mount.

A Valkyrie can use this ability a number of times per day
equal to 3 + her Charisma modifier.

This benefit replaces the turn undead class feature gained
by a standard paladin at 4th level.

Binding Oath (Su): At 6th level, a Valkyrie gains the ability
to magically link two willing individuals making an oath
(or alegal agreement).

This link has two effects.

First, it informs both parties and the Valkyrie instantly if
the oath is broken in any way.

Second, the individual who breaks the oath is fatigued for
one day per paladin level of the Valkyrie at the time of the
oath-binding.

A Valkyrie can bind an oath once per week as a full-round
action.

For every three paladin levels gained thereafter, the
Valkyrie can use this ability one extra time per week
(2/week at oth level, 3/week at 12th level, and so forth).
This benefit replaces the remove disease class feature gained
by a standard paladin at 6th level.

A Berronar Valkyrie who selects this substitution level
never gains the remove disease ability.

Touch of Fatigue (Sp): Beginning at 6th level, a Valkyrie
can use touch of fatigue at will.

This ability is normally used to admonish those about to
stray from their promises or to punish those guilty of minor
infractions.

The save DC against this spell-like ability is 10 + the
Valkyrie’s Charisma modifier.
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BROKEN ONE (MONK)

These kind and enduring monks dedicated to Ilmater are
focused on defending the faithful and temples of the
Broken God while acting as agents of punishment against
those who would cruelly harm others.

They combine the skills of healer and hunter in the service
of their deity.

They often assist other servants of the Triad when
injustices against the innocent have occurred.

Hit Die: d8.

REQUIREMENTS

To take a Broken One substitution level, a character must
have Ilmater as her patron deity and be about to take her
3rd, 6th, or 7th level of monk.

CLASS SKILLS

Broken One substitution levels have the class skills of the
standard monk class plus Heal and Survival.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the Broken One
substitution levels.

Lay on Hands (Su): At 3rd level, a Broken One can gain the
ability to heal wounds with her touch (see the paladin class
feature, page 44 of the Player's Handbook).

If the character has a Charisma score of 11 or lower, she can
heal a number of points of damage each day equal to her
monk class level.

This benefit replaces the still mind class feature gained by a
standard monk.




Tenacious Tracker (Su): Beginning at 6th level, a Broken
One gains the ability to follow the trail of those cruel
enough to torture and maim others.

She receives Track as a bonus feat.

She gains a +10 competence bonus on Survival checks
made to track those with Loviatar as a patron deity.
Furthermore, whenever she physically touches the flesh of
one who has been injured within the previous hour by
someone who has Loviatar as his patron deity, she receives
a clear mental image of that person’s true appearance.
This benefit replaces the bonus feat gained by a standard
monk at 6th level.

Slow Fall (Ex): A Broken One’s slow fall ability is identical
to a standard monk’s ability at 6th level.

Locate Creature (Sp): Starting at 7th level, a Broken One
can use locate creature once per day, but only when
attempting to find a creature that has Loviatar as a patron
deity.

Her caster level is equal to her class level.

This benefit replaces the wholeness of body class feature
gained by a standard monk at 7th level.

TasrLe 2—33
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CLAW OF THE SUN AND THE ANKH
(PALADIN)

The first Mulhorandi order of paladins to worship a god
other than Osiris, the Claw of the Sun and the Ankh serves
Horus-Re.

Its fearless and fanatical soldiers are dedicated to
energetically pursing the evil minions of Set, relentlessly
destroying them and their foul plans whenever they are
found.

Hit Die: dxo.

REQUIREMENTS

To take a Claw of the Sun and The Ankh substitution level,
a character must have Horus-Re as his patron deity and be
about to take his 1st, 6th, or 12th level of paladin.

CLASS SKILLS

Claw of the Sun and the Ankh substitution levels have the
class skills of the standard paladin class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Claw of the Sun and
the Ankh substitution levels.

Bird of Prey (Su): Beginning at 1st level, once per day a
Claw of the Sun and the Ankh can pay homage to his god
by taking on aspects of a hawk.

His hands turn into claws that deal 1d4 points of damage;
the attacks deal extra damage equal to one-half his paladin
level to evil creatures.

These attacks are considered magic, good-aligned weapons
for the purpose of overcoming damage reduction.

The paladin is considered to be proficient with these
natural weapons while using this form.

This transformation lasts for a number of rounds equal to 3
+ his Charisma modifier.

At sth level, and every five levels thereafter, a Claw of the
Sun and the Ankh can use this ability one extra time per
day.

This benefit replaces the smite evil class feature gained by a
standard paladin.

A Claw of the Sun and the Ankh never gains any smite evil
attacks at later levels.

Smite Minions of Set (Su): A Claw of the Sun and the Ankh
is tasked with eliminating members of the church of Set.
Starting at 6th level he can use a melee attack to attempt to
smite a creature that has Set as its patron deity.

This otherwise functions as the paladin’s normal smite evil
class feature.

A Claw of the Sun and the Ankh can use this smite attack
once per day, plus one extra time per day for every three
levels gained beyond é6th.

This benefit replaces the standard paladin’s remove disease
class feature.

A Claw of the Sun and the Ankh who selects this
substitution level never gains the remove disease ability.
Horus-Re’s Glory (Su): Starting at 12th level, a Claw’s armor
shines brightly (as the daylight spell).

This illumination can be suppressed or resumed at will
with a standard action.

This benefit replaces the 3rd-level spell slot gained by a
standard paladin at 12th level.

From this point forward, a Claw of the Sun and the Ankh
who selects this substitution level can prepare one less 3rd-
level paladin spell than normal.
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CRESCENT MOON KNIGHT
(PALADIN)

These unusual paladins of the Order of the Crescent Moon
serve either Clangeddin Silverbeard or Seltine.

The order was founded by an alliance between humans and
dwarves to defeat marauding lycanthropes; now, the
descendants of the founders teach old family skills and pass
heirlooms to the next generation of defenders.

Hit Die: dxo.

REQUIREMENTS

To take a Crescent Moon Knight paladin substitution level,
a character must have Clangeddin Silverbeard or Seltine as
his patron deity, be related to or a close friend of one of the




founding families, and be about to take his 4th, 6th, or 1oth
level of paladin.

CLASS SKILLS

Crescent Moon Knight paladin substitution levels have the
class skills of the standard paladin plus Knowledge (local
Impiltur).

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Crescent Moon
Knight substitution levels.

Favored Enemy (Ex): At 4th level, a Knight gains
lycanthropes as a favored enemy, just as if he were a 1st-
level ranger.

Unlike standard ranger favored enemies, which are
organized by monster type, the Knight's favored enemy
bonuses apply to all lycanthropes regardless of type (for
example, the bonuses apply against a human werewolf and
a hill giant dire wereboar).

This benefit replaces the turn undead class feature gained
by a standard paladin at 4th level.

Cure Lycanthropy (Su): Starting at 6th level, a Knight
becomes versed in the methods of curing lycanthropy.

A Knight counts as a 12th-level cleric for the purpose of
curing lycanthropy within 3 days of a lycanthrope’s attack.
A Knight can use his remove disease spell-like ability as if it
were break enchantment or remove curse to cure a lycanthrope
on the nights of the full moon.

Battlesong (Su): Once per day starting at 1oth level, a
Knight can begin an inspiring battle song as a standard
action.

This song functions like a bard’s inspire courage ability,
using the Knight's paladin level minus 4 as his bard level.
For example, a 10th-level paladin who selects this
substitution level would receive a +1 morale bonus on the
relevant rolls, while an 18th-level paladin would receive a
+3 morale bonus.

A Knight need not have any ranks in Perform to use this
class feature.

This benefit replaces the 2nd-level spell slot gained by a
standard paladin at 1oth level.

From this point forward, a Crescent Moon Knight who
selects this substitution level can prepare one less 2nd-level
paladin spell than normal.
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DARK MOON DISCIPLE (MONK)

The Monks of the Dark Moon are sorcerer-monks who
have dedicated their bodies, minds, and souls to Shar, the
Lady of Loss.

Because they deal with shadows and the Shadow Weave,
they have developed special powers to take advantage of
their connection to Shar.

Hit Die: deé.

REQUIREMENTS

To take a Dark Moon Disciple substitution level, a character
must be a member of the Monks of the Dark Moon sect,
have Shar as her patron deity, and be about to take her 3rd,
7th, or 12th level of monk.

CLASS SKILLS

A Dark Moon Disciple has the same selection of class skills
as a standard monk does.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All the following are features of the Dark Moon Disciple
substitution levels.

Darkvision (Ex): At 3rd level, a Dark Moon Disciple gains
darkvision with a range of 6o feet.

This benefit replaces the still mind class feature that the
standard monk gains at 3rd level.

Shadow Blend (Su): In any conditions other than full
daylight, a 7th-level Dark Moon Disciple can disappear into
the shadows, gaining total concealment.

Artificial light does not negate this ability, though a daylight
spell does.

This benefit replaces the wholeness of body class feature
that the standard monk gains at 7th level.

Walk the Shadows (Su): At 12th level, a Dark Moon
Disciple can jump from shadow to shadow.

This ability works like the dimension door spell, except that
the Dark Moon Disciple can leave and arrive only in areas
of shadowy illumination.

The caster level equals the character’s monk level, and Dark
Moon Disciple substitution levels count as monk levels for
this purpose.

This ability is usable once per day.

This benefit replaces the abundant step class feature thata
standard monk gains at 12th level.




Dark Moon DisciPLE SUBSTITUTION LEVELS
Base
Attack  Fort  Ref will

Level Bonus  Save  Save Save  Special

ird +2 +3 +3 +3 Darkvision

7th +5 +5 +5 +5 Shadow blend
12th 97 +8 +& 8 Slow fall 60 it

walk the shadows

DARKSONG KNIGHT (FIGHTER)

The Darksong Knights are elite soldiers of Eilistraece who
further her many causes and hunt the yochlol, the demonic
servants of the Spider Queen.

They develop an intricate, dancelike style of swordplay and
special powers to defeat their demonic enemies.

Hit Die: d8.

REQUIREMENTS

To take a Darksong Knight substitution level, a character
must have Eilistraee as her patron deity and be about to
take her 2nd, 6th, or 8th level of fighter.

CLASS SKILLS

Darksong Knight substitution levels have the class skills of
the standard fighter class plus Perform (dance).

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Darksong Knight
substitution levels.

Bonus Feat: A Darksong Knight's choice of bonus feats is
identical to a standard fighter’s bonus feats.

Dancing Feint (Ex): Starting at 2nd level, a Darksong
Knight can use her Perform (dance) skill to feint in combat
as if it were the Bluff skill.

Favored Enemy (Ex): At 4th level, a Darksong Knight gains
yochlols as a favored enemy, just as if she were a 1st-level
ranger.

Unlike standard ranger favored enemies, which are
classified by monster type, the Knight's favored enemy
bonuses apply only to yochlols, not all kinds of demons.
Combat Dancing (Ex): At 8th level, a Darksong Knight with
at least 5 ranks in Perform (dance) gains a +2 dodge bonus
against attacks of opportunity.

If she uses Spring Attack, she gains a +2 circumstance
bonus on the attack roll made as part of the maneuver.
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Artack Fort Rel Will
Level Bonus Save Save Save Special

Ind +2 +3 40 40
a6th  +6/+1 1 +1  +2

Bonus feat, dancing feint
Bonus feat, favored
enemy yochlols +2
Bonus feat,
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combat dancing

Unarmed Unarmed

Base AC Speed
Flurry of Blows Attack Bonus Damage® Bonus Bonus
+0/+0 1d6 +0 +10 ft.
+dfd 1d8 +1 +20 ft.
+9/+9/+9/+4 2d6 +3 +40 ft.

DUKAR (WIZARD)

These wizards of a dwindling order protect the tenuous
peace under the Sea of Fallen Stars, working quietly and
secretly to achieve their goals and rebuild their numbers.
Many of their powers stem from living coral implanted
under the skin of their hands.

Hit Die: d4.

REQUIREMENTS

To take a Dukar substitution level, a character must be
about to take his sth, 1oth, or 15th level of wizard.

The first time a character takes a Dukar substitution level,
he must undergo a secret Dukar ritual that implants the
living coral under the skin of his palms (see Dukar hand
coral, page 63).

The coral does not interfere with using his hands in any
way.

If the Dukar somehow loses this coral, he loses his coral-
related powers, but if he is implanted again he immediately
regains his full abilities.

CLASS SKILLS

Dukar substitution levels have the class skills of the
standard wizard class plus Swim.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Dukar substitution
levels.

Bonus Spells (Ex): There are four Dukar orders, each with
two associated schools of magic.

Upon taking his first Dukar substitution level, a Dukar
chooses one order and can never change it thereafter
(similar to choosing a wizard specialty school).

Each time a Dukar substitution level is taken, a Dukar adds
two spells to his spell book; these must be from one or both
of his order’s associated schools of magic (either one from
each or both from the same).

A specialist wizard Dukar is not restricted to choosing these
bonus spells from his school of specialization, but he
cannot use them to acquire spells from his prohibited
school (therefore, choosing an order that studies one of
your prohibited schools is normally a bad choice).

The orders are as follows.

Order Color  Schools of Magic
Jhimar* Red Enchantment, evocation
Kupav . Blue Aburation, transmutation
Maalirn Green  Conjuration, divination
Numos White  Hlusion, necromancy

*The arder of Thimar was destroyed centuries ago and its
knowledge and traditions are lost.




This class feature replaces the standard wizard’s ability to
add two spells to his spellbook each time he gains a wizard
level.

Coral Claw (Ex): At sth level, a Dukar can extend the coral
under his skin to form sharp spikes on his hand, giving him
a claw attack that deals 1d4 points of damage.

The Dukar is automatically proficient in the coral weapon
and can extend or retract the coral as a swift action.

This benefit replaces the bonus feat normally gained by a
sth-level wizard.

Coral Power: At 1oth and 15th level, a Dukar learns how to
use his implanted coral in different ways.

Each time this ability is gained, a Dukar chooses one ability
from the following choices.

Each ability can be taken twice, with increasing effect.

Acid (Ex): A Dukar adds 1d4 points of acid damage to all
claw attacks (including those made with his coral claw; see
above).

The acid quickly decays and cannot be stored for later use.
A Dukar and his gear are not harmed by his own coral’s
acid.

This ability functions automatically, though a Dukar can
suspend or resume this ability as a free action.

If a Dukar selects the ability a second time, the acid damage
increases to 1d8 points.

Armor (Ex): Three times per day as a standard action, a
Dukar can make his coral extend hard growths across his
skin, giving him a +1 enhancement bonus to his natural
armor bonus to AC.

These growths crumble to dust after 10 minutes.

If a Dukar selects this ability a second time, the
enhancement bonus to his natural armor increases to +2.
Color Spray (Sp): A Dukar’s coral gains the ability to glow
intensely in confusing patterns.

At will as a standard action, a Dukar can use this light as a
color spray effect.

Using this ability requires the Dukar to have one hand free,
uncovered, and able to make gestures.

The save DC of this ability is Intelligence-based.

If a Dukar takes this ability a second time, the save DC of
this ability increases by 2.

Wound Transfer (Su): A Dukar’s coral develops the ability to
transfer life energy by touch from him to another creature,
healing its wounds at the expense of his own health.

Each use of this ability heals the target of 1d6 points of
damage and deals a like amount of damage to the Dukar.
If a Dukar chooses this ability a second time, he heals the
target of 2d6 points of damage and takes a like amount of
damage per use.

This ability can never provide a target more hit points than
its full normal total +10.

Any hit points gained beyond its normal maximum are
treated as temporary hit points that last for up to 1 hour.
This benefit replaces the bonus feat normally gained by a
10th- or 15th-level wizard.

TasLe 2—7:
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Base
Attack Fort Ref Will
Level Bonus Save Save Save Special
fth +7 +1 +1 +% Coral claw, bonus spells
7 Coral power, bonus spells

10th +5 +3 #3347
I5th +74+2 +F  «F  +9 Coral power, bonus spells

ETERNAL ORDER (PALADIN)

The primary duty of the Knights of the Eternal Order—
Kelemvor’s main order of paladins—is to hunt and destroy
powerful undead.

They develop powerful undead-fighting powers by
sacrificing other paladin abilities.

Hit Die: dxo.

REQUIREMENTS

To take an Eternal Order substitution level, a character
must have Kelemvor as her patron deity and be about to
take her 1st, 3rd, or 6th level of paladin.

CLASS SKILLS

Eternal Order substitution levels have the class skills of the
standard paladin class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Eternal Order
substitution levels.

Corpsestrike (Su): An Eternal Order paladin can, as a swift
action, surround her weapon with a visible gray aura of
holy power that sheds light equal to a candle.

Any weapon so affected can ignore any damage reduction
(other than DR #/epic) possessed by an undead creature,
regardless of its source.

This aura lasts for a number of minutes equal to the
paladin’s class level.

This benefit replaces the standard paladin’s smite evil class
feature.

Any time an Eternal Order paladin would later gain an
extra smite evil attempt (such as at sth level), she can
instead use this ability one extra time per day.

Undead Knowledge (Ex): Each time an Eternal Order
substitution level is taken, the character gains a cumulative
+2 competence bonus on Knowledge (religion) checks
concerning undead.

Eternal Vigor (Ex): Beginning at 3rd level, an Eternal Order
paladin can ignore the effects of negative levels bestowed
upon her by an undead creature.

This benefit replaces the standard paladin’s divine health
class feature.

Greater Turning (Su): At 6th level, an Eternal Order paladin
gains the ability to perform a greater turning once per day
in place of a regular turning, just as if she had access to the
Sun domain.

This benefit replaces the standard paladin’s remove disease
class feature normally gained at 6th level.

At any level where a standard paladin gains an extra daily
use of remove disease, an Eternal Order paladin instead gains
another daily use of her greater turning ability.
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undead knowledge
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Greater turning,
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FANGSHIELDS BARBARIAN
(BARBARIAN)

Barbarians of the Fangshields have few worries about traps,
because they spend most of their time in their home
territory rather than crawling through dungeons.

They train their bodies to their physical peak so they can be
the shock troops of the organization, relying on their speed
and strength to decimate enemy creatures quickly.

Other monsters can fight in formation against massed
enemies, but the Fangshields barbarians are skilled at
charging opposing monsters and battering them with a few
powerful hits.

Hit Die: d12.

REQUIREMENTS

To take a Fangshields barbarian substitution level, a
character must be a nonhumanoid creature about to take
his 3rd, 5th, or 7th level of barbarian.

CLASS SKILLS

Fangshields barbarian substitution levels have the class
skills of the standard barbarian class.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the Fangshields
barbarian substitution levels.

Fast Charge (Ex): At 3rd level, a Fangshields barbarian gains
a 10-foot enhancement bonus to his speed when he
charges.

This applies to any type of movement the barbarian uses.
This benefit replaces the trap sense class feature gained by a
standard barbarian at 3rd level.

At any level where a standard barbarian gains a bonus to
trap sense (6th, 9th, 12th, 15th, and 18th), a Fangshields
barbarian instead increases the enhancement bonus to his
charge speed by 10 feet.

Awesome Charge (Ex): At 5th level, a charging Fangshields
barbarian in a rage can make an attack at the end of the
charge as if he had the Awesome Blow feat (see page 303 of
the Monster Manual), even if he does not have the normal
prerequisites for that feat.

(Normally, Awesome Blow requites a standard action; this
is a specific exception to that rule).

This benefit replaces the improved uncanny dodge class
feature gained by a standard barbarian at sth level.

Raging Vigor (Ex): At 7th level, a Fangshields barbarian
gains the ability to direct his force of will inward, causing
his injured body to heal itself.

As a standard action, he can spend one of his daily uses of
rage to heal damage equal to twice his Hit Dice.

He can even use this ability if he is already raging.

This benefit replaces the standard barbarian’s damage
reduction gained at 7th level.

Instead, the Fangshields barbarian gains damage reduction
1/-at 10th level, and his damage reduction is treated as 1
point lower than normal from that point forward.

TasLe 2—90 FANGgSHIELDS BARBARIAN
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Base
Attack Fort Ref Will
Level Bonus Save Save Save Special

3rd +3 +3 41 41
ith +¥ +4 +1 +1
Tth +11/4+6/+1 +7 +3  +3

Fast charge (+10 ft.)

Awesome charge
Raging vigor

FANGSHIELDS DRUID (DRUID)

Druids of the Fangshields are the healers and nurturers of
the group, acting on behalf of their more monstrous allies
who cannot interact with “civilized” humanoids without
causing fear and panic.

Hit Die: d8.

REQUIREMENTS

To take a Fangshields druid substitution level, a character
must be a nonhumanoid creature about to take her 4th, sth,
or 7th level of druid.

CLASS SKILLS

Fangshields druid substitution levels have the class skills of
the standard druid class.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the Fangshields druid
substitution levels.

Spontaneous Curing (Su): At 4th level, a Fangshields druid
can spontaneously convert prepared druid spells of 1st level
or higher into cure light wounds spells, just as a cleric can.
Unlike a cleric, she cannot convert her prepared spells into
any cure spell, just cure light wounds, nor can she apply
metamagic feats to these spontaneously cast spells.

This benefit replaces the resist nature’s lure class ability
gained by a standard druid at 4th level.

Wild Shape Hands (Su): At sth level, a Fangshields druid
can use her wild shape ability to create simple dexterous
hands if she doesn’t have them already.

For example, a giant eagle, lammasu, or unicorn could use
wild shape to change her feet, paws, or hooves into hands
that work as well as human hands.

These hands lose any natural attacks they previously
possessed, but otherwise still function like their original
shape (a unicorn could walk or run at normal speed on her
hoof-hands, for example).

She can make this change whenever she uses her wild
shape, even when she assumes another form.

For example, a unicorn druid could take the form of a wolf
with functional paw-hands.




This benefit is in addition to the standard druid’s wild
shape ability.

Wild Shape (Humanoid) (Su): At 7th level, a Fangshields
druid can use her wild shape ability to assume a Medium
humanoid form.

The humanoid form can resemble a human, dwarf, elf, or
other Medium humanoid as the druid desires and has the
appropriate racial traits for that race (according to the
polymorph spell).

This ability is typically used by a druid to interact with
humanoid settlements without drawing too much attention
to herself.

However, the humanoid form retains some of a
Fangshields druid’s original monstrous appearance, much
like how a lycanthrope in hybrid form has humanoid and
animal features, resulting in a —4 penalty on Disguise
checks made to pass as a humanoid.

The hybrid form can speak as well as a true humanoid,
though the change of form does not give the druid
knowledge of that form’s language (a druid in the form of
an elf wouldn't automatically know how to speak Elven, but
could use her elf-mouth to speak any languages she did
know).

Example: A giant eagle could wild shape into a humanlike
humanoid, but she would resemble an eagle-human hybrid
(much like an avoral guardinal); a treant taking the form of
an elf hybrid would look like a tall elf with barklike skin
and leaves in her hair (much like a dryad).

This benefit replaces the third use of wild shape per day
gained by a standard druid at 8th level.

From this point forward, a Fangshields druid has one less
daily use of wild shape than normal.

TasrLg 2—10:
Fangsuiernns Druin SusstTiturion Levers

Base
Attack Fort Ref Will
Level Bonus Save Save Save Special

4th +3 s
fth £3 +4 41 +4
Tth 1 5 B s

Spontancous curing
Wild shape hands
Wild shape (humancid)

FANGSHIELDS RANGER (RANGER)

Rangers of the Fangshields use their skills to patrol the
wildlands, as well as to spy on and hunt evil creatures.
However, some of the standard ranger class features are
useless to creatures that lack hands to use manufactured
weapons.

Fangshields rangers learn other abilities to take advantage
of their nonhumanoid anatomy, helping them become
dangerous leaders of beasts and animals.

Hit Die: d8.

REQUIREMENTS

To take a Fangshields ranger substitution level, a character
must be a nonhumanoid creature about to take his 2nd, 4th,
or sth level of ranger.

CLASS SKILLS

Fangshields ranger substitution levels have the class skills
of the standard ranger class plus Diplomacy.

Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES

All of the following are features of the Fangshields ranger
substitution levels.

Combat Style (Ex): Often lacking hands, Fangshields
rangers have a third option for their combat style: natural
attacks.

If a ranger selects this combat style, at 2nd level he gains
Multiattack (if he has more than one kind of natural attack)
or Improved Natural Attack (if he has only one kind of
natural attack) as a bonus feat.

At 6th level, a ranger with this combat style gains Weapon
Focus for any one of his natural attack types.

At 11th level, a ranger with this combat option gains
Weapon Focus for a second of his natural weapons, or
Greater Weapon Focus for his natural weapon if he has
only one kind.

A Fangshields ranger need not meet any of the normal
prerequisites for these bonus feats.

Animal Companion (Ex): A Fangshields ranger uses the
normal ranger animal companion rules, but because he is
beastlike himself, he has a stronger bond with the animal.
The ranger’s effective druid level is treated as one-half his
ranger level +2.

Lion and the Unicorn (Ex): At 5th level, a Fangshields
ranger chooses an affinity for Nobanion or Lurue, even if
he already has a patron deity (this doesn't cause a religious
conflict).

If he chooses Nobanion, he gets a +1 sacred bonus to AC
during the day; if he chooses Lurue, he gets a +1 sacred
bonus to AC during the night.

He gets the benefit of this ability whether or not he is
outside or knows the time of day.

This ability doesn’t apply on a plane other than the Material
Plane.

This benefit replaces the second favored enemy class
feature gained by a standard ranger at s5th level.

Tasre 2—11I Fangsnierns Rangen
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Base

Attack Fort Ref Will
Level Bonus Save Save Save Special
2 +2 #3 43  +0  Combat style

4th +4 +4 4 +1
Tth +F +4  +4 41

Animal companion
Lion and the Unicorn

GOLDEN CUP (PALADIN)

Paladins who are members of the Order of the Golden Cup
serve Ilmater and have dedicated themselves to healing the
sick and weak and protecting the innocent.

Peaceful counterparts to the Companions of the Noble
Heart (see page 100), they don’t shy away from combating
evil, but they allow their companions to actively hunt it
down while they focus on protecting those who can’t
protect themselves.

Hit Die: dxo.

REQUIREMENTS

To take a Golden Cup substitution level, a character must
have Ilmater as her patron deity and be about to take her
3rd, 4th, or 1oth level of paladin.




CLASS SKILLS

Golden Cup substitution levels have the class skills of the
standard paladin class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Golden Cup
substitution levels.

Defend the Weak (Ex): Starting at 3rd level, a Golden Cup
paladin can protect nearby allies in combat.

If she uses Combat Expertise, fights defensively, or uses the
total defense action, she can grant the dodge bonus to AC
from these actions to any single creature standing adjacent
to her in addition to herself.

This benefit replaces the standard paladin’s aura of courage
class feature.

Shield Other (Sp): Beginning at 4th level, a Golden Cup
paladin can use shield other as a spell-like ability.

She needs no focus for this ability, but she must be able to
touch the character.

She can use this ability a number of times per day equal to
her Charisma bonus (minimum 1/day), though she can't
affect more than one target simultaneously (a second use
ends the duration of any previous use).

Her caster level is equal to her paladin level.

This benefit replaces the standard paladin’s turn undead
class feature.

Expanded Healing (Su): Beginning at 1oth level, a Golden
Cup paladin can treat her paladin level as three higher than
normal for the purpose of determining the maximum
amount of healing she can bestow with her lay on hands
ability per day.

She can also treat her caster level as three higher than
normal for the purpose of any conjuration (healing) spell
she casts.

This benefit replaces the third daily use of the smite evil
ability gained by a standard paladin at 10th level.

From this point forward, she has one less daily use of smite
evil than normal.

Taere 2—12%
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Base
Attack Fort Rel Will
Level Bonus Save Save Save Special

3rd 3 +3 +1 41
4th 4 +H 4l 5l
10th +10/4+F +7 3 +3

Defend the weak
Shield other
Expanded healing

GOLDEN HANDS OF VERGADAIN
(ROGUE)

The Golden Hands of Vergadain defend the interests of the
dwarves, particularly in areas of commerce and trade.
Furthermore, the members of this organization work to
eliminate threats to dwarven commercial ventures and
recover goods stolen from dwarf merchants.

The training provided by the Golden Hands helps
members track foes of the dwarves and deal with them
appropriately.

Hit Die: deé.

REQUIREMENTS

To take a Golden Hands substitution level, a character must
be a dwarf, a member of the Golden Hands of Vergadain,
and about to take his 2nd, 3rd, or 6th level of rogue.
CLASS SKILLS

A Golden Hand of Vergadain has the same selection of class
skills as a standard rogue does, plus Survival.

Skill Points at Each Level: 8 + Int modifier.

CLASS FEATURES

All the following are features of the Golden Hands
substitution levels.

Favored Enemy (Ex): A Golden Hand of Vergadain can
choose any organization in Faertin that opposes dwarves as
a favored enemy, in the same way that a ranger chooses
favored enemies.

The Golden Hand gains a +2 bonus on weapon damage rolls
against recognized members of the chosen organization,
and a +2 bonus on Bluff, Listen, Sense Motive, Spot, and
Survival checks when using these skills against such
individuals.

This ability cannot be used to “detect” members of the
chosen organization, and it applies only against actual
members.

Thus, the Golden Hand cannot simply declare someone a
member to gain the bonuses.

This benefit replaces the +1 bonus on Reflex saves that a
standard rogue gains at 2nd level.

From this point forward, the Golden Hand’s Reflex save
modifier is 1 point lower than that of a standard rogue.
Track (@@): A Golden Hand of Vergadain gains Track as a
bonus feat.

This benefit replaces the trap sense class feature that a
standard rogue gains at 3rd level.

Any time thereafter that the Golden Hand would normally
gain an increase in the trap sense ability, he gainsa +1
bonus on any check made to track instead.

Urban Tracking (Ex): A Golden Hand of Vergadain can use
the Gather Information skill to track targets in an urban
setting.

The tracking DCs and results are the same, but the skill
used is different.

This benefit replaces the +1 base attack bonus that a
standard rogue gains at 6th level.

From this point forward, the Golden Hand’s base attack
bonus is 1 point lower than that of a standard rogue.

GoLDEN HANDS SuBsTITUTION LEVELS
Base
Attack  Fort Ref will

Level Bonus Save Save Save  Special

Znd +1 +0 £2 +0 Evasion, favored
erermy

rd 2 +1 F30 +1 Sneak attack +2d6,
track

6th +3 +2 4= +2 Urban tracking

These values are each lowered by 1 if the character has also mken

the nd Golden Hand substirution level

GOLDEN LION (PALADIN)

The Order of the Golden Lion serves Torm and was created

specifically to serve the Penance of Duty accepted by those
of his faith.




Members of the order are a varied bunch but united in
their devotion and strength of purpose.

They develop special powers to defend good temples, defeat
Faer(inian evils, and repair damage to the Weave.

Hit Die: dxo.

REQUIREMENTS

To take a Golden Lion paladin substitution level, a
character must have Torm as her patron deity, maintain the
appearance of her armor and helm in accordance with the
standards of the order, and be about to take her 1st, 4th, or
6th level of paladin.

Furthermore, as part of an ongoing atonement for their
church’s hostilities toward other good churches in the years
preceding the Time of Troubles, the Golden Lions pledge to
help rebuild and defend these churches.

Once per month each Golden Lion must perform a quest
for or spend a day defending a good temple of another faith.
The Golden Lion must follow orders from this temple as if
they came from her own temple, but can disregard any
order that conflicts with her own faith or that would
certainly result in her death (the good faiths involved
understand the boundaries of the Penance of Duty and
won't ask for things they wouldn't ask of their own
champions of the faith).

CLASS SKILLS

Golden Lion substitution levels have the class skills of the
standard paladin class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Golden Lion
substitution levels.

Detect Magic (Sp): A Golden Lion can use a defect magic
effect at will.

Her caster level is equal to her paladin level.

This benefit replaces the standard paladin’s detect evil ability.
Enemy of Strife (Su): Golden Lions are tasked with
eliminating the Zhentarim and the churches of Bane and
Cyric.

Beginning at 4th level, any smite evil attack used against a
member of one of these groups (or a creature created or
conjured by a member of one of these groups)
automatically ignores any miss chance from concealment
and overcomes damage reduction as if it were made with a
good-aligned weapon.

This benefit replaces the standard paladin’s ability to turn
undead.

Restore the Weave (Sp): At 6th level, once per day a Golden
Lion can repair a 5-foot cube of dead magic or wild magic
area, returning it to its normal function.

This ability only works if the paladin stands in an area of
normal Weave that is adjacent to the damaged area (in
other words, it cannot create an “island” of normal Weave
within a damaged area).

Slowly but surely, the Golden Lions can repair large
problem areas.

This spell-like ability is the equivalent of a 3rd-level spell.
This benefit replaces the remove disease class feature gained
by a standard paladin at 6th level.

At any level where a standard paladin gains an extra daily
use of remove disease, a Golden Lion can instead gain another
daily use of her restore the Weave ability.

Tasre 2—13:

Gorpex Liox SussTiTurion Levers
Base
Attack Fort Ref Will

Level Bonus Save Save Save
1st +1 +2 +0 +0

Special

Aura of good, detect
magic, smite evil 1/day
Enemy of strife
Restore the WFeave

dth ++ +4 31 41
tth +6+1 +5 +1 +2

HARMONIOUS KNIGHT (PALADIN)

Paladins of the Harmonious Order, called Harmonious
Knights, serve Milil and do good works in his name,
though they tend to be egotistical and overly sure of
themselves.

Milil grants paladins of this order musical abilities to
complement their fighting.

Hit Die: dxo.

REQUIREMENTS

To take a Harmonious Knight substitution level, a character
must have Milil as his patron deity and be about to take his
1st, 6th, or gth level of paladin.

CLASS SKILLS

A Harmonious Knight adds Perform to the standard
paladin’s list of class skills.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are features of the Harmonious Knight
substitution levels.

Inspire Courage (Su): A Harmonious Knight can use songs
to inspire courage in his allies and himself.

As a standard action, he can sing rallying or inspiring war
songs that grant all allies that hear him a +1 morale bonus
on attack and damage rolls.

This effect lasts as long as the Harmonious Knight sings,
and for 5 rounds afterward.

This ability is usable once per day per paladin level, and
Harmonious Knight substitution levels count as paladin
levels for this purpose.

This benefit replaces the standard paladin’s detect evil ability.
Inspire Competence (Su): A 6th-level Harmonious Knight
with at least 4 ranks in Perform can use singing to help an
ally (but not himself) succeed at a task.

The ally must be within 30 feet and able to see and hear the
Harmonious Knight.

The ally gains a +2 competence bonus on skill checks made
with a particular skill as long as she continues to hear the
Harmonious Knight's singing (maximum 2 minutes).
Inspire competence is a mind-affecting ability and is usable
once per day.

This benefit replaces the remove disease ability that the
standard paladin gains at 6th level.

From this point onward, the character has one fewer
weekly uses of remove disease than a normal paladin of his
level does.

Inspire Greatness (Su): A gth-level Harmonious Knight
with at least 5 ranks in Perform can sing to inspire
greatness in himself or one chosen ally as a standard action.




The effect lasts for as long as the ally hears the Harmonious
Knight sing and for 5 rounds thereafter.

The affected ally gains 2 bonus Hit Dice (d10s), the
commensurate number of temporary hit points (applying
the target’s Constitution modifier, if any, to both extra Hit
Dice), a +2 competence bonus on attack rolls, and a +1
competence bonus on Fortitude saves.

The bonus Hit Dice count as regular Hit Dice for
determining the effect of spells such as sleep.

HarMonNIous KNIGHT SUBSTITUTION LEVELS

Inspire greatness is a mind-affecting ability and is usable
once per day.

This benefit replaces the second weekly use of remove
disease that the standard paladin gains at gth level.

From this point onward, the Harmonious Knight gains
another daily use of inspire greatness or inspire
competence (if he took the 6th Harmonious Knight level)
instead of each additional weekly use of remove disease that
he would otherwise have gained.

Base

Attack Fort Ref will Spells per Day
Level Bonus Save  Save Save Special Ist  2nd 3rd  dth
1st +1 +2 +0 +0 Aura of good, inspire courage, smite evil 1/day — - — -
fith +6/+1 +5 +2 +2 Inspire competence 1 - —  —
ath +9/44 +6 +3 +3 Inspire greatness 1 0 —

HIGH ONE WARRIOR—WIZARD
(WIZARD)

Some paladins of Azuth belong to the Order of the Swords
of the High One.

These rare warriors must progress as paladins before
studying wizardry fulltime, since they cannot multiclass
freely.

This dual focus fuses their paladin training with their
wizardry.

Hit Die: d4.

REQUIREMENTS

To take a level of High One warrior-wizard, a character
must be a member of the Swords of the High One, have at
least two paladin levels, and be about to take her 2nd, 4th,
or sth level of wizard.

CLASS SKILLS

High One warrior-wizards have all the class skills that a
standard wizard does, plus Diplomacy, Handle Animal,
Heal, and Ride.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are features of the High One warrior-
wizard substitution levels.

Wizardly Smiting (Su): At 2nd level, a High One warrior-
wizard can smite evil as a paladin (see page 44 of the Player’s
Handbook).

Her wizard levels stack with her paladin levels for the
purpose of determining how many times per day she can
use this ability.

This benefit replaces the 1st-level spell that a standard
wizard gains at 2nd level.

From this point forward, the character has one fewer 1st-
level spells that she can prepare per day than a standard
wizard does.

Reduce Armor Hindrances (Ex): The High One warrior-
wizard’s training in spellcasting allows her to ignore some
of the hindrances of armor.

The arcane spell failure chance imposed by her armor is
reduced by 20% (minimum 0%).

Thus, she can wear light armor without penalty, or medium
or heavy armor with reduced penalties.

This benefit replaces the 2nd-level spell that a standard
wizard gains at 4th level.

From this point forward, the character has one fewer 2nd-
level spells that she can prepare per day than a standard
wizard does.

Familiar Mount: If a High One warrior-wizard has access to
a special mount based on her paladin levels, this creature
gains the characteristics of a familiar as well as those of a
paladin mount.

The High One warrior-wizard must dismiss her familiar (if
she has one) to gain this benefit, but she takes no penalties
for doing so.

She then uses her wizard level to determine the natural
armor bonus, Intelligence, and special abilities that her
familiar should have and applies those to her special
paladin mount.

Her High One warrior-wizard levels count as wizard levels
for this purpose.

The mount’s natural armor bonuses from both sources
stack, and it gains the greater of the two Intelligence scores.
Thus, the mount has all the abilities of a special mount
appropriate to the character’s paladin level and a familiar
appropriate to her wizard level.

Bonuses of the same type do not stack, except as noted
above, and the mount cannot gain the same ability twice; it
takes the better version to which it is entitled.

The High One warrior-wizard does not lose experience
points if the familiar mount is killed because she can
summon a new one according to the rules given for
paladins.

This benefit replaces the bonus feat that a standard wizard
gains at 5th level.




HicH ONE WARRIOR-WIZARD SUBSTITUTION LEVELS

Base
Attack  Fort Ref will Spells Per Day
Level Bonus  Save Save Save Special 0 1 2 3 4 5 6 7 8 9
2nd +1 +0 +0 +3 Wizardly smiting 4 1 _ — - - = = = =
4th +2 +1 +1 +4 Reduce armor hindrances 4 E LA | —_ — = = = — —
sth +2 +1 +1 +4 Familiar mount 4 e x ]l = = = = = =
Ihese values could be reduced by 1 if the High One warrior-wizard wook the previous substinution levels

HIN DISCIPLE (MONK)

Halfling monks of the Hin Fist are trained to use a foe’s size
against it.

Their fighting style emphasizes bringing down larger foes
and evading their attacks.

Hit Die: dé.

REQUIREMENTS

To take a Hin Disciple substitution level, a character must
be a halfling member of the Hin Fist order and be about to
take his 1st, 6th, or 9th level of monk.

CLASS SKILLS

A Hin Disciple has the same selection of class skills as a
standard monk does.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All the following are features of the Hin Disciple
substitution levels.

Bonus Feats: At 1st level, a Hin Disciple monk may choose
either Underfoot Combat or Stunning Fist as a bonus feat,
instead of Improved Grapple.

At 2nd level, he can choose between Improved Trip and
Combat Reflexes as a bonus feat.

He need not meet the prerequisites for these feats.

The Hin Disciple does not gain a bonus feat at 6th level.
Underfoot Combat: You can move into or through a space
occupied by a Large or larger foe without provoking attacks
of opportunity.

Hin DiscipPLE SuBSTITUTION LEVELS

While you are in a square occupied by a Large or larger
creature, you gain a +4 cover bonus to AC against all attacks,
even those made by the creature whose space you occupy.
Blur of Motion (Ex): A 6th-level Hin Disciple with at least 5
ranks in Tumble can use the total defense option and still
make a single attack in the same round.

Blur of motion is a full-round action that can be used only
against Large or larger foes.

This benefit replaces the choice of bonus feats that a
standard monk gains at 6th level.

The Harder They Fall (Ex): A gth-level Hin Disciple monk
who has taken Improved Trip may grant allies some of that
feat's benefit.

When the Hin Disciple trips a foe whose square he
occupies, every ally within melee reach of the downed foe
may immediately make a single attack at its full attack
bonus on that opponent.

Each ally also gains the +4 bonus on attack rolls for
attacking a prone foe.

This attack is made on the Hin Disciple’s turn and does not
count against the number of attacks that the allies can make
on their own turns.

No combination of feats or abilities can grant a second
attack by any ally during the Hin Disciple’s turn.

This benefit replaces the standard monk’s improved
evasion ability.

Furthermore, the Hin Disciple may never gain improved
evasion from any class in the future.

Base Unarmed Unarmed
Attack  Fort  Ref Wil Base AC Speed
Level Bonus  Save  Save Save  Special Flurry of Blows Attack Bonus Damage™ Bonus Bonus
Tst +0 +2 +2 +2 Bonus feat, -2/-2 flurry of blows, 1d4 +0 +0 ft.
improved unarmed strike
ith +4 +5 +5 +5 Blur of motion, 3043 1dé +1 +20 ft.
slow fall 30 ft.
9th +6/+1 +6 +6 +6 The harder they fall +6/+6/+1 1d8 +1 +30 ft.
‘Base damage is for Small monks, since only Small monks qualify for these levels,

HOLY JUDGE (PALADIN)

This group of Tyr-worshiping paladins is focused primarily
on its god’s lawful aspects.

The Holy Judges hunt and punish criminals and
lawbreakers, and they have a fervent hatred for devils,
which they see as a terrible perversion of a lawful society.
Hit Die: dxo.

REQUIREMENTS

To take a Holy Judge substitution level, a character must
have Tyr as her patron deity and be about to take her 1st,
4th, or 6th level of paladin.

CLASS SKILLS

Holy Judge substitution levels have the class skills of the
standard paladin class plus Knowledge (the planes).
Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Holy Judge
substitution levels.




Favored Enemy (Ex): At 1st level, a Holy Judge gains devils
as a favored enemy, just as if he were a 1st-level ranger.
Unlike standard ranger favored enemies, which are
classified by monster type, a Holy Judge’s favored enemy
bonuses apply only to devils, not all kinds of evil outsiders.
At sth level, and every five levels thereafter, the bonus
granted by the Holy Judge’s favored enemy class feature
improves by 2.

This increase has no effect on any other favored enemies
the Holy Judge might have.

This benefit replaces the standard paladin’s smite evil class
feature.

Censure Devil (Su): A Holy Judge on his home plane can
utter words of censuring that can daze a devil within 30
feet.

The devil must succeed on a Will save (DC 10 + 1/2 paladin
level + Cha modifier) or be dazed for 1 round.

A Holy Judge can use this ability a number of times per day
equal to three + his Charisma modifier.

Zone of Truth (Sp): A Holy Judge can use a zone of truth
effect once per week, using his paladin level as his caster
level.

This benefit replaces the standard paladin remove disease
class feature.

If the Holy Judge would later gain an extra weekly use of
remove disease, he instead gains an extra weekly use of zone
of truth.

Tasre 2— 143
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Artack Fort Rel Will
Level Bonus Save Save Save Special
1st 5 +2 40 0 Auraof good, detect evil,
favored encmy devils +2
Censure devil
Zone of truth 1jweck

4th +4 +4 +1 +1
ith +6/+1 +F +3 +1

LION LEGIONNAIRE (PALADIN)

The mighty wemic paladins of Nobanion are called the
Legion of Lions; they are small in number but great in their
bravery.

Unlike most of Lord Firemane’s wemic followers, they
travel outside the Shaar in search of evil, and partly because
of their efforts Nobanion’s faith has attracted humanoid
followers.

Though most Lion Legionnaires are wemics, a small
number are humanoids, and at least one lammasu is a
member of this elite group.

Rather than traditional paladin abilities, they develop
powers relating to Nobanion’s strengths and tactics.

Hit Die: dxo.

REQUIREMENTS

To take a Lion Legionnaire substitution level, a character
must have Nobanion as his patron deity and be about to
take his 3rd, 4th, or 5th level of paladin.

CLASS SKILLS

Lion Legionnaire substitution levels have the class skills of
the standard paladin class plus Knowledge (nature).

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Lion Legionnaire
substitution levels.

Firemane Aura (Su): Once per day a Lion Legionnaire can
create an aura of holy flame around his body.

As this ability activates, the paladin’s hair or mane (if any)
momentarily turns into a brilliant golden flame.

Any evil creature striking a Lion Legionnaire with a natural
weapon, or a melee weapon that is not a reach weapon,
takes damage equal to the Legionnaire’s paladin level.

Half of this damage is fire damage, but the other half results
directly from divine power and is therefore not subject to
being reduced by resistance to fire.

This aura lasts for 1 minute.

This benefit replaces the standard paladin’s aura of courage
class feature.

Wild Fighting (Su): Lion Legionnaires develop a fighting
style that gives them extra attacks at the cost of accuracy.
As a free action, a Lion Legionnaire can enter a state of wild
fighting for 1 round.

During this round, a Legionnaire can make one extra attack
with any one melee weapon (including natural weapons),
but all attacks made during the round (including the extra
attack) take a —2 penalty.

A Lion Legionnaire must use a full attack action to benefit
from wild fighting.

A Lion Legionnaire can use this ability a number of times
per day equal to three + his Charisma modifier.

This benefit replaces the turn undead class feature gained
by a standard paladin at 4th level.

Flying Lion (Su): At sth level, a Lion Legionnaire gains the
ability to grow eagle’s wings, as Nobanion himself
sometimes does in battle.

Once per day as a full-round action, the Legionnaire grows
feathered wings appropriate to the size of his body.

The wings remain for up to 10 minutes per paladin level,
though he can dismiss them as a free action.

He can fly with the wings at his normal land speed, with
poor maneuverability.

Nonleonine creatures who use this ability temporarily gain
a lionlike appearance while it is used (catlike eyes, a thick
mane of hair, and larger teeth).

This benefit replaces the special mount class feature gained
by a standard paladin at 5th level (Nobanion’s wemic
paladins have no need for a quadruped mount to carry them
into battle).

TasrLe 2—15:
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Level Bonus BSave Save Save Special

ard +3 +3 +1 +1  Firemane aura

4th  +4  +% 31  +1 Wild fighting’
fth +F +4 41 41  Smite evil 2/day,
flying lion




MYSTIC FIRE KNIGHT (PALADIN)

The Knights of the Mystic Fire serve Mystra by guarding
her temples and questing for lost magical troves.

They develop increased ability to use magic, counter hostile
magic, and defeat enemy spellcasters.

Hit Die: d8.

REQUIREMENTS

To take a Mystic Fire Knight substitution level, a character
must have Mystra as her patron deity and be about to take
her 4th, s5th, or 6th level of paladin.

CLASS SKILLS

Mystic Fire Knight substitution levels have the class skills
of the standard paladin plus Knowledge (arcana) and
Spellcraft.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Mystic Fire Knight
substitution levels.

Bonus Spell (Su): At 4th level, a Mystic Fire Knight gains a
bonus 1st-level paladin spell slot as if from a high Wisdom
score.

At 8th level, she gains a bonus 2nd-level paladin spell slot,
at 11th level she gains a bonus 3rd-level paladin spell slot,
and at 14th level she gains a bonus 4th-level paladin spell
slot.

This benefit replaces the turn undead class feature gained
by a standard paladin at 4th level.

Improved Spellcasting (Ex): When casting paladin spells, a
Mystic Fire Knight can treat her caster level as equal to one-
half her paladin level +2.

If she also has arcane spellcasting ability from another class,
she can add her caster level from that class to this value to
determine her paladin caster level.

Smite Evil (Su): In addition to the normal effect, when a
Mystic Fire Knight of sth level or higher hits a creature
with her smite evil attack, that creature finds it temporarily
difficult to cast spells or use spell completion or spell
trigger items.

For 1 round, any attempt to complete one of these actions
requires a successful Concentration check (DC 10 +
paladin’s level + Cha modifier + spell level); failure means
that the action fails.

If a spell was being cast, the spell or spell slot is lost; if a
magic item was being activated, the attempt merely fails.
Multiple smite evil hits on the same creature don’t have a
cumulative effect.

This class feature augments, but does not replace, the
standard paladin’s smite evil class feature.

Spellshatter (Su): Once per day starting at 6th level, a
Mystic Fire Knight can choose to deliver a targeted greater
dispel magic effect with a melee attack.

The decision to use this ability must be made before the
attack is rolled; if the attack misses, the effect is wasted.

If the attack hits, treat this as if the Mystic Fire Knight had
cast a targeted greater dispel magic on the creature struck,
using her paladin level (plus any arcane caster level she
might have from another class) as her caster level, up to a
maximum of +20.

This benefit replaces the standard paladin’s remove disease
class feature.

If the Mystic Fire Knight would later gain an extra weekly
use of remove disease, she instead gains an extra daily use of
spellshatter.

Tasre 2—162 Mysric Fine KExigur
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Attack Fort Hef Will
Level Bonus Save Save Save
4th +4 ++ 41 1

Special

Bonus spell,
improved spellcasting
Tth +7 +F  +l- +1  Smite evil 2/day,
special mount

6th  +6/+1 +F +2 +2  Spellshatter

NOBLE HEART (PALADIN)

The Companions of the Noble Heart are aggressive knights
in the service of Ilmater who have dedicated themselves to
eliminating the evil of those who are known to enjoy the
torturing and suffering of others.

In particular, they oppose members of the church of
Loviatar and destroy them and their temples whenever
possible.

When servants of the other members of the Triad crusade
against Loviatar’s servants, Noble Heart knights often join
with them.

Hit Die: dxo.

REQUIREMENTS

To take a Noble Heart substitution level, a character must
have Ilmater as her patron deity and be about to take her
3rd, 4th, or 6th level of paladin.

CLASS SKILLS

Noble Heart substitution levels have the class skills of the
standard paladin class plus Survival.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Noble Heart
substitution levels.

Tenacious Tracker (Su): Beginning at 3rd level, a Noble
Heart paladin gains the ability to follow the trail of those
cruel enough to torture and maim others.

She receives Track as a bonus feat.

She gains a +10 competence bonus on Survival checks
made to track those who have Loviatar as a patron deity.
Furthermore, whenever she physically touches the flesh of
one who has been injured within the previous hour by
someone who has Loviatar as his patron deity, she receives
a clear mental image of that person’s true appearance.

This benefit replaces the standard paladin’s divine health
class feature.

Sunder the Sadistic (Su): At 4th level, a Noble Heart
paladin gains the ability to reduce to rubble objects and
structures dedicated to evil.

Whenever she attacks an object owned by a character who
has Loviatar as a patron deity, or an object that is part of a
temple or other structure dedicated to Loviatar, she can
ignore the object’s hardness.

She can also use her smite evil class ability against such
objects as if they were evil creatures.

This benefit replaces the standard paladin’s ability to turn
undead.




Delay Poison (Sp): The enemies of the Noble Heart paladin
frequently employ poison in their efforts to spread evil and
cruelty.

Starting at 6th level, a Noble Heart paladin can use a delay
poison effect once per week using her paladin level as her
caster level.

This benefit replaces the remove disease class feature gained
by a standard paladin.

If she would later gain extra weekly uses of remove disease,
the Noble Heart paladin instead gains extra weekly uses of
delay poison.

Tasre 2—17:
Ni]lll.l". [ll-'..-\ BT SUuBsTirurionN LI:\'F.I.H

Base
Attack Fort Ref Will
Level Bonus Save Save Save Special

3nd +3 +3 41 +1  Auraof courage,

tenacious tracker

4th +4 4 #1 #1  Sunder the sadistic
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PHOENIX DISCIPLE (MONK)

The Disciples of the Phoenix are unusual lawful good
Kossuthan monks.

They are extremely disciplined and take some of their
beliefs to painful extremes.

Obsessed with the power of fire to purify, they have
developed strange monk abilities based on that concept.
Hit Die: d8.

REQUIREMENTS

To take a Phoenix Disciple substitution level, a character
must be lawful good, have Kossuth as his patron deity, and
be about to take his 1st, 3rd, or 12th level of monk.
CLASS SKILLS

Phoenix Disciple substitution levels have the class skills of
the standard monk class.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the Phoenix Disciple
substitution levels.

Purifying Flame (Su): A Phoenix Disciple can transform his
ki into purifying fire.

Once per round, a Phoenix Disciple can add 1d6 points of
fire damage to any unarmed strike.

The decision to use this ability must be made before the
attack is rolled; if the attack misses, the power is wasted.

A Phoenix Disciple can use this ability a number of times
per day equal to his monk level.

This benefit replaces the bonus feat gained by a standard
1st-level monk.

Resistance to Fire (Ex): At 3rd level, a Phoenix Disciple
develops a minor tolerance for fire.

He gains resistance to fire 5.

This benefit replaces the still mind class feature gained by a
standard monk at 3rd level.

Fire Stride (Sp): At 12th level, a Phoenix Disciple gains the
ability to use a fire stride effect (see page 69 of the

FORGOTTEN REALMS Campaign Setting) once per day,
using his monk level as his caster level.

This benefit replaces the abundant step class feature gained
by a standard monk at 12th level.

Tasre 2—18:
Puoesix Discipre Susstiturion Levers
Base
Attack Fort Ref Will
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1st +0 +2 42 +2  Flurry of blows,
purifying flame,
unarmed strike

3rd “4+2 +3 43 +3  Resistance to fire
12th +944 +8 48 8  Fire stride,
slow fall 60 fr.

PURPLE STAFF (CLERIC)

The Followers of the Purple Staff are a group of divine
spellcasters trying to create a benign theocracy in the
eastern part of the Dragon Coast.

These clerics catry a great deal of political power within the
borders of the so-called “Holy Realm” and use their magic
to aid the citizens of their new land.

Hit Die: d8.

REQUIREMENTS

To take a Purple Staff substitution level, a character must
have Chauntea, Helm, Lathander, Nobanion, Seltine, or
Sune as his patron deity and be about to take his 4th, 6th, or
oth level of cleric.

CLASS SKILLS

Purple Staff substitution levels have the class skills of the
standard cleric class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Purple Staff
substitution levels.

Spontaneous Faith Healing (Su): At 4th level, a Purple Staff
cleric gains the ability to spontaneously convert prepared
cleric spells of 1st level or higher to cast faith healing in the
same way she can convert them to cure spells.

Armed with this power, a Purple Staff cleric is easily able to
deal with even the most severe injuries that common folk
might suffer.

This class feature replaces the 2nd-level spell slot gained by
a standard cleric at 4th level.

From this point forward, a Purple Staff cleric has one less
2nd-level spell slot than normal.

Imbue with Spell Ability (Sp): At 6th level, a Purple Staff
cleric can use an imbue with spell ability effect to imbue a
creature with a single o- or 1st-level spell she has prepared.
She can use this ability a number of times per day equal to
one-half her class level.

With this power, an adventuring Purple Staff cleric can
leave nonspellcaster lieutenants in town to act on her
behalf in emergencies or to spread out her spells to help
defend a larger area (though she is not limited to these
purposes, of course).




This class feature replaces the 3rd-level spell slot gained by
a standard cleric at 6th level.

From this point forward, a Purple Staff cleric has one less
3rd-level spell slot than normal.

Turn Invader (Su): At gth level, a Purple Staff cleric is so
devoted to protecting his homeland that he can use his
ability to turn undead to frighten enemies of the Holy
Realm.

When standing within the borders of his country, he can
turn hostile monsters or enemies of the Holy Realm as a
good-aligned cleric turns undead.

He cannot destroy such creatures outright using this
ability.
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RED FALCON (PALADIN)

Members of the Order of the Red Falcon serve the Red
Knight and have earned fame in Tethyr for their heroics.
They have a reputation for being excellent military
tacticians, and even their followers are a cut above the
norm.

Hit Die: dxo.

REQUIREMENTS

To take a Red Falcon substitution level, a character must
have the Red Knight as her patron deity and be about to
take her 2nd, 4th, or 6th level of paladin.

CLASS SKILLS

Red Falcon substitution levels have the class skills of the
standard paladin class plus Knowledge (history).

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Red Falcon
substitution levels.

Brilliant Strategy (Ex): At 2nd level and higher, a Red
Falcon can draw upon her instinct for battle to give her an
amazing ability to predict the imminent actions of her
enemies and her best options for taking advantage of those
actions.

Activating this ability is an immediate action; it grants her
an insight bonus to AC equal to her Charisma bonus (if
any) for 1 round.

A Red Falcon can use this ability a number of times per day
equal to one-half her class level.

This benefit replaces the standard paladin’s divine grace
class feature.

Expanded Spell List: At 4th level, a Red Falcon adds augury
(2nd level), deathwatch (1st level), and status (2nd level) to
her paladin spell list.

Military Knowledge (Ex): Each time a Red Falcon
substitution level is taken, the character gains a cumulative
+2 competence bonus on Knowledge checks concerning
military history or strategy.

Turn Undead (Su): A Red Falcon is not as skilled at turning
undead as a normal paladin.

She can only use this ability a number of times per day
equal to her Charisma modifier.

Spontaneous Extend Spell (Su): At 6th level, once per day a
Red Falcon can cast one of her spells as if she had prepared
it with the Extend Spell feat.

Doing this does not require a higher-level slot or increase
the casting time for the spell.

This class feature replaces the 1st-level spell slot normally
gained at 6th level.

From this point forward, a Red Falcon has one less 1st-level
paladin spell slot than normal.

Trained Militia: At 6th level, due to her leadership and skill
at war, all cohorts and followers of the Red Falcon are
treated as if they had Martial Weapon Proficiency in a
single weapon of the Red Falcon’s choice.

This benefit remains as long as the cohorts and followers
remain in her service and as long as she meets with them at
least once a month to refresh their training.

If more than a month goes by without such a meeting, the
cohorts and followers lose this proficiency until she has the
opportunity to train them again.

A Red Falcon can grant different weapon proficiencies to
different cohorts and followers (they don't all have to gain
longsword proficiency, for example).
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Attack Fort Rel Wil
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2nd +1 +3 40 +0  Brilliant strawegy,
lay on hands,
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RUBY ROSE KNIGHT (PALADIN)

Members of Sune’s order of paladins, the Sisters and
Brothers of the Ruby Rose, are known for their charm,
beauty, and aversion to ugliness and evil.

They use the power of love to destroy evil and hideous
things, and they draw strength from their many romances.
Hit Die: d8.

REQUIREMENTS

To take a Ruby Rose Knight substitution level, a character
must have Sune as her patron and be about to take her 3rd,
6th, or 12th level of paladin.

CLASS SKILLS

Ruby Rose Knight substitution levels have the class skills
of the standard paladin class plus Bluff and Perform (dance,
oratory, sing, and string instruments).




Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Ruby Rose Knight
substitution levels.

Enduring Personality (Su): A 3rd-level Ruby Rose Knight is
immune to any effect that would deal Charisma damage or
Charisma drain.

This benefit replaces the standard paladin’s divine health
class feature.

Expanded Spell List: At 3rd level, a Ruby Rose Knight adds
love bite (see page 56) to her paladin spell list (even though
she can’t actually cast the spell herself until at least 4th
level).

Heroism (Sp): At 6th level, a Ruby Rose Knight can use a
heroism effect once per week, using her class level as her
caster level.

She can'’t use this spell-like ability on herself, only on
another creature.

This benefit replaces the remove disease class feature gained
by a standard paladin.

If she would later gain extra weekly uses of remove disease, a
Ruby Rose Knight instead gains extra weekly uses of
heroism.

Heroic Rapture (Su): At 12th level, once per day a Ruby
Rose Knight can spend a full-round action embracing
another creature to grant it great bravery.

The affected creature gains a +4 morale bonus on attack
rolls, saves, and skill checks, immunity to fear effects, and a
number of temporary hit points equal to the Ruby Rose
Knight's paladin level.

The effect lasts for 1 minute.

This benefit replaces the 3rd-level spell slot gained by a
standard paladin at 12th level.

From this point on, a Ruby Rose Knight has one less 3rd-
level spell slot than normal.
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3rd +3 +3 +1 41  Auraof courage,
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SHADOW CLoAK KNIGHT SUBSTITUTION LEVELS

SHADOW CLOAK KNIGHT
(PALADIN)

For many decades, the gnome paladins belonging to the
Knights of the Shadowy Cloak have worked to eliminate
evil humanoids.

To minimize the possibility of retaliation against gnome
communities, they have developed ways to work in secret.
Hit Die: dxo.

REQUIREMENTS

To take a Shadow Cloak Knight substitution level, a
character must be a gnome, a member of the Knights of the
Shadowy Cloak, and about to take her 4th, 6th, or gth level
of paladin.

CLASS SKILLS

A Shadow Cloak Knight has the same class skills as a
standard paladin does, plus Hide and Move Silently.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are features of the Shadow Cloak Knight
substitution levels.

Favored Enemy (Ex): A Shadow Cloak Knight paladin
trains to fight the gnomes’ traditional enemies and learns
special tactics to defeat them.

She gains humanoids as her favored enemy type and can
choose any of the humanoid subtypes indicated for rangers
on page 47 of the Player’s Handbook.

The Shadow Cloak Knight gains a +2 bonus on weapon
damage rolls against her favored enemy and a +2 bonus on
Bluff, Listen, Sense Motive, Spot, and Survival checks when
using these skills against creatures of this type.

Hide in Plain Sight (Ex): A 6th-level Shadow Cloak Knight
can use her Hide skill even when she has nothing to hide
behind, or when she is being observed.

To do so, she must be within 10 feet of any area of shadowy
illumination in which she could hide, or in the dark.

She cannot hide in her own shadow, and she can hide in
the shadow of a creature only if it is Large or larger.

She cannot use a creature’s own shadow to hide from it.
One with the Darkness (Sp): Once per day, a Shadow Cloak
Knight paladin can become invisible, as if using the 2nd
level sorcerer/wizard spell invisibility.

Caster level equals paladin level, and Shadow Cloak Knight
substitution levels count as paladin levels for this purpose.

Basze

Attack Fart Ref will Spells per Day
Level Bonus Save  Save Save Special Ist  2nd  3rd  4th
4th ) +4 +1 +1 Favaored enemy 0 — —_ -
6th +6/+1 +5 +2 +2 Hide in plain sight 1 - —_ —
ath +9/+4 +6 +3 +3 One with the darkness 1 0 —_ -

SHADOW SWORD (RANGER)

Rangers of the Knights of the Shadow Sword patrol Myth
Drannor and attempt to rid it of the evils living there.

They use their stealth and spell-power to aid the fighters of
their order.

Hit Die: d8.

REQUIREMENTS




To take a Shadow Sword substitution level, a character
must have Shaundakul as his patron and be about to take
his 3rd, 6th, or 8th level of ranger.

CLASS SKILLS

Shadow Sword substitution levels have the class skills of
the standard ranger class plus Knowledge (history).

Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES

All of the following are features of the Shadow Sword
substitution levels.

Walk in Silence (Su): At 3rd level, a Shadow Sword gains
the ability to move with amazing silence, receiving a +5
circumstance bonus on Move Silently checks for 1 round.
The ranger activates this ability with a swift action and can
use it a number of times per day equal to one-half his ranger
level.

This ability only functions if the ranger is wearing light or
no armor and carrying no more than a light load.

This benefit replaces the Endurance bonus feat gained by a
standard ranger at 3rd level.

Bane Weapon (Su): At 6th level, a Shadow Sword learns
how to temporarily turn any weapon he wields into a bane
weapon (see page 224 of the Dungeon Master's Guide).
Activating this ability requires a full-round action, at which
point the ranger must choose the type (and subtype, if
appropriate) of creature against which the bane special
ability will apply.

This choice must match a creature type (and subtype) of
one of the ranger’s favored enemies.

The effect lasts for a number of rounds equal to one-half the
ranger’s class level, and can be used a number of times per
day equal to one + his Wisdom modifier (minimum 1/day).
The bane ability only functions while the weapon is in the
ranger’s hands.

The ranger can have no more than one weapon affected by
this class feature at any time, nor can any weapon benefit
from more than one application of this class feature (in
either case, a second use immediately ends any previous
effect).

This benefit replaces the improved combat style class
feature normally gained at 6th level.

If a Shadow Sword ranger later gains combat style mastery,
he instead gains improved combat style.

Portal Analysis (Su): At 8th level, a Shadow Sword gains the
ability to sense portals and manipulate them in strange
ways.

He automatically detects any portal within 10 feet and can
thereafter study any portal within 10 feet as if using analyze
portal (see page 66 of the FORGOTTEN REALMS Campaign
Setting).

If he is able to activate the portal, once per day the Shadow
Sword can enter it as if using the portal well spell (see page
56).

This benefit replaces the swift tracker class feature gained
by a standard ranger at 8th level.
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SHOOTING STAR (RANGER)

Rangers of the Order of the Shooting Star (see Knights of
the Mystic Fire, page 102) serve Mystra by scouting, spying,
and dealing with fiends and monstrosities created by
magical experimentation.

Hit Die: d8.

REQUIREMENTS

To take a Shooting Star substitution level, a character must
have Mystra as her patron deity and be about to take her
3rd, 4th, or 8th level of ranger.

CLASS SKILLS

Shooting Star substitution levels have the class skills of the
standard ranger class plus Knowledge (arcana) and
Spellcraft.

Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES

All of the following are features of the Shooting Star ranger
substitution levels.

Weavespeak (Sp): Because the members of this order need
to report their findings over long distances, starting at 3rd
level a Shooting Star develops the power to use the Weave
itself to transmit short messages.

Once per day the character can transmit a message of
twenty-five words or less to the nearest cleric, paladin, or
ranger of Mystra (the Shooting Star can’t choose the
recipient).

This ability only functions where the Weave is active, and it
cannot jump planar boundaries; the ranger knows if either
condition would prevent the message from reaching its
target.

It is otherwise the equivalent of a sending spell.

This benefit replaces the Endurance bonus feat gained by a
standard ranger at 3rd level.

Bonus Spells (Su): At 4th level, a Shooting Star gains a
bonus 1st-level ranger spell slot as if from a high Wisdom
score.

At 8th level she gains a bonus 2nd-level ranger spell slot, at
11th level she gains a bonus 3rd-level ranger spell slot, and
at 14th level she gains a bonus 4th-level ranger spell slot.
This benefit replaces the animal companion class feature
gained by a standard ranger at 4th level.

Improved Spellcasting (Ex): When casting ranger spells, a
Shooting Star can treat her caster level as equal to one-half
her ranger level +2.

If she also has arcane spellcasting ability from another class,
she can add her caster level from that class to this value to
determine her caster level.

Expanded Spell List: At 8th level, a Shooting Star adds see
invisibility (2nd level) and word of vecall (4th level) to her
ranger spell list.




This replaces the standard ranger’s swift tracker class
feature.
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VIGILANT EYE OF HELM (PALADIN)

This paladin order of Helm is growing rapidly and
impressing the common folk with its members’ humility
and self-sacrifice.

The Vigilant Eyes of Helm defend the innocent from
threats and develop special ways of recognizing danger and
protecting others.

Hit Die: dxo.

REQUIREMENTS

To take a Vigilant Eye substitution level, a character must
have Helm as her patron deity and be about to take her 1st,
3rd, or 4th level of paladin.

CLASS SKILLS

Vigilant Eye substitution levels have the class skills of the
standard paladin class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the Vigilant Eye
substitution levels.

Know Greatest Enemy (Su): A Vigilant Eye automatically
knows which enemy in her presence is the most powerful
(in game terms, which enemy has the highest CR).

This benefit applies only to enemies that she can see that
are within 6o feet of her.

She does not need to use an action to know this, and this
sense updates automatically if current foes leave or die or if
new opponents arrive.

She doesn’t know why the most powerful enemy is such
(for example, she wouldn’t know that the most powerful
orc in a patrol was a 3rd-level barbarian), just that it is so.
She doesn’t know exactly how tough this enemy is, but
does know if that enemy is significantly more powerful
than her (in game terms, if its CR is 4 or more above her
effective character level).

This benefit replaces the standard paladin’s detect evil class
feature.

Expanded Spell List: A Vigilant Eye adds see invisibility (2nd
level) to her paladin spell list.

Vigilant Aid (Su): Starting at 3rd level, when a Vigilant Eye
uses the aid another special attack in melee combat to give
an ally a bonus to his AC, she only has to spend a move
action rather than a standard action.

She can use more than one aid another special attack in a
single round, but no ally can be aided more than once per
round in this fashion.

This benefit replaces the standard paladin’s divine health
class feature.

Awesome Smite (Su): At 4th level, a Vigilant Eye gains the
ability to repel enemies with powerful holy power.

As a standard action, she can spend a daily smite evil
attempt and strike an evil creature as if she had the
Awesome Blow feat (see page 303 of the Monster Manual),
even if she does not have the normal prerequisites for that
feat.

Note that the paladin doesn’t also gain the normal benefit
of smite evil.

She is treated as if one size category larger than normal for
determining which creatures she can affect with this
ability.

If she accidentally uses this ability against a creature that
isn't evil, she deals normal damage but the Awesome Blow
effect is not triggered, and it still counts as one of her daily
uses of smite evil.

This benefit replaces the standard paladin’s turn undead
class feature.
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Level Bonus Save Save Save Special
1st +1 +2 +0 40 Auraof good, expanded
spell List, know greatest
enemy, smite evil 1/day
Aura of courage,
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WARY SWORDKNIGHT (PALADIN)

Members of Arvoreen’s Marchers kept halfling villages safe
during Tethyr's Interregnum; the Wary Swordknights are
the paladins of the order, and are known for their martial
prowess and vigilant nature.

Hit Die: dxo.

REQUIREMENTS

To take a Wary Swordknight substitution level, a character
must be a halfling, have Arvoreen as her patron deity, and
be about to take her 3rd, 4th, or 6th level of paladin.
CLASS SKILLS

Wary Swordknight substitution levels have the class skills
of the standard paladin plus Listen and Spot.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the Wary Swordknight
substitution levels.

Tougher than Small (Ex): When a Wary Swordknight is
subject to a size modifier or special size modifier for an
opposed check (such as during grapple checks, bull rush
attempts, and trip attempts), she is treated as one size larger
if doing so is advantageous to her.




A Wary Swordknight is also considered to be one size
larger when determining whether a creature’s special
attacks based on size (such as improved grab or swallow
whole) can affect her.

The benefits of this class feature stack with effects that
change her size category.

This benefit replaces the standard paladin’s aura of courage
class feature.

Uncanny Dodge (Ex): At 4th level, a Swordknight gains
uncanny dodge (as the barbarian class feature of the same
name).

This benefit replaces the standard paladin’s turn undead
class feature.

Haste (Sp): At 6th level, a Swordknight becomes able to use
a haste effect on herself once per day.

Her caster level for this ability is equal to one-half her
paladin level.

This benefit replaces the 1st-level spell slot gained at 6th
level, as well as the remove disease class feature normally
gained at 6th level.

From this point forward, a Wary Swordknight has one less
weekly use of remove disease than normal.
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WAYWARD WARDEN (PALADIN)

Wayward Warden paladins dedicate their lives to
defending halfling communities and trade caravans.
Because they use both stealth and honorable confrontation
to achieve their goals, paladins in this organization train in
abilities that use the sneakiness of their companions to the
group'’s advantage.

Hit Die: dxo.
REQUIREMENTS
WavywarD WARDEN SUBSTITUTION LEVELS
Base
Attack Fort Ref will
Level Bonus Save  Save Save Special
ird +3 +3 +1 +1
Sth +5 +4 +1 +1
10th +10/45 +7 +3 +3

ZHENTARIM SOLDIER (FIGHTER)

The Zhentarim work across Faertin to bring other realms
under their influence and eventual control.

To that end, Zhentarim Soldiers learn that intimidation is
as effective for coercing the masses as physical force is.
Hit Die: dro.

Distracting presence, divine health
Special mount, use your allies
Commanding presence

To take a Wayward Warden substitution level, a character
must be a halfling, a member of the Wayward Wardens
organization, and about to take her 31rd, sth, or 10th level of
paladin.

CLASS SKILLS

A Wayward Warden has the same class skills as a standard
paladin does.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are features of the Wayward Warden
substitution levels.

Distracting Presence (Su): When confronting evil, a
Wayward Warden can focus the attention of her foes on
herself, causing each of them to take a —4 penalty on Spot
and Listen checks while she is present.

This benefit replaces the aura of courage class feature
gained by a standard paladin at 3rd level.

Use Your Allies (Ex): When a Wayward Warden is flanking
a foe at least one size category larger than herself, she deals
an extra +1d6 points of damage on every attack.

This extra damage applies even if the foe cannot be flanked
or is immune to flanking, but it does not apply when the
foe is simply denied its Dexterity bonus.

Use your allies is otherwise the same as the rogue sneak
attack ability (see page 50 in the Player's Handbook) .

This benefit replaces the second daily use of smite evil that
a standard paladin gains at 5th level.

From this point onward, she has one fewer daily use of
smite evil than a standard paladin does.

Commanding Presence (Su): A 1oth-level Wayward
Warden can influence the battlefield with her very
presence.

Once per day, as a standard action, she can grant her allies
(but not herself) a competence bonus on attack rolls equal
to her Charisma bonus (maximum +5).

Only allies within 60 feet of the Wayward Warden that can
see and hear her are eligible to receive this bonus.

It lasts for 1 round per paladin level that the character
possesses, and Wayward Warden substitution levels count
as paladin levels for this purpose.

This benefit replaces the 3rd daily use of the smite evil
ability that a standard paladin gains at 1oth level.

From this point forward, she has one fewer daily use of
smite evil than a normal paladin does, or two fewer uses if
she also took the sth-level Wayward Warden substitution
level.

Spells per Day
st 2nd  3rd dth

0 —= S
0 — " S
1

—

REQUIREMENTS

To take a Zhentarim Soldier substitution level, a character
must be a member of the Zhentarim and about to take his
3rd, sth, or 9th level of fighter.

CLASS SKILLS

A Zhentarim Soldier fighter has the same selection of class
skills as a standard fighter does, plus Bluff and Diplomacy.
Skill Points at Each Level: 2 + Int modifier.




CLASS FEATURES

All the following are features of the Zhentarim Soldier
substitution levels.

Bonus Feat: A Zhentarim Soldier gains Skill Focus
(Intimidation) as a bonus feat at 3rd level.

Extended Intimidation (Ex): A target successfully
intimidated by a sth-level Zhentarim Soldier suffers lasting
effects.

Instead of ending when the Zhentarim Soldier leaves, as is
normal for the Intimidate skill, the intimidation effect lasts
for 24 hours after his departure.

Thereafter, the target’s attitude toward the Zhentarim
Soldier shifts to unfriendly, but a lingering fear remains.
Whenever the Zhentarim Soldier returns to someone he
has previously intimidated, he gains a +4 bonus on his
Intimidate check to re-establish the effect.

Swift Demoralization (Ex): A gth-level Zhentarim Soldier
can use the demoralize opponent aspect of the Intimidate
skill as a swift action rather than as a standard action.

ZHENTARIM SOLDIER SUBSTITUTION LEVELS
Base
Attack  Fort Ref Wil

Level Bonus Save Save Save Special

3rd +3 +3 +1 +1] Bonus feat

5th +5 +4 +1 +1 Extended intimidation
9th +9 +6 +3 +3 Swift demaralization

CITYSCAPE (3.5)

CITY SOUL (DRUID)

The most powerful druids can transform themselves into
elementals, representatives of the building blocks of reality
itself.

A few urban druids, truly taken with the nature and order
of the city, prefer more mundane forms.

Class: Druid.

Level: 16th.

Replaces: If you select this class feature, you do not gain the
wild shape (elemental) ability, or later improvements to
that class feature.

Benefit: At 16th level, the druid can use her wild shape (or
city-shape) ability to become a Small, Medium, or Large
animated object (MM 13) once per day.

These forms are in addition to her normal wild shape uses.
In addition to the normal effects of wild shape, she gains all
the animated object’s extraordinary abilities, as well as
many traits of the construct type (low-light vision,
darkvision to 60 feet, and immunity to critical hits, poison,
disease, paralysis, and stunning).

The precise form must be an object common to the city
environment, such as a wagon, a statue, or the like.

(Talk to your DM in advance to determine what sorts of
forms are available and what are off-limits).

The druid can assume the form of an animated object twice
per day at 18th level, and three times per day at 20th level.
At 20th level, she can use this ability to turn into a Huge
animated object.

Special: The Natural Spell feat functions with city soul just
as it does standard wild shape.

CITY-SHAPE (DRUID)

The ability to transform into an animal is the hallmark of
the druid, so much so that even many urban druids choose
to retain it.

Some, however, prefer the ability to blend and maneuver
within the streets of the city, sacrificing size for a wider
range of forms.

Class: Druid.

Level: sth.

Replaces: If you select this class feature, you do not gain all
the aspects of standard wild shape (except for the ability to
wild shape into an elemental at high levels, which remains
unchanged) ability.

She can do this once a day to start with, but the frequency
of her wild shapes increases as per the standard druid
advancement chart.

At 8th level, the druid does not gain the ability to transform
into Large animals.

Instead, she may transform into Small and Medium
vermin, as well as animals.

At 11th level, the druid gains the ability to transform into
Tiny animals and vermin.

At 12th level, the druid does not gain the ability to
transform into plant creatures.

Instead, she may transform into an animal- or vermin-based
swarm, so long as it fits within her standard wild shaping
Hit Die limits.

At 15th level, the druid does not gain the ability to
transform into Huge animals.

Instead, she gains the ability to transform into Large
animals and vermin.

Special: The Natural Spell feat functions with city-shape
just as it does standard wild shape.

CROWD-WALKER (DRUD, RANGER)

Certain individuals are comfortable among the throngs of
citizens in even the most densely packed city.

They know how to maneuver deftly through such environs
without impediment.

Class: Druid or ranger.

Level: 2nd (druid) or 7th (ranger).

Replaces: If you select this class feature, you do not gain
woodland stride.

Benefit: When moving through a crowd, the crowd-walker
moves at her normal rate, rather than requiring two squares
of movement for every square as is normal.

In addition, light debris does not impede her movement,
and she treats heavy debris as light debris.

Any other sort of rough terrain impedes her normally,
however.

FEROCITY (BARBARIAN)

Where most barbarians define themselves by nigh-
unstoppable rage, a few streetfighters and urban warriors
have mastered different techniques.

By working up a surge of adrenaline, they hit just as hard,
and substantially faster, than their counterparts, while
dodging the inevitable counterattack.

Class: Barbarian.

Level: 1st.




Replaces: If you select this class feature, you do not gain
rage, or any later improvements to that class feature, nor do
you gain indomitable will.

Benefit: Once per day, the barbarian can enter a state of
adrenaline-fueled fury, increasing both his physical might
and his reaction time.

He temporarily gains a +4 bonus to Strength and a +4 bonus
to Dexterity, but he takes a —2 penalty on ranged attack rolls
beyond short range (30 feet).

He can enter this state as an immediate action, even when
flat-footed at the start of combat, so he may apply the
enhanced Dexterity modifier to his initiative check.

While in a state of ferocity, the barbarian cannot use any
Charisma- or Intelligence-based skills (except for
Intimidate), the Concentration skill, or any abilities that
require patience or concentration, nor can he cast spells or
activate magic items that require a command word, a spell
trigger (such as a wand), or spell completion (such as a
scroll) to function.

He can use any feat he has except item creation feats and
metamagic feats.

Ferocity lasts for a number of rounds equal to 4 + his
Constitution modifier (if positive).

The barbarian may prematurely end his state of ferocity.

At the end of ferocity, he loses the ferocity modifiers and
restrictions and become sickened (-2 on all attack rolls,
weapon damage rolls, saving throws, skill checks, and
ability checks) for the duration of the current encounter
(unless he is a 17th-level barbarian, at which point this
limitation no longer applies).

Abilities that normally render him immune to being
sickened (such as the Strong Stomach feat, Cityscape 64)
reduce the penalties to —1, but do not remove them
entirely.

The barbarian can invoke ferocity only once per encounter.
At 15t level he can use this ability once per day.

At 4th level and every four levels thereafter, he can use it
one additional time per day (to a maximum of six times per
day at 20th level).

Greater Ferocity: At 11th level, his bonuses to Strength and
Dexterity during ferocity each increase to +6.

In addition, the duration of his ferocity increases to 5 +
your Constitution modifier (if positive).

Shifting Stance: At 14th level, while in a state of ferocity, he
gains a +1 dodge bonus to Armor Class and Reflex saves.

In addition, while in a state of ferocity, the barbarian can
stand from prone as a swift action that does not provoke
attacks of opportunity.

If a foe that threatens him has a base attack bonus that is 4
points or more higher than his barbarian level, however,
she gains an attack of opportunity as normal.

(These abilities replace indomitable will).

Relentless Fevocity: At 17th level, the duration of his ferocity
increases to 6 + his Constitution modifier (if positive), and
he no longer become sickened at the end of his ferocity.

In addition, the dodge bonus granted by his shifting stance
ability becomes +2.

Unstoppable Ferocity: At 20th level, the barbarian’s bonuses to
Strength and Dexterity during ferocity each increase to +8.

GO TO GROUND (DRUID, SCOUT)

Just as most druids and scouts have an almost supernatural
ability to avoid being tracked in the wild, so too have others

learned to blend in so fully with the urban throng that
nobody remembers their passage.

Class: Druid or scout.

Level: 3rd.

Replaces: If you select this class feature, you do not gain
trackless step.

Benefit: When you choose to “lay low”, you become all but
impossible to find without magical means.

All attempts to find you with Urban Tracking (Cityscape 64)
simply fail outright.

HIDDEN STALKER (RANGER,
SCOoUT)

For those who know how to use them, the ever-shifting
concealment of the throng and the back alleys of the city
provide just as much opportunity for stealth as the shadows
of the trees or the early morning fog.

Class: Ranger or scout.

Level: 13th (ranger) or 8th (scout).

Replaces: If you select this class feature, you do not gain the
camouflage ability, and your hide in plain sight ability
(gained at higher levels) is modified.

Benefit: Upon first gaining this ability, the hidden stalker
no longer takes a —5 penalty on Hide checks when moving
faster than half speed, nor does she take the standard -10
penalty when attempting to hide during a brief distraction.
In addition, the presence of other people within 5 feet is
considered sufficient cover for her to hide, making it easy
for her to vanish into a crowd.

At the second level of this ability, the hidden stalker gains
hide in plain sight, but this ability functions in any urban
environment, rather than only in natural environments as
written.

IRON CONSTITUTION (DRUID)

Natives to the worst and filthiest areas of the city have to
contend with stenches and illnesses of a sort rarely found
in the wild, yet some have become so inured that they are
all but immune.

Class: Druid.

Level: 4th.

Replaces: If you select this class feature, you do not gain
resist nature’s lure.

Benefit: The druid gains Strong Stomach (Cityscape 64) as a
bonus feat, even if she does not meet the prerequisites.

If she already has this feat, she may instead choose any feat
for which she does meet the prerequisites.

In addition, the druid gains a +2 bonus on saves against
disease.

RIPOSTE (SCOUT)

While most scouts rely on mobility to overcome their
opponents, some focus instead on taking advantage of the
openings their foes provide in combat when making their
own attacks.

Class: Scout.

Level: 1st.

Replaces: If you select this class feature, you do not gain
skirmish or any later improvements to that class feature.




Ability: Any time the scout attacks a foe that has made a
melee or ranged weapon attack against her within the past
round (whether or not the attack hit you), her attack deals
an extra 1d6 points of damage.

This extra damage increases by 1dé for every four levels
gained above 1st (2dé6 at s5th, 3d6 at 9th, 4d6 at 13th, and 5d6
at 17th).

This extra damage applies only against living creatures that
have a discernable anatomy.

Undead, constructs, oozes, plants, incorporeal creatures,
and creatures immune to extra damage from critical hits are
not vulnerable to this additional damage.

The scout must be able to see the target well enough to pick
out a vital spot and must be able to reach such a spot.

She can apply this extra damage to ranged attacks, but only
if the target is within 30 feet.

At 3rd level, the scout gains a +1 competence bonus to
Armor Class against any creature to which she has dealt
riposte damage, as described above.

This bonus lasts until the start of her next turn.

If she deals riposte damage to more than one creature in a
round, she gains this bonus against all of them; it is not
limited to a single foe.

This bonus improves by 1 for every four levels gained above
3rd (+2 at 7th, +3 at 11th, +4 at 15th, and +5 at 19th level).
The scout loses this ability when wearing medium or heavy
armor or when carrying a medium or heavy load.

RIVAL ORGANIZATION (RANGER)

A few urban rangers, devoted to a particular organization,
guild, or church, prefer to focus their studies and their
efforts against a rival group, instead of a specific race.
Class: Ranger.

Level: 1st.

Replaces: If you select this class feature, you do not gain
favored enemy or any later improvements to that class
feature.

Benefit: At 1st level, the ranger chooses one particular
organization that he has studied in depth.

This could be a guild, a noble house, a church, or any
similar specifically defined entity.

(See Chapter 3: Politics and Power in Cityscape for
definitions and samples of these groups).

Due to his knowledge of how the organization operates, he
gains a +2 bonus on Bluff, Intimidate, Gather Information,
Knowledge (local), and Sense Motive checks made against,
or pertaining to, members of that organization.

Likewise, due to his heightened awareness around these
individuals, he gains a +2 bonus to Armor Class against
members of this group.

At sth level and every five levels thereafter (xoth, 15th, and
20th level), the ranger may select an additional rival
organization.

In addition, at each such interval, the bonus against any one
rival organization (including the one just selected, if so
desired) increases by 2.

ROOF-DWELLER (BARBARIAN)

Those who grow up on the streets of the city are often
equally at home above the streets, where the rooftops
provide an unseen highway.

Class: Barbarian.

Level: 1st.

Replaces: If you select this class feature, you do not gain fast
movement.

Benefit: The barbarian gains Roofwalker (Cityscape 63) as a
bonus feat, even if he does not meet the prerequisites.
Additionally, as of 6th level, he need not meet the
prerequisites for the Roof-Jumper feat (Cityscape 62) if he
chooses to take it, though it is not a bonus feat; the
barbarian must still spend a feat slot to acquire it.

SKILLED CITY-DWELLER (VARIOUS)

The various wilderness-oriented skills are valuable indeed,
but make less sense—and may prove less useful—for an
urban character.

Class: Any class that has one or more of the “skills
replaced”, as listed below, on its list of class skills.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
“skills replaced” as listed below.

Skilled City-Dweller

Skill Gained

Gather Information
Knowledge (local)
Sense Motive
Tumble Ride

Skill Replaced

Handle Animal
Knowledge (nature)

Survival

Benefit: The skilled city-dweller gains one or more skills as
class skills, at the expense of other skills.

If she does not have the proper skill to lose, she cannot gain
the skill it grants as an urban benefit.

Note that she need not swap out all these skills.

A skilled city-dweller may pick and choose, but she cannot
later change her mind.

STAND FAST (PALADIN)

While most paladins enjoy the companionship of a
summoned mount, those who live amidst large populations
often prefer to devote their energies toward protecting
those around them and defending the city from outside
threats.

Class: Paladin.

Level: sth.

Replaces: If you select this class feature, you do not gain a
special mount.

Benefit: Starting at 5th level, a paladin may use the
following two abilities, once per day each, as an immediate
action.

At 11th level, she may use each ability twice per day, and at
18th level she may use each ability three times per day.

? Add the paladin’s divine grace (Charisma modifier) on the
saving throw of all allies within 20 feet.

She must add this bonus on the same save for each of them;
thus, she could add to everyone’s Reflex save, or everyone’s
Will save, but she could not grant some a bonus on Reflex
and others a bonus on Will.

She does not gain any bonus for using this ability, but
neither does she lose her own divine grace bonus.




This bonus lasts for 1 round.

? Add the paladin’s divine grace (Charisma modifier) on any
roll she makes to resist a bull rush, disarm, grapple, sunder,
or trip attack.

She cannot use this ability when she is making such an
attack; it is defensive only.

STREETFIGHTER (BARBARIAN)

The ability to take a blow is valuable, but on the violent and
crowded streets of the city, the winner of a brawl or a duel
is often the one who can hit hardest and fastest.

Class: Barbarian.

Level: 7th.

Replaces: If you select this class feature, you do not gain
damage reduction at 7th level, or any of the improvements
to damage reduction at higher levels.

Benefit: The barbarian gains the ability to swiftly bring the
fight to his foe and to hit him hard.

? At 7th level, the critical threat range of any charge attack
he makes, or any attack he makes against a flat-footed foe,
increases by 1.

(Thus, a greataxe would threaten a critical hit on a roll of 19
or 20).

This ability stacks with the Improved Critical feat or the
keen weapon enhancement.

? At 10th level, the barbarian can make a single turn, up to
90 degrees, during a charge.

? At 13th level, the barbarian can charge through squares
occupied by his allies or by noncombatants.

? At 16th level, the barbarian can move up to four times his
speed when making a charge attack, rather than double.

? At 19th level, the barbarian acquires a “cleaving charge”.
If he drops an opponent on a charge attack, and he has at
least 10 feet of movement remaining, he can immediately
make a new charge attack against a second foe.

If he drops that foe and still has movement remaining, he
can charge a third, and so on until he either fails to drop a
foe, or runs out of movement.

All the other standard rules for a charge attack still apply,
including the fact that he must have at least 10 feet of
distance to make the charge.

? Even if he somehow gains the ability to make multiple
attacks on a charge (such as with the lion’s charge spell from
the Spell Compendium), he must drop the foe on the first
attack to use this ability.

Similarly, he cannot use this ability and Cleave or Great
Cleave in the same round.

URBAN COMPANION (DRUID,
RANGER)

The fearsome animal companions who accompany some
casters in the wild are indeed a boon in combat, but a
hulking wolf or creeping tiger is out of place in an urban
environment.

Some characters believe that small and subtle is of greater
value than massive and mighty.

Class: Druid or ranger.

Level: 15t (druid) or 4th (ranger).

Replaces: If you select this class feature, you do not gain an
animal companion.

Benefit: The character gains the companionship of a
smaller but far more intelligent creature than she otherwise
would have.

This is identical to the sorcerer’s ability to summon a
familiar (PH 52), including all benefits granted and gained
by the familiar, except as noted below.

Her functional level for determining the abilities of the
companion is equal to her druid level or one-half her ranger
level.

? She does not lose experience points if her urban
companion is slain, and she requires only 24 hours to
replace one who is lost.

? Her urban companion has total hit points equal to 3/4 her
own hit points, rather than half as per a familiar.

? The urban companion gains the ability to speak with
other animals of its kind when she has an effective master
level of 1st, rather than 7th.

? When she reaches an effective master level of 7th, she can
speak with animals of her companion’s kind, as per speak
with animals.

This is a supernatural ability that functions constantly, and
it requires only a free action to reactivate if somehow

dispelled.

URBAN SENSE (DRUID)

Druids native to the sprawling city master a widely
differing range of skills than their wilderness-based
counterparts.

Class: Druid.

Level: 1st.

Replaces: If you select this class feature, you do not gain
nature sense.

Benefit: She gains a +2 bonus on Knowledge (local) checks
and Sense Motive checks.

URBAN TRACKER (RANGER)

Many rangers of the city learn to hunt people down
through interrogation and questioning, since following
tracks is often all but impossible on the busy streets.
Class: Ranger.

Level: 1st.

Replaces: If you select this class feature, you do not gain
Track as a bonus feat.

Benefit: He gains Urban Tracking (Cityscape 64) as a bonus
feat.

VOICE OF THE CITY (DRUID,
RANGER, SPIRIT SHAMAN)

For some, the ability to make oneself understood in the
midst of any culture is of far greater value than the ability to
influence the beasts of the wild.

Class: Druid, ranger, or spirit shaman.

Level: 1st.

Replaces: If you select this class feature, you do not gain
wild empathy.

Benefit: Through a combination of body language, tone,
and expression, the voice of the city can make herself
understood by those who do not speak her language, and
she can interpret their meaning the same way.




Simple concepts that can be conveyed in a few words (such
as “Help!” or “Drop your weapon!”) can be conveyed
automatically.

More complex concepts require her to make a roll: d20 +
her class level + either her Wisdom modifier (if trying to
understand someone else) or Charisma modifier (if trying
to make someone else understand her).

Roll each only once per conversation.

If she fails, she cannot try to communicate with that
specific individual via this ability until she has gained a
level.

(Thus, it is possible, if she succeeds in one roll but fails in
the other, to hold a conversation where she can understand
the other speaker but he cannot understand you, or vice-
versa).

The DC of the roll depends on creature type and how
closely the individual’s language is related to any of her
own.

The ability works most effectively with other humanoids.
In this case, if the individual’s language uses the same
alphabet as any language she knows, the DC is 20.

If it does not, the DC is 30.

(See Speak Language, PH 82, for this information).

The above DCs increase by s if the speaker is a fey, giant, or
monstrous humanoid; they increase by 10 if the speaker is
an elemental.

If the other individual is of any other creature type, she
cannot communicate via this ability.

If the speaker is deliberately trying to make himself
understood, the voice of the city gains a +2 circumstance
bonus on this roll.

If she is attempting to interpret his speech from outside
normal conversational distance (such as eavesdropping),
she takes a —4 penalty on this roll.

In addition, she gains Speak Language as a class skill.

COMPLETE CHAMPION
(3.5)

BARBARIAN

Barbarians who follow a spiritual path are often tied at
some deep level to the wildlands that gave them birth.
Such characters feel a kinship with the spirits of nature—
especially animal spirits—and draw their power from these
essences.

Divine barbarians are viewed with awe and sometimes fear
by their tribes, and some such characters are considered
holy people in the absence of any organized religion.
SPIRITUAL TOTEM

Choose a spiritual totem: bear, eagle, fox, lion, or wolf.
Once you do so, you are forever bound to that animal spirit.
Your connection grants you special abilities based on the
totem you have chosen (or that has chosen you, as some see
it).

The DM can add more totems to the above list as desired,
using those presented here as guidelines.

Level: 1st.

Replaces: This benefit replaces the fast movement class
feature.

Benefit: You gain one of the abilities described below,
depending on the chosen totem.

Each of these effects is a supernatural ability.

Bear Totem: The mighty bear is known for her crushing
embrace, if you adopt her as your spiritual totem, you gain
the improved grab ability (MM 310).

Eagle Totem: The eagle can see clearly over great distances
and often notices details that are not obvious.

If you embrace him as your spiritual totem, you gain a +4
bonus on Search and Spot checks.

Fox Totem: The cunning fox uses stealth to gain the upper
hand.

Should you choose her as your spiritual totem, you gain a
+4 bonus on Hide and Move Silently checks.

Lion Totem: Regal and intimidating, the powerful lion is a
symbol of nobility among the races of the wild.

By selecting him as your spiritual totem, you gain the
pounce ability (MM 313).

Wolf Totem: The wolf is a loyal ally who uses pack tactics to
subdue her foes.

If you choose her as your spiritual totem, you gain an
additional +2 bonus on attack rolls when flanking an
opponent.

TOTEM MANIFESTATION

As the bond between you and your totem grows closer, the
spirit of your chosen animal reveals itself more strongly.
Level: 7th.

Replaces: This benefit replaces the damage reduction class
feature, including all damage reduction increases gained at
higher levels of the barbarian class.

Benefit: When you select this ability, your connection to
your spiritual totem intensifies.

If you have not yet chosen a spiritual totem, you must do so
now, but you gain only those abilities described here, not
those for the spiritual totem alternative class feature.

Each of these effects is a supernatural ability.

Bear Totem: The powerful bear rewards your loyalty.

If you choose her as your spiritual totem, you gain 1 extra
hit point per barbarian level.

Eagle Totem: The keen-eyed eagle grants you low-light
vision if you adopt him as your spiritual totem.

If you have previously chosen the eagle as your spiritual
totem, the bonus on Search and Spot checks increases by 1
at each level at which your damage reduction would
increase (1oth, 13th, 16th, and 19th levels).

Fox Totem: The quick fox grants you a +1 dodge bonus to
Armor Class if you choose her as your spiritual totem.
This bonus increases by 1 at each level at which your
damage reduction would increase (1oth, 13th, 16th, and
19th levels).

Any condition that causes you to lose your Dexterity bonus
to Armor Class (if any) also negates this dodge bonus.

Lion Totem: If you select the lion as your spiritual totem, he
rewards you with the ability to loose a powerful and
intimidating roar.

When you roar, every creature within a 30-foot radius must
succeed on a Will save (DC 10 +1/2 your barbarian level +
your Str modifier) or be shaken for a number of rounds
equal to your barbarian level.

This ability can be used once per day, and you gain an
additional use per day at each level at which your damage
reduction would increase (1oth, 13th, 16th, and 19th
levels).




Wolf Totem: The wolf is an intelligent hunter who can track
her prey with uncanny accuracy and insight.

If you choose her as your spiritual totem, you gain Track as
abonus feat.

In addition, you gain a +2 sacred bonus on Survival checks.
VIEW THE SPIRIT WORLD

Your link to the divine gives you an uncanny insight into
the intricacies of the spirit world.

This unique perception lets you expand your senses into
realms that few mortals can perceive.

Level: sth.

Replaces: This benefit replaces the improved uncanny
dodge class feature.

Benefit: Once per day, you can peer into the spirit world for
a number of rounds equal to one-half your barbarian level
(rounded down).

While doing so, you gain darkvision out to 6o feet, can see
invisible creatures, and gain a +2 bonus on Search and Spot
checks.

This is a supernatural ability.

BARD

You use music to entertain, to enlighten, and to boost the
morale and abilities of those around you.

By using your special insight into the divine, you can tap
into the very essence of the universe, bringing forth
positive energy and channeling it to your allies through
your songs.

Those who listen to your music become more capable of
healing others and recovering from injury themselves.
HEALING HYMN

When you play your healing hymn, your allies can cast
curative spells more effectively.

Furthermore, everyone around you feels rejuvenated and
more fully rested when your hymn becomes a lullaby.
Level: 1st.

Replaces: This benefit replaces the fascinate bardic music
ability.

Benefit: If you have 3 or more ranks in a Perform skill, you
can use your music or poetics to create an area conducive to
healing.

To be affected, an ally must be able to see and hear you
perform.

The effect lasts as long as you continue performing and for
5 rounds thereafter.

An affected ally who casts any conjuration (healing) spell
gains a +1 sacred (if you're good or neutral) or profane (if
you're evil) bonus on the roll for each rank you have in the
Perform skill.

This ability has no effect on spells cast from wands, scrolls,
or other magic items.

In addition, if you use this ability for 1 full minute before
you and your allies retire for the night, everyone in the
group heals naturally as if he had completed 24 hours of
bed rest (thus recovering twice his character level in hit
points).

If the music is interrupted, the magic of the song is lost.
Either use of healing hymn counts as one daily use of your
bardic music ability.

This is a spell-like ability.

HYMN OF FORTIFICATION

By singing praises to the holy powers, you can cloak
yourself or an ally in a protective sheath of sound.

This effect protects the subject from supernatural creatures,
as well as their malign powers.

Level: 3rd.

Replaces: This benefit replaces the inspire competence
bardic music ability.

Benefit: If you are a 3rd-level or higher bard with 6 or more
ranks in Perform (oratory) or Perform (sing), you can grant
protection from supernatural creatures.

This effect fortifies you or a single chosen ally within 30
feet against mental control and attacks from evil-aligned or
summoned creatures.

In most respects, hymn of fortification mirrors the effects of
the protection from evil spell.

If you wish to protect an ally with this ability, the two of
you must be able to see and hear each other.

The effect lasts as long as you concentrate, up to a
maximum of 2 minutes.

Each use of hymn of fortification counts as one daily use of
your bardic music ability.

This is a spell-like ability.

CLERIC

Many clerics have a special gift for healing, but you have
found ways to use that gift more precisely.

In your hands, no positive energy is ever wasted, and your
touch provides the gift of healing to those around you.
POOL OF HEALING

By sacrificing some of your personal power, you
permanently establish a link to the Positive Energy Plane
through your deity or belief system.

The energy you draw from that plane obeys your direct
command, and you can dispense it in the form of healing
with a simple touch.

Level: 7th.

Replaces: To select this class feature, you must permanently
sacrifice one of your 4th-level spell slots.

Benefit: You establish a pool of positive energy that you can
use to heal yourself or others.

This pool contains enough positive energy to heal an
amount of damage equal to 5 x (1 + your divine caster level)
hit points per day.

You can dole it out with a touch, expending as much or as
little of the pool at a time as you wish in much the same
way as a paladin does with her lay on hands ability.

The pool automatically replenishes every time you prepare
spells for the day.

You can also deal out this positive energy with a melee
touch attack against any creature vulnerable to positive
energy (such as undead), damaging it as if you had cast a
cure spell upon it.

Example: Jozan, a 7th-level cleric of Pelor, gives up one of
his 4th-level spell slots to set up his pool of healing.

Every day, he can heal up to 5 x (1 + 7) = 40 points of
damage, or deal that amount of damage to creatures
powered by negative energy, or use the energy fora
combination of those effects, up to the maximum available.
At 10th level, he can heal up to 55 points of damage using
this ability.

Pool of healing is a spell-like ability.




FIGHTER

Not all those who take up arms in the name of their faith
are clerics or paladins.

Many are ordinary fighters, knights, and mercenaries who
have placed their souls in the hands of the almighty gods.
Few who fight on the front lines are unbelievers, and those
with true faith can perform astounding feats of bravery in
the names of their deities.

ALIGNED STRIKE

As a holy warrior, you can channel your faith into your
attacks.

Level: 4th or any even-numbered higher level.

Replaces: This benefit replaces one of your fighter bonus
feats.

Benefit: As a free action, you can orient your weapon along
one alighment component that you possess.

For example, if you are chaotic good, you can make your
weapon either chaotic- or good-aligned for the purpose of
overcoming damage reduction.

This effect lasts until you choose to end it or change it (as a
free action) to the other alignment component, or until you
no longer wield the weapon.

Ammunition or a thrown weapon affected by this ability
remains aligned until it either strikes a target or misses.
Aligned strike is a supernatural ability.

ARMOR OF GOD

Your belief protects you from attacks.

Level: 8th or any even-numbered higher level.

Replaces: This benefit replaces one of your fighter bonus
feats.

Benefit: As an immediate action, you can reduce your base
Will save to +o and gain a bonus to your Armor Class equal
to the amount of the reduction.

This effect lasts until the beginning of your next turn.
Armor of god is a supernatural ability.

RESOLUTE

Your faith bolsters your resolve, allowing you to stand firm
against all foes.

Level: Any even-numbered level.

Replaces: This benefit replaces one of your fighter bonus
feats.

Benefit: As an immediate action, you can reduce your base
attack bonus by one-half and gain a bonus on your Will
save equal to the amount of the reduction.

This effect lasts until the end of your next action.

This is a supernatural ability.

MONK

A monk treats her body as her temple, subscribing to her
own ascetic code or to that of her order.

Though the path of the monk is spiritual in nature, and
some monasteries are tied to churches, most monks
distance themselves from the sectarian pursuits of the
various divine orders.

Those who shift their focus from the perfection of their
bodies and minds toward the service of a deity gain a new
clarity of spirit.

HOLY STRIKE

Your fists and monk weapons gain the power of your beliefs
and can strike your opponents for extra damage.

Level: 4th.

Replaces: This benefit replaces the ki strike (magic) class
feature.

Benefit: When you hit an evil creature with your unarmed
strike attack or with a monk melee weapon, your attack is
considered good-aligned for the purpose of overcoming
damage reduction and deals an extra 1d6 points of damage.
Holy strike is a supernatural ability.

Special: Evil monks can select this ability, but their attacks
are considered evil-aligned for the purpose of overcoming
damage reduction.

PRAYERFUL MEDITATION

Your religious convictions protect you from the spells and
magical abilities of those who oppose your beliefs.

Level: 3rd.

Replaces: This benefit replaces the still mind class feature.
Benefit: Your adherence to a religious path has developed
in you a resistance to antithetical magic.

You gain a +2 bonus on saving throws against spells and
effects from chaotic-aligned creatures and creatures with a
moral (good/evil) alignment component opposite to yours.
This is a supernatural ability.

PALADIN

Clerics serve as priests, healers, and evangelists for their
religions, while paladins are their deities’ armed
champions, imbued with some magical ability.

Some paladins, though, dedicate themselves more directly
to serving their deity through strength of arms.

HOLY WARRIOR

By giving up your spellcasting ability, you gain access to
bonus feats much as a fighter does.

This choice does not, however, close you off from divine
influence—in fact, several of these feats actually increase
your divine power.

Level: 1st.

Replaces: To select this class feature, you must sacrifice
your spellcasting ability.

Benefit: You no longer gain spells as a paladin, but you can
now select a bonus feat at 4th, 8th, 11th, and 14th levels.
You can select any feat from the following list for which
you meet the prerequisites: any divine feat (see page 53),
Cleave, Extra Smiting, Extra Turning, Great Cleave,
Improved Smiting, Mounted Combat, Mounted Archery,
Power Attack, Ride-By Attack, Skill Focus (Ride), Spirited
Charge, and Trample.

This is an extraordinary ability.

Special: A paladin who selects this path can no longer use
scrolls, wands, or other magic items that require access to a
spell list, unless she has another spellcasting class that
grants access to the appropriate spells.

UNDERDARK KNIGHT

If you dedicate yourself to overcoming evil in the
Underdark, you might find little use for the paladin’s most
prized ally, the special mount.

By giving up the ability to call this devoted creature, you
become a more mobile and effective fighter underground.
Level: sth.

Replaces: This benefit replaces the special mount class
feature.

Benefit: Whenever you are underground, you can draw
upon the earth to gain the following abilities.




At sth level, your base speed increases by 10 feet, and you
gain a +2 circumstance bonus on Balance, Climb, and Jump
checks.

You also gain low-light vision that functions as long as you
remain underground.

If you already had low-light vision, you instead gain
darkvision out to 60 feet while underground; if you already
had darkvision, add 30 feet to its range.

At 7th level, you can use spike stones once per day, as the
spell (caster level equals your paladin level).

At 12th level, you gain the earth glide extraordinary ability,
which enables you to move through stone, dirt, or almost
any other sort of earth except metal as easily as a fish moves
through water (MM 98).

If you end your movement inside earth or stone, however,
you begin to suffocate (DMG 304).

At 15th level, you can use dimension door, as the spell, once
per day for every five paladin levels you possess (caster level
equals your paladin level).

You must begin and end any such movement in contact
with stone or earth.

RANGER

While all rangers are attuned to nature, not all seek
intimate contact with the divine.

Some find that intense weapon training lets them defend
their natural domains more effectively.

CHAMPION OF THE WILD

By surrendering your spellcasting ability, you focus your
energies on becoming a weapon master.

You gain access to bonus feats much as a fighter does, but
focused on your mastery of your chosen combat style.
Level: 1st.

Replaces: To select this class feature, you must sacrifice
your spellcasting ability.

Benefit: You no longer gain spells as a ranger, but you can
now select a bonus feat at 4th, 8th, 11th, and 14th levels.
You can choose any feat from the following list for which
you meet the prerequisites: Blind-Fight, Combat Expertise,
Eyes in the Back of Your Head, Improved Disarm,
Improved Favored Enemy, Improved Feint, and Improved
Trip, as well as from one of the following lists, depending
on your combat style.

Archery: Far Shot, Improved Precise Shot, Improved Rapid
Shot, Manyshot, Point Blank Shot, Precise Shot, Ranged
Disarm, Ranged Pin, Ranged Sunder, Sharp-Shooting and
Shot on the Run.

Two-Weapon Combat: Greater Two-Weapon Defense,
Greater Two-Weapon Fighting, Improved Two-Weapon
Defense, Improved Two-Weapon Fighting, Two-Weapon
Defense, Weapon Finesse.

Special: A ranger who selects this path can no longer use
scrolls, wands, or other magic items that require access to a
spell list, unless he has another spellcasting class that grants
access to the appropriate spells.

SPIRITUAL CONNECTION

You learn to speak with the spirits of the wild places.
Although this ability does not automatically make such
spirits well-disposed toward you, it does provide several
benefits.

Level: 1st.

Replaces: This benefit replaces the wild empathy class
feature.

Benefit: You can use speak with animals and speak with plants,
as the spells (caster level equals your ranger level).

You can use any combination of these effects up to three
times per day.

SPIRITUAL GUIDE

You are befriended by a spiritual guide that speaks to you
and aids you as long as you remain in the wilderness.
Level: 4th.

Replaces: This benefit replaces the animal companion class
feature.

Benefit: You gain a spiritual guide.

As long as you remain in natural surroundings (including
underground caverns), this guide is a constant companion.
Once you enter any civilized area larger than a hamlet,
however, your spiritual guide leaves your side, returning
only when you return to the wilds.

Although it cannot protect you from harm, your spiritual
guide can warn you of impending danger.

As long as your spiritual guide is with you, you gain a
divine bonus equal to one-quarter your ranger level
(rounded down) on Handle Animal, Knowledge (nature),
Listen, Search, Spot, and Survival checks.

In addition, you can use commune with nature, as the spell,
once per day (caster level equals your ranger level).

You can also prepare and cast this spell normally from your
ranger spell list.

ROGUE

Few characters are more secular in nature than rogues.

But when one of these masters of subterfuge devotes
herself to a religion, she looks for ways to turn her assets
toward her cause.

ANTIQUARIAN

You are incredibly knowledgeable about artifacts, relics,
and antiques—especially those that are religious in nature.
Level: 1st.

Replaces: This benefit replaces the trapfinding class feature.
Benefit: When examining divine items and religious relics,
you gain a bonus equal to your Wisdom modifier on all
Appraise checks as an extraordinary ability.

In addition, if you examine a magic item created using a
spell from the cleric or paladin list, or an item with special
religious significance, you can attempt a Knowledge
(religion) check (DC 10 + the item’s caster level) to identify
it exactly as a spell-like ability.

This works like the identify spell (caster level equals your
rogue level) but requires no material component.

You can use this ability on only one item per day.
DEATH’S RUIN

You can channel the power of your faith when making
sneak attacks against undead.

Level: 3rd.

Replaces: This benefit replaces the trap sense class feature,
including trap sense bonuses gained at higher levels of the
rogue class.

Benefit: You can make sneak attacks against undead
creatures.

However, you roll only one-half your normal sneak attack
dice (rounded down) when determining bonus damage for
such attacks.

This is a supernatural ability.

FRIEND’S EVASION




By giving up one of your high-level special abilities, you've
learned to protect others by using your own skills and
abilities.

Levels: 10th, 13th, 16th, or 19th.

Replaces: This benefit replaces improved evasion as one of
the rogue’s special ability choices.

Benefit: When you select friend’s evasion as a special
ability, every ally adjacent to you gains evasion.

This is an extraordinary ability.

HOLY STALKER

When you give up one of your high-level special abilities,
you gain a link to divine power that helps you destroy
undead.

This divine energy comes to you through your religious
beliefs but is tied to your own natural abilities in
subterfuge.

Levels: 10th, 13th, 16th, or 19th.

Replaces: This benefit replaces crippling strike as one of the
rogue’s special ability choices.

Only non-evil rogues can select this class feature.

Benefit: When you select holy stalker as a special ability,
you can channel positive energy into your sneak attacks to
damage undead creatures.

When you successfully damage an undead creature in a
situation in which you would normally apply sneak attack
damage, you add 2 points of positive energy damage per
sneak attack die you would normally roll.

However, you still cannot roll sneak attack dice against the
creature.

This is a supernatural ability.

SORCERER

Some believe that sorcerers gain their link to arcane energy
through draconic heritage.

If true, such a connection might seem to cut off divine
influence, but perhaps it actually helps a sorcerer open a
channel to a new reservoir of energy.

DIVINE COMPANION

By sacrificing a possible link to an earthly creature, you
gain the ability to store arcane energy in a divine reservoir
that takes the form of a spirit creature.

Linked to you through your own life essence, this divine
companion can then transform that energy into beneficial
effects.

Level: 1st.

Replaces: This benefit replaces the summon familiar class
feature.

Benefit: You can spend 100 gp to perform a ritual dedicated
to the deity of your choice and summon forth a spirit
creature to aid you in your adventures.

This creature is both invisible and intangible, but it
provides you with real benefits.

The divine companion stores arcane energy and redirects it
to you according to your level and your needs.

To fill this reservoir, you must cast one or more targeted
spells at this creature.

A spell so cast does not produce its normal effect; the
companion simply absorbs the spell’s energy.

It can store a number of spell levels equal to your arcane
caster level.

You can cast spells into it at any time, but after you rest and
recover your spell slots for the day, the divine companion
loses any stored energy.

The divine companion exists outside reality and cannot be
affected by spells, spell-like abilities, or any sort of
antimagic effect or dispel check.

It cannot, however, release its arcane energy within an
antimagic field or similar effect.

It uses your caster level for any checks required, and when
it releases arcane energy, the level of the effect created
equals the number of spell levels released.

The divine companion can release its stored spell energy in
either of the following ways, at your command.

You can use each effect as often as you wish, until the
companion’s stored energy is depleted.

Healing (Su): As a standard action, you can order your divine
companion to convert the energy it has stored into healing
power.

This is the equivalent of a conjuration (healing) spell.

This effect heals you for 1d6 points of damage per stored
spell level, or as many levels as you designate (up to the
maximum currently stored).

Shielding (Su): As a swift action, you can order the creature
to convert the energy it has stored into protecting you.
This is the equivalent of an abjuration spell that provides
you with a deflection bonus to AC and a resistance bonus
on saves each equal to the number of stored spell levels, or
as many levels as you designate (up to the maximum
currently stored).

This effect lasts for 1 round per arcane caster level you
possess.

DOMAIN ACCESS

Your depth of belief allows you to channel divine power
the way a cleric does.

By doing so, you gain access to a single cleric domain.
Level: sth.

Replaces: To gain this benefit, you do not learn a new 1st-
level sorcerer spell and a new 2nd-level sorcerer spell at sth
level.

From now on, you know one less sorcerer spell that you can
cast at each subsequent level (not counting the domain
spells from this alternative class feature).

Benefit: Choose one cleric domain.

If you worship a specific deity, the domain you choose
must be one to which your deity grants access.

You gain the granted power of the chosen domain.

In addition, you can cast one domain spell of each spell
level available to you per day from that domain.

WIZARD

It is a little-known fact that wizards can also gain power
from their faith.

Though the majority of their power is drawn from formula
and rote, some wizards enhance their spells with a touch of
the divine.

Divine wizards combine their religious devotion with their
discipline in the arcane arts.

DOMAIN GRANTED POWER

So great are the extent of your study and the depth of your
faith that you can call upon the power of one of your deity’s
domains.

Level: sth, 1oth, 15th, or 20th.

Replaces: This benefit replaces the bonus feat gained by a
wizard at sth, 1oth, 15th, or 20th level.

Benefit: Choose one cleric domain.




If you worship a specific deity, the domain you choose
must be one to which your deity grants access.

You now can use that domain’s granted power as a cleric
does, but you do not gain access to its spells or extra spell
slots.

Special: If you take levels in a class that grants you a domain
choice (such as cleric), you gain the full benefits of the
domain in addition to the other domains available to you
from that class.

SPONTANEOUS DIVINATION

You can use your connection to the divine to inquire about
mysteries beyond mortal ken.

Level: sth, 1oth, 15th, or 20th.

Replaces: This benefit replaces the bonus feat gained by a
wizard at sth, 1oth, 15th, or 20th level.

Benefit: You can spontaneously cast any spell of the
divination school by sacrificing a prepared spell of equal or
greater level.

For example, if you suddenly have need of the 2nd-level
spell locate object, you can sacrifice a prepared 2nd-level spell
(such as mirvor image) or any prepared spell of a higher level
to cast it on the spot.

COMPLETE MAGE (3.5)

ARCANE HUNTER (RANGER)

Rangers learn to track and hunt creatures of a certain type
when choosing a favored enemy.

Some rangers concern themselves less with what a creature
is, and more with what it does.

These rangers learn to identify signs of the arcane and
make it their business to combat those who use arcane
magic in opposition to their goals.

Class: Ranger.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: At 1st level, you do not select a favored enemy
from Table 3—14 in the Flayer's Handbook.

At sth, 1oth, 15th, and 20th level, you can choose favored
enemies as normal.

Benefit: At 1st level, you gain favored enemy (arcanists).
This feature works just like the favored enemy ability (PH
47)-

The bonuses granted apply to any character capable of
casting arcane spells or using invocations (but not other

spell-like abilities).

ARCANE STUNT (SWASHBUCKLER)

Every swashbuckler relies on her agility and quick wit to
get her out of scrapes.

Some take this a step farther, learning magical tricks that
boost their mobility or defense.

Class: Swashbuckler (see Complete Warrior).

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You lose the grace class feature and all later
improvements to that ability.

Benefit: Choose one of the following spells: blur, expeditious
retreat, feather fall, jump, or spider climb.

You can use that spell-like ability as a swift action (or, in the
case of feather fall, as an immediate action); the duration of
the spell is reduced to 1 round.

Your caster level is equal to your swashbuckler level.

At 11th level, you can choose a second spell-like ability
from the list above, and the benefit gained from both of
these spell-like abilities lasts for 2 rounds.

At 20th level, you can choose a third spell-like ability, and
the benefit of each one lasts for 3 rounds.

You can use this ability a number of times per day equal to 1
+your Int modifier (minimum 1/day).

Regardless of the number of arcane stunts you possess, the
same total daily limit applies to their use—that is, each day,
an 11th-level swashbuckler with an Intelligence of 14 could
use one of his spell-like abilities three times or one ability
twice and the other once.

ARMORED MAGE (FIGHTER)

Rare is the fighter who hasn't envied the wizard’s bag of
magical tricks.

Although even the most basic arcane spell remains beyond
a fighter's abilities, those who aspire to such talents can,
with practice, learn to cast simple arcane spells while
wearing light armor.

On its own, this alternative feature grants little benefittoa
single-classed fighter; only in conjunction with one or
more levels of sorcerer, wizard, or a similar arcane
spellcasting class does this ability come into play.

Class: Fighter.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You lose proficiency with medium armor and
heavy armor.

Benefit: Choose one arcane spellcasting class, such as
sorcerer.

You can avoid any chance of arcane spell failure for spells
gained from this class as long as you restrict yourself to
light armor and light shields.

This training does not extend to any other form of armor or
shields, nor does this ability apply to spells gained from
other spellcasting classes.

This benefit applies only to spells of a level equal to or
lower than your fighter class level + 1.

CURSE BREAKER (PALADIN)

Most paladins use their divinely granted powers to combat
diseases that plague their allies.

Paladins with an interest in the arcane—particularly those
who battle necromancers—sometimes prefer to learn to
counteract the effects of magical curses.

Class: Paladin.

Level: 6th.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You do not gain the remove disease spell-like ability
or any later improvement of that ability.

Benefit: At 6th level, you can produce a remove curse effect,
as the spell, once per week.

You can use this ability one additional time per week for
every three levels beyond 6th (twice per week at gth, three
times at 12th, and so forth).

Beginning at 12th level, you can spend two of your weekly
uses to produce a break enchantment effect, as the spell.
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These are spell-like abilities.

DIVINE COUNTERSPELL (CLERIC,
PALADIN)

Although the ability to turn undead is arguably a defining
cleric characteristic, some clerics (and paladins) find that
they can be even more effective crusaders by opposing evil
spellcasters.

The ability to negate an enemy spellcasters magic grants a
character an unexpected edge.

Class: Cleric or paladin.

Level: 1st (cleric) or 4th (paladin).

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You do not gain the ability to turn or rebuke
undead.

Benefit: You gain the supernatural ability to counter
another spellcaster’s magic through pure force of will.
This ability functions just as if you were using dispel magic
to counter the spell, except that you add your cleric level
(instead of your caster level) to the d20 roll.

You don’t need to identify the spell the opposing spellcaster
is casting to make the attempt.

If you don't have a cleric level, use your effective cleric
level for the purpose of turning undead.

For example, a paladin would normally turn undead as a
cleric of three levels lower; her effective cleric level for
counterspelling is equal to her paladin level - 3.

You can attempt to counterspell a number of times per day
equal to 1 + your Cha modifier.

A character with 5 or more ranks in Knowledge (arcana)
gets a +2 bonus on counterspelling attempts when using
this ability.

DIVINE MAGICIAN (CLERIC)

Deities influence the world through the divine spells they
grant their worshipers.

Some clerics, however, choose to explore magical powers
beyond those commonly provided by the gods.

By giving up some of their divine power, these clerics gain
access to spells normally beyond their abilities.

This class feature can be chosen only once.

Class: Cleric.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You gain only one domain (including spells and
granted power) at 1st level, rather than two.

Benefit: You can add one 1st-level abjuration, divination, or
necromancy wizard spell to your cleric spell list.

Each time you gain the ability to cast a new level of cleric
spells, you can add a single wizard spell of the same level
from one of those schools to your cleric spell list.

ELEMENTAL COMPANION (DRUID)

Every druid reveres nature, but some pay more respect to
the fundamental building blocks of the natural world than
to its flora and fauna.

By forgoing her bond with the animal kingdom, a druid can
instead take on an elemental creature as her companion.
Class: Druid.

Level: 1st.

Special Requirement: Knowledge (the planes) 1 rank,
Speak Language (Auran, Terran, Ignan, or Aquan).
Replaces: You do not gain an animal companion, nor do
you gain wild empathy.

Benefit: You gain the companionship of a Small elemental
(air, earth, fire, or water; your choice).

You must speak the language of your chosen elemental
companion (Auran, Terran, Ignan, or Aquan, respectively).
Your elemental companion has the normal statistics of an
elemental of its kind.

It does not gain any extra HD, natural armor adjustment,
Strength or Dexterity adjustment, or extra tricks (it is
intelligent enough to follow your spoken commands and
thus needs no tricks).

It gains all other special abilities normally granted to an
animal companion, with the exception of Multiattack.

At 4th level, your elemental grows into a Medium
elemental of the same kind.

Its statistics change appropriately.

At 10th level, you can choose for your elemental
companion to grow to a Large elemental of the same kind,
with the appropriate changes to its statistics.

If you choose for your elemental to remain Medium, it
instead gains 2 HD, +2 Strength, +2 Constitution, and
damage reduction 5/-.

At 16th level, you can choose for your elemental
companion to grow to a Huge elemental of the same kind,
with the appropriate changes to its statistics.

If you choose for your elemental to remain at its current
size, it instead gains an additional +4 HD, +4 Strength, +4
Constitution, and damage reduction 5/~

All these benefits stack with existing statistics except for
the damage reduction.

FOCUSED SPECIALIST (WIZARD)

Every wizard who calls himself a specialist takes pride in
wielding his preferred form of magic.

Those who are exceptionally pure of purpose take this
specialization to an entirely new level, disdaining breadth
of skill in favor of even greater focus.

Class: Wizard.

Level: 1st.

Special Requirement: You must be a specialist wizard.
Replaces: You lose one spell slot from each level of wizard
spells you can cast.

If you later gain the ability to cast higher-level wizard
spells, you lose one spell slot from each new level of spells
you can cast.

You must also choose another prohibited school of magic,
which can’t be divination.

Benefit: You can prepare two additional spells of your
specialty school per spell level each day.

These extra spells are in addition to those normally granted
to a specialist wizard.

This benefit doesn’t apply to spells gained from classes
other than wizard.

SOULWARP STRIKE (MONK)

The traditional monk seeks balance in body, mind, and
soul, and through this equilibrium gains various combat
talents.




A monk who learns the secret of the soulwarp strike
masters an arcane talent of necromancy that infects her
enemy'’s ki, producing an effect akin to terrible sickness.
Class: Monk.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You do not gain the monk bonus feat normally
acquired at 15t level.

Benefit: You know how to channel necromantic energy
into your unarmed strikes.

You must declare that you are using this ability before you
make your attack roll (thus, a failed attack roll ruins the
attempt).

In addition to dealing its normal damage, your unarmed
strike renders any living creature nauseated for 1 round, or
sickened for 1 round if it succeeds on a Fortitude save (DC
10 + 1/2 your character level + your Wis modifier).

You can use this ability a number of times per day equal to
your monk level, and no more than once per round.
Creatures immune to necromancy effects (such as
constructs) are unaffected by this ability.

SPELL REFLECTION (MONK,
RANGER, ROGUE, SCOUT)

Many masters of stealth share the signature talent to avoid
explosive blasts of magical energy.

It takes only a little training, however, to twist this
defensive flair into the ability to reflect magical attacks
back upon their creator.

Class: Monk, ranger, rogue, or scout.

Level: 2nd (monk or rogue), 5th (scout), or 9th (ranger).
Special Requirement: Knowledge (arcana) 1 rank.
Replaces: You do not gain evasion.

(If you would later gain improved evasion as a special
ability, you gain evasion instead).

Benefit: You gain the supernatural ability to reflect magical
attacks back on their caster.

If an enemy misses with a spell or spell-like ability aimed at
you, you can use an immediate action to redirect the effect
back at its originator.

The spell or ability attacks the original caster (who makes a
new attack roll using the same modifier as the original
attack).

If it hits, the caster is subject to the normal effect of the
spell or ability.

For example, if a 3rd-level wizard missed you with a
scorching vay, you could use an immediate action to redirect
the ray back to the wizard.

The wizard would immediately make a new ranged attack
roll (using the same modifier) against his own touch AC; if
the attack succeeds, the scorching ray deals its normal
damage to the wizard.

This effect applies only to spells and spell-like abilities that
require an attack roll.

Other spells and spell-like abilities that affect a target aren’t
subject to this reflection.

If a single spell or ability misses you more than once at the
same time (such as scorching ray cast by a high-level caster),
you can redirect each portion of the spell that missed.
Using the example above, if you were missed by two of the
three rays from an 11th-level wizard’s scorching ray spell, you
could redirect only those two rays (but not the one that hit).

You can use this ability a number of times per day equal to 1
+your Dex modifier (minimum 1/day).

SPELL SENSE (BARBARIAN, ROGUE)

Most barbarians and rogues have a preternatural awareness
of danger, whether the threat of a nearby invisible attacker
or the hidden peril of a spear trap.

Some, however, fine-tune this ability to focus on magical
attacks, granting them the ability to dodge the orbs, rays,
and eldritch blasts of their enemies.

Class: Barbarian or rogue.

Level: 3rd.

Special Requirement: Knowledge (arcana) 1 rank.

Replaces: You do not gain the trap sense class feature (or
any later improvements to that class feature).

Benefit: Beginning at 3rd level, you gain a +1 dodge bonus
to your AC against spells and spell-like abilities.

This bonus increases by 1 for every three barbarian or rogue
levels thereafter (to +2 at 6th level, +3 at 9th level, and so on
to a maximum of +6 at 18th level).

This is an extraordinary ability.

SPELLBREAKER SONG (BARD)

Bards pride themselves on being masters of language and
sound.

A rare few learn to use their voices to interfere with enemy
spellcasters, twisting word and sound to defeat spells before
they are cast.

Class: Bard.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank, Perform
(any) 3 ranks.

Replaces: You do not gain the countersong bardic music
ability.

Benefit: You can use your music or poetics to interfere with
spells that have verbal components.

Doing this costs one daily use of your bardic music ability
and requires a standard action to start.

Enemy spellcasters within 30 feet of you take a 20% spell
failure chance when casting any spell that has a verbal
component (as if they were deafened).

You can maintain your spellbreaker song for 3 rounds.

This ability follows all the other appropriate rules for bardic
music.

STALWART SORCERER (SORCERER)

Most sorcerers hide behind walls of steel, slinging spells at
enemies safely distant.

You have no patience for such cowards and prefer to be
near the front line.

Your breadth of magical knowledge might not compare
with those craven weaklings, but you are proud to dive into
the fray alongside the fighter.

If you play a sorcerer with this alternative class feature,
consider taking at least one level of fighter and selecting
the armored mage alternative class feature (see page 32).
Class: Sorcerer.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.
Replaces: Reduce by one the number of sorcerer spells
known for your highest spell level (to a minimum of one).




As a 1st-level character, you have one 1st-level spell known
rather than two.

When you would gain a second known spell from a higher
level, apply this penalty to the new spell level but remove it
from the lower level.

For example, at sth level, you reduce your 2nd-level spells
known from two to one but you gain the previously
unavailable 1st-level spell (increasing your 1st-level spells
known from three to four).

Benefit: You gain extra hit points equal to two times your
sorcerer class level.

Every time you advance a level, you gain another 2 extra hit
points.

(So, at 15t level you have 2 extra hit points, at 2nd level you
have 4 extra hit points, and so on).

You also gain the Martial Weapon Proficiency feat for a
melee weapon of your choice, as well as Weapon Focus
with that weapon.

COMPLETE WARRIOR (3.5)

PALADIN

This variant paladin gains all the normal class features of
the paladin, with the following changes and additions:
Spells: The paladin does not gain the ability to cast divine
spells.

Blessed Weapon (Su): Any melee weapon wielded by a
paladin of 6th level or higher is treated as good-aligned for
the purpose of overcoming damage reduction.

Divine Might (Su): At 11th level and higher, the paladin
can use a standard action to add a +4 bonus to her Strength,
Wisdom, or Charisma score.

This ability may be used once per day, and its effect lasts for
1 minute per class level.

Tend to Mount (Su): A paladin of 13th level or higher who
uses her lay on hands ability to heal her mount cures 5
points of damage per point of healing spent.

In addition, the paladin may use her lay on hands ability to
end any one of the following adverse conditions affecting
her mount, at the cost of 5 points of healing per condition
unless otherwise noted: ability damage (costs 1 point per
ability point restored), blinded, confused, dazed, dazzled,
deafened, diseased, exhausted, fatigued, feebleminded,
insanity, nauseated, sickened, stunned, or poisoned.

The paladin can remove adverse conditions at the same
time that she heals damage, but any points of healing spent
to end adverse conditions don’t also cure hit point damage.
Holy Sword (Sp): At 16th level, a paladin gains the ability to
use holy sword once per day, as a caster whose level is equal
to one-half the paladin’s class level.

RANGER

The variant ranger gains all the normal class features of the
ranger, with the following changes and additions.

Spells: The ranger does not gain the ability to cast divine
spells.

Fast Movement (Ex): At 6th level, the ranger’s base land
speed increases by 10 feet.

This benefit applies only when he is wearing no armor,
light armor, or medium armor and not carrying a heavy
load.

Nature’s Blessing (Su): At 11th level and higher, the ranger
can use a standard action to add a +4 bonus to his
Constitution, Dexterity, or Wisdom score.

This ability may be used once per day, and its effect lasts for
1 minute per class level.

Healing Touch (Sp): Once per day, a ranger of 13th level or
higher can use either neutralize poison or remove disease, as a
caster whose level is equal to one-half the ranger’s class
level.

Freedom of Movement (Sp): A ranger of 16th level or higher
can use freedom of movement on himself once per day, as a
caster whose level is equal to one-half the ranger’s class
level.

DRAGON MAGIC (3.5)

ASPECT OF THE DRAGON (DRUID)

Most druids revere animals as emblems of the natural
world, but a few consider dragons even more deserving of
their attention.

Those who feel this way show their respect by mimicking
physical or mental aspects of dragonkind instead of taking
the forms of lesser creatures.

Class: Druid.

Level: sth.

Replaces: It you select this class feature, you do not gain
wild shape (or any later improvements to that class feature,
except for the ability to wild shape into an elemental).
Benefit: You can take on aspects of dragonkind.

Taking on one or more aspects is a swift action, and the
effect lasts for 1 hour or until you dismiss it (a free action).
The various aspects are described below.

At sth level, you can have only one aspect in effect ata
time.

At 8th level, you can take on up to two aspects
simultaneously.

At 11th level, you can take on up to three aspects
simultaneously.

At 15th level, the limit increases to its maximum of four
simultaneous aspects.

Each aspect taken on counts as one daily use of the ability
(see below).

Multiple versions of the same aspect don'’t stack.

At sth level, you can use this ability once per day.

You gain additional uses per day at the same rate that you
would normally gain uses of wild shape (from two per day
at 6th level up to six per day at 18th level).

You are considered proficient with any natural attacks
granted by the aspect, and you retain all your special
abilities (unless the aspect specifically replaces them, such
as the claws of the dragon aspect replacing your own claw
attack, if you have one).

Breath of the Dragon: You can breathe a 30-foot cone of fire as
a standard action.

The cone deals 1d6 points of damage per two druid levels; a
successful Reflex save (10 + 1/2 your druid level + your Con
modifier) halves this damage.




Each time you breathe, you must wait 1d4 rounds before
you can use this breath weapon again.

Claws of the Dragon: You gain a +4 bonus to Strength, and
your hands grow claws that can be used as primary natural
attacks.

Each claw deals a certain amount of damage (1d6 points if
you are Medium, 1d4 if you are Small, and 1d8 if you are
Large) plus your Strength modifier.

These claws are treated as magic weapons for the purpose of
overcoming damage reduction.

Heart of the Dragon: You gain a +4 bonus to Constitution and
immunity to paralysis.

Mind of the Dragon: You gain a +4 bonus to Wisdom,
darkvision out to 60 feet, low-light vision, and immunity to
sleep effects.

Wings of the Dragon: You grow draconic wings that allow
you to fly at your land speed with good maneuverability.
You can't fly if you are wearing heavy armor or carrying a
heavy load.

BREATHSTEALER (ROGUE)

Rogues are among the best dragon hunters in the world,
and they have developed a special attack to counter the
powerful signature ability of these great beasts.

Any rogue who expects to face dragons is advised to select
this class feature.

Class: Rogue.

Level: 10th, 13th, 16th.

or 19th.

(You can choose this alternative class feature at any of the
given levels).

Replaces: If you select this class feature, you do not gain the
standard rogue’s special ability granted at that level.

Benefit: If you deliver a sneak attack against a dragon, you
can choose to sacrifice two or more dice of extra damage
that you would normally deal to delay the creature’s next
use of its breath weapon.

The delay is a number of rounds equal to 1/2 the number of
dice sacrificed.

If the dragon is currently recharging its breath weapon, this
delay replaces the normal recharge time (usually once
every 1d4 rounds) if it is longer.

Multiple uses of this ability don’t stack: use only the longer
delay.

A dragon immune to extra damage from critical hits or
sneak attacks is immune to this ability.

DRACONIC FIST (MONK)

Monks who follow the Way of the Draconic Fist seek to
harness their inner ki just as dragons harness their innate
magical ability.

While you give up versatility in combat, the ability to add
energy to your unarmed strikes makes them more potent
against a wide range of foes.

Class: Monk.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
standard monk’s bonus feat at 1st level.

Benefit: When you select this class feature, choose one
energy type from among acid, cold, electricity, or fire.

As a swift action, you can choose for your next unarmed
attack made in this round to deal an extra 1d6 points of
damage of the chosen energy type.

This extra damage improves to 2dé6 points at sth level, and
by another 1d6 points every five levels thereafter.

You can use this ability a number of times per day equal to
your class level.

DRAGONSCALE HUSK (VARIOUS)

Any warrior knows that skill in battle isn’t enough; you
must also guard against the attacks of your enemies.

A well-forged suit of armor can mean the difference
between life and death, but a warrior whose very body is his
armor has an immediate advantage.

Those who have the blood of dragons running in their
veins can gain this benefit.

Class: Any standard class that grants proficiency in heavy
armor, such as fighter or paladin.

Level: 1st (unless the class grants proficiency in heavy
armor at a level other than 1st, in which case this feature
can be taken only at that level).

Special Requirement: You must be of the dragonblood
subtype (see page 4) to select this alternative class feature.
As long as you gain the dragonblood subtype at the same
level that you would gain heavy armor proficiency, you can
select this class feature, even if you would normally choose
class features before selecting the option that giants you the
subtype.

For example, a 1st-level human fighter who takes
Dragontouched (seepage 18) as one of his 1st-level feats
could also select this class feature.

Replaces: If you select this class feature, you do not gain
proficiency with any kind of armor.

It you would later gain some form of armor proficiency
(such as by multiclassing or taking a feat), you can choose at
that time to gain that proficiency, but you then lose this
class feature.

If you already have proficiency with any kind of armor, you
must lose that proficiency in order to select this class
feature.

Benefit: You gain the extraordinary ability to grow a thick,
scaly hide that protects you like armor.

The dragonscale husk resembles the scales of a dragon of
your choice (selected when you gain the class feature).

The husk requires 8 hours to grow, but this process can take
place at night while you are sleeping.

Your scaled hide grants you a bonus to your Armor Class
equal to 6 + 1/3 your class level in the class that granted you
heavy armor proficiency (+7 bonus to AC at 3rd level, +8
bonus to AC at 6th level, and so on, up to a maximum +12
bonus to AC at 18th level).

Multiple classes that grant this proficiency stack for
determining the dragonscale husk’s total bonus.

This bonus doesn’t stack with any feat, racial trait, or other
special ability that would grant you a bonus to Armor Class.
In addition, as you attain higher levels, your husk grants
you increasing resistance to acid, cold, electricity- and fire.
You gain resistance 5 at sth level, resistance 10 at 10th level,
resistance 15 at 15th level, and resistance 20 at 20th level.
Your dragonscale husk is treated as medium armor for the
purpose of determining your speed and whether you can
use class features or other special abilities.




It allows a maximum Dexterity bonus to Armor Class of +2
and has an armor check penalty of —4.

You can sleep in your husk without penalty.

You cannot wear any other armor while your husk is
present.

Your husk isn’t treated as armor for the purpose of being
affected by spells or other abilities.

You can’t grant it an enhancement bonus with magic
vestment, nor can you imbue it with special properties, as
you could a normal suit of armor.

You can't take off your dragonscale husk, but you can
choose to shed it.

Doing this requires 10 minutes of concentration and results
in your sloughing off a pile of scales that crumble to dust if
handled.

DRAKKEN FAMILIAR (HEXBLADE,
SORCERER, WIZARD)

Arcane spellcasters, even those who don'’t claim the blood
of dragons as their own, often have a special link with
dragonkind.

One manifestation of this link is the caster’s familiar, which
can take on draconic characteristics.

Class: Hexblade (see Complete Warrior), sorcerer, or wizard.
Level: 4th (hexblade) or 1st (sorcerer or wizard).

Replaces: If you select this class feature, your familiar does
not gain all the benefits normally accorded to a familiar.
See below to determine which alternative benefits it gains,
and which standard benefits these replace.

Benefit: Your familiar is a drakken version of a normal
animal (see the sidebar on page 107).

It gains the dragonblood subtype and all the benefits of
being a familiar, except as described below.

When your familiar would normally gain the ability to
deliver touch spells, it gains a breath weapon instead.

This breath is a 15-foot cone of fire, usable once per hour,
that deals a number of points of damage equal to 1d6 +
twice your class level (levels of different classes that are
entitled to familiars stack for this purpose).

A successful Reflex save (10 + 1/2 your total class levels for
determining the familiar’s abilities) halves the damage
dealt.

When your familiar would normally gain the ability to
speak with animals of its kind, it instead gains the ability to
speak with creatures of the dragon type.

DRAKKENSTEED MOUNT (PALADIN)

Paladins who revere dragons or draconic deities, though
few in number, sometimes summon dragon-descended
beasts known as drakkensteeds (see page 113) to serve as
their special mounts.

Unlike a standard warhorse, unicorn, or other special
mount used by paladins, drakkensteeds are more than just
outstanding members of mundane races—they are nearly
legendary beasts seen by few and mastered by even fewer.
Class: Paladin.

Level: sth.

Replaces: It you select this class feature, you do not gain the
standard paladin’s special mount.

Benefit: You gain the service of a loyal drakkensteed.

It functions in all ways as any other special mount gained
by a paladin (including advancing its statistics, gaining
special abilities, and so forth), except that it can’t command
animals.

FAVORED OF BAHAMUT/FAVORED
OF TIAMAT (FAVORED SOUL)

Although humanoid worshipers of draconic gods are
unusual, their numbers are growing.

No one knows whether these deities have taken an active
hand in gifting lesser creatures with divine blessings, or
whether the ranks of the faithful swell only by chance.
Either way, those who serve Bahamut or Tiamat as divine
emissaries can manifest draconic abilities and sorcerous
powers, much to the surprise of their enemies.

Class: Favored soul (see Complete Divine).

Level: 3rd.

Special Requirement: You must be devoted to either
Bahamut or Tiamat to select this class feature.

Replaces: It you select this class feature, you do not gain the
Weapon Focus feat with your deity’s favored weapon at 3rd
level, and you do not gain the Weapon Specialization feat
with your deity’s favored weapon at 12th level.
Furthermore, other class features gained at later levels
change, as described below.

Benefit: You grow claws that deal damage (1d6 points if you
are Medium, 1d4 if you are Small, and 1d8 if you are Large).
As a full attack, you can make one primary natural attack
with each of your two extremities, or you can make one
secondary natural attack with one claw when attacking
with a melee weapon.

The claws are treated as magic weapons for the purpose of
overcoming damage reduction.

In addition, you can choose a sorcerer spell (rather than a
cleric spell) as your newly learned 1st-level spell.

As long as the spell remains on your list of spells known,
you can treat it as being on your class spell list for all
purposes.

You also gain the Dragontouched feat (page 18) as a bonus
feat.

At 12th level, you can learn one additional sorcerer spell as
if it were a cleric spell.

This spell can be one of your newly learned sth- or 6th-level
spells, or you can use your ability to replace an existing
known spell with a new sorcerer spell.

At 17th level, instead of growing batlike or feathered wings,
you grow draconic wings that resemble those of your deity.
At 20th level, instead of gaining damage reduction 1o/silver
or 10/cold iron, you gain damage reduction 10/epic.

INSPIRE AWE (BARD)

Though occasionally derided as the “weak cousin” of the
sorcerer, a bard can tap into a fragment of the same
draconic power that fuels sorcerer magic.

A bard who learns this ability no longer inspires courage in
his allies, but instead creates fear in those who oppose him.
Class: Bard.

Level: 1st.

Replaces: If you select this class feature, you do not gain
inspire courage (or any later improvements to that class
feature).




Benefit: A bard with 3 or more ranks in a Perform skill can
use song or poetics to inspire awe in his enemies, rendering
them shaken.

To be affected, an enemy must be within 30 feet and be able
to hear the bard perform.

The effect lasts for as long as the enemy hears the bard
perform and for 1 round thereafter.

Each enemy can attempt a Will save to negate the effect;
the DC is equal to the bard’s Perform check result.
Regardless of the success or failure of the save, no creature
can be affected by inspire awe more than once in a 24-hour
period.

Inspire awe is a mind-affecting fear effect.

At 8th level, the range of this effect extends to 6o feet.

At 14th level, the effect lasts for 5 rounds after the enemy
can no longer hear the bard perform.

At 20th level, any enemy who fails to save becomes
frightened for 1 round, then shaken for the remainder of
the duration.

PHYNXKIN COMPANION (DRUID,
RANGER)

A druid or ranger who adventures in regions rich with
draconic influence can gain an alternative animal
companion, a phynxkin (see page 116), that serves him as
loyally as any other animal companion would.

Class: Druid or ranger.

Level: 1st (druid) or 4th (ranger).

Replaces: If you select this class feature, you give up your
standard choice of animal companion, and your animal
companion does not gain all benefits normally accorded to
it (see below).

Benefit: You gain a phynxkin as an animal companion.
Treat it as an animal for the purpose of determining the
effects of your skills, feats, spells, and other abilities.
When your phynxkin would normally gain the devotion
special quality, both you and the phynxkin instead gain
immunity to fear effects, but only while you are within 30
feet of each other.

When your effective druid level for determining your
animal companion’s abilities reaches 7th, you can replace
your animal companion with a dire phynxkin animal
companion (see page 117).

Doing this reduces your effective druid level for
determining its abilities by six.

REBUKE DRAGONS (CLERIC,
PALADIN)

Though the destruction (or control) of undead is common
to many divinely oriented characters, the deities also
recognize the ancient power of the dragons as a primal
force.

Some reward their followers with the ability to instill such
creatures with awe or command them as minions.

Class: Cleric or paladin.

Level: 1st (cleric) or 4th (paladin).

Replaces: If you select this class feature, you do nor gain the
ability to turn or rebuke undead.

Benefit: You channel divine energy to rebuke (awe) or
command (control) dragons.

This ability functions as an evil cleric rebuking undead.

It is more difficult to rebuke or command dragons that
share your moral or ethical bent.

Any dragon that shares one alignment component with you
is treated as having turn resistance +2 against this ability.
Any dragon that shares both alignment components with
you is treated as having turn resistance +4 against this
ability.

You can also use this ability to bolster a dragon against an
attempt by another creature to use its own rebuke dragons
ability (the same way an evil cleric can bolster undead
against turning).

To bolster a dragon, you must share at least one alignment
component with the dragon.

An attempt to rebuke dragons counts as an attempt to turn
or rebuke undead for the purpose of qualifying for or
activating divine feats, or for using other abilities that
require you to expend a use of your turn or rebuke ability.

SHAMANIC INVOCATION (DRAGON
SHAMAN)

Most dragon shamans channel the raw power of
dragonkind through their auras and breath weapons.

Some, thanks to a stronger spiritual link to their totem,
learn a more advanced method of wielding draconic power:
the invocations normally associated with dragonfire adepts
(see page 24).

Though they never display the range and skill of dragonfire
adepts, the shamans enjoy the versatility of the invocations.
Class: Dragon shaman (see Player's Handbook II).

Level: sth.

Replaces: If you select this class feature, you do not learn a
new draconic aura at sth level (and can never know more
than six draconic auras, at 9th level and higher).

Benefit: You learn one of the least draconic invocations (see
page 78) available to dragonfire adepts.

Using this invocation follows all the standard rules
applicable to dragonfire adepts, except that you ignore any
arcane spell failure chance.

Your caster level for the invocation is equal to your dragon
shaman level minus four.

UNCANNY BRAVERY (BARBARIAN,
ROGUE)

Many barbarian tribes revere dragons, while others see
them as akin to natural disasters.

Regardless, some barbarians learn to steel themselves
against the bloodcurdling fear that these great beasts can
create in weak-minded targets.

This ability also benefits rogues who try to plunder dragon
hoards.

Although they hope to complete the task without
awakening the dragon, only the truly stupid fail to plan for
such a possibility.

Class: Barbarian or rogue.

Level: sth (barbarian) or 8th (rogue).

Replaces: If you select this class feature, you do not gain
improved uncanny dodge.

Benefit: You are immune to the frightful presence of
dragons.




You gain a +4 morale bonus on saving throws against all
other forms of fear.

DROW OF THE
UNDERDARK (3.5)

BARD

When adventurers think of drow arcanists, they picture the
horrifically deadly drow wizards or the demonically
imbued warlocks.

The bard would almost certainly beat the bottom of the list
of arcane classes associated with the drow.

What surface-dwellers fail to realize, however, is that the
drow have an ancient bardic tradition—one that transforms
the traveling entertainer, trickster, and storyteller of the
surface into one of the most horrific taskmasters and
assassins of the Underdark.

DEADLY KNOWLEDGE

Drow bards do not travel the world, and thus do not gain
the broad range of understanding other bards have.
Instead, they study a means of death-dealing normally
associated with other classes.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
standard bard’s bardic knowledge ability.

In addition, you can use your bardic music one fewer time
per day than other bards (minimum 1).

Benefit: You are trained in the use of poison.

You never risk poisoning yourself when applying poison to
a weapon.

CLERIC

Everything you do, everything you are, is devoted heart and
soul to Lolth: to spreading her power across the Underdark,
and, of course, to cementing your own base of power
among the drow.

How better to honor the Weaver of Webs, after all, than to
ensure that so potent and loyal a servant as yourself can
direct her minions?

MASTER OF SPIDERS

Spiders—the favored of Lolth and the totems of your
race—respond to your call, bowing before you as they do
before the divine mistress you both serve.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
standard cleric’s ability to turn or rebuke undead.

Benefit: You can rebuke or command vermin as an evil
cleric rebukes or commands undead.

When commanding spiders, you gain a +4 bonus to your
effective turning level.

This ability otherwise works exactly as rebuke undead.

You can use this ability in place of turn or rebuke undead
for the purpose of qualifying for divine feats.

DRUID

Druids are rare among drow communities.
Most drow spellcasters pursue either the faith of Lolth or
one of a variety of arcane paths.

However, a rare few exist who seek a different, more
natural connection between themselves and their
subterranean environment.

Drow druids forgo the ability to assume animal forms,
preferring the shape of their revered totem: the spider.
SPIDER SHAPE

After extensive indoctrination by drow priestesses, you use
wild shape to assume the form of vermin.

Level: sth.

Replaces: If you select this class feature, you do not gain the
ability to wild shape into an animal at sth level.

Benefit: Beginning at sth level, you can turn yourself into
any Small or Medium monstrous spider.

You are not mindless, and thus do not gain immunity to
mind-affecting spells and abilities.

You can take the shape of a Large monstrous spider at 8th
level, a Tiny monstrous spider at 11th level, and a Huge
monstrous spider at 15th level.

This class feature otherwise functions as the normal wild
shape ability.

It doesn't affect your ability to wild shape into plant
creatures or elementals (gained at 12th and 16th level, as
normal).

Special: Because they have a stronger connection to
scorpions than to spiders, drow in the EBERRON
campaign setting who select this alternative class feature
instead gain the ability to wild shape into monstrous
scorpions.

FAVORED SOUL

Viewed with a combination of awe and jealous hatred by
other drow, the favored souls of Lolth hold substantial
power in their society, but also occupy a truly precarious
position.

As Lolth’s “elite”, favored souls are expected, even more
than others, to be able to defend themselves and their
positions from other drow who seek to take them.
Otherwise, they clearly weren't worthy after all, were they?
Favored souls often compete with clerics for positions in
the priesthood and other high offices.

SENSE PREY

The Weaver of Webs has graced you with the predatory
senses of her favored minions.

Although you are no longer as resistant to damage as other
favored souls, it is almost impossible for the enemy to hide
from you.

Level: sth.

Replaces: if you select this class feature, you do not gain the
standard favored soul’s energy resistance at sth, 1oth, and
15th level.

Benefit: Three times per day, you can use a standard action
to gain tremorsense (MM 316) out to of 5 feet for 1 round
per class level.

This is a supernatural ability.

At 10th level your tremorsense extends to 20 feet, and at
15th level to 30 feet.

FIGHTER

Drow fighters strike fast and melt away before their
opponents have a chance to mount a counterattack.




Rather than using heavy armor or picking feats that
emphasize direct assaults, drow fighters employ techniques
that exploit their natural advantages.

In exchange for a fighter’s access to heavy armor, a drow
fighter gains strong first-strike capability.
HIT-AND-RUN TACTICS

The drow specialize in guerrilla warfare, picking off their
foes with poisoned bolts and slipping away into the
darkness.

Each attack wears their opponents down, until their
numbers are so reduced that the drow can sweep in and
capture them.

If you select the hit-and-run tactics class feature, you
sacrifice some AC, but make up for the loss with improved
reflexes and accuracy when attacking unsuspecting foes.
Level: 1st.

Replaces: By selecting the hit-and-run alternative class
feature, you give up proficiency with heavy armor and
tower shields, even if you already have those proficiencies
from another class.

You can’t gain either of these proficiencies by multiclassing
later, but you can gain them by selecting the appropriate
feats.

Benefit: At 1st level, you gain a +2 bonus on initiative
checks.

In addition, when attacking a flat-footed opponent within
30 feet, you can add your Dexterity bonus (if any) as a
competence bonus on weapon damage rolls.

ROGUE

Rogues are common in drow society, fewer in number only
than clerics and wizards.

They are silent killers, spies, and informants.

It falls to them to gather intelligence about rival houses and
to eliminate challengers within the hierarchy.

For these tasks, drow rogues cultivate the ability to safely
utilize poison.

POISON USE

Poison is used widely in drow society.

For the dark elves, it is a vital tool in the race for survival.
From the popular drow sleep poison to the bevy of spider
venoms extracted from Lolth’s favored creatures, drow have
mastered a variety of toxins that wreak havoc with their
opponents’ bodies.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
trapfinding ability gained at 1st level.

Benefit: You are trained in the use of poison.

You are never at risk of accidentally poisoning yourself
when applying poison to a weapon.

SWASHBUCKLER

The drow swashbucklers fills an interesting niche in dark
elf society.

Their culture of treachery and betrayal offers opportunities
for those with wit and skill to rise far.

For drow, the swashbuckler class is usually a male pursuit,
and well-born sons of the great houses are the most likely
to cultivate the abilities this class offers.

A rare few drow swashbucklers are renegades: outcasts
from drow society, bucking the traditions and loyalties to
the matriarchs to seek their own fortunes.

Drow swashbucklers give up some of their mobility across
difficult terrain to gain a more tactical understanding of
movement.

SWIFT AND DEADLY

A drow swashbuckler who wields two weapons gains the
ability to better maneuver around his opponents.

Level: 7th.

Replaces: if you select this class feature, you do not gain
Acrobatic Charge at 7th level.

Benefit: When wielding two weapons, if you hit at least
once with each weapon in the same round, you can take a 5-
foot step as a swift action.

This doesn’t count against your normal limit of one 5-foot
step per round, and you can use this ability even if you've
already moved in the round.

WARLOCK

Warlocks among the drow occupy an oddly dichotomous
position.

They have strong links to the Abyss and to Lolth, but those
ties more directly bind them to Lolth’s servants—her
demons—than to the Spider Queen herself.

Thus, although warlocks can occupy positions of power and
even become priestesses, drow expect them to be serving
the church and the great houses rather than running them.
VENOMOUS BLOOD

The fluids within your body become like the venom of the
spiders themselves.

Those who would feast upon your flesh have cause to be
sotry, and the poison within renders you resistant to
poisons from without.

Level: 8th.

Replaces: If you select this class feature, you do not gain the
standard warlock’s fiendish resilience at 8th, 13th, and 18th
level.

Benefit: At 8th level, you gain a +5 bonus on saves against
poison.

At 13th level, your blood becomes poisonous.

Any creature that damages you with a bite attack, or that
swallows you whole, is exposed to this poison (contact; Fort
DC to + 1/2 your warlock level + Cha modifier; 1d3 Str/1d3
Str).

You are immune to your own poisonous blood.

At 18th level, you can bring the poison of your blood to the
surface of your hand and apply it to a held weapon or to
your next eldritch blast.

It requires a move action to manifest and apply the poison,
and you can do so three times per day.

In this more concentrated form, initial and secondary
damage are 1d6 Strength each.

The poison lasts until you make an attack with the weapon
or eldritch blast or until the start of your next turn,
whichever comes first.

Applying the poison to your eldritch blast doesn’t prevent
you from applying eldritch essence or blast shape
invocations as normal.

WIZARD

Wizards are among the most feared and admired nondivine
members of drow society.




Despite their innate resistance to magic, the drow have
great respect for both the spells and the knowledge
available to these masters of the arcane arts.

Although they are not directly tied to Lolth in the way
divine casters and warlocks are, their devotion to the Spider
Queen and indeed, their very upbringing within society—
has led to the development of race-specific wizard traits.
ABYSSAL SPECIALIST

Most wizards who choose to specialize do so in a specific
school.

Many drow wizards instead focus on a variety of spells
closely linked to the powers and objectives of the Weaver
of Webs.

The basic mechanic for specialization is the same, but the
specifics differ.

Level: 1st.

Replaces: If you select this class feature, you cannot
specialize in a school of magic, and you lose the ability to
cast spells from a prohibited school.

You must select one school of magic to serve as your
prohibited school, and you can never cast spells from it or
use spell completion and spell trigger devices connected to
it, as per normal specialist rules.

You may not select divination as your prohibited school.
Benefit: You are considered specialized, but not in a specific
school.

Rather, you gain all the benefits of specialization with a
group of spells that includes all those of the following
subschools and/or descriptors: chaotic, compulsion,
darkness, evil, and fear.

You gain all the standard benefits of specialization as
applied to this group of spells, as though it were a school
unto itself.

DUNGEONSCAPE (3.5)

BARBARIAN

Your purpose in the dungeon is to fight, plain and simple.
With your fast movement and melee prowess, you can
reach trouble before it can get to your comrades.

In close quarters, where tactical movement is important,
Combat Reflexes can be advantageous.

If you set up a blocking position in a 1o-footwide hallway,
no enemy can get past you easily.

As always, Power Attack and Cleave are your friends.

Your uncanny dodge and trap sense abilities help you avoid
surprise dangers, and damage reduction lets you endure
more blows than most.

Consequently, a party stuck without a rogue (or similar
character) might depend on you to take care of traps—
simply because you'll get hurt less if you fail.

When the party is faced with obstacles, your high Strength
allows you to move aside heavy objects, break down doors,
and so forth.

You can use Power Attack to help bust through inanimate
objects more quickly.

If you need an extra edge to accomplish such a task
(especially if you're in a hurry), it might even be worth
expending a use of your rage to get the job done.
ALTERNATIVE CLASS FEATURE: TRAPKILLER
You have a knack for avoiding and disabling traps.

Your keen instincts help you avoid danger, while your great
strength enables you to disrupt dangerous devices.

Level: 3rd.

Replaces: If you select this alternative class feature, you do
not gain the trap sense ability.

Benefit: Beginning at 3rd level, you gain trapfinding; see
the rogue class feature, PH 50), except that you can use
Survival instead of Search to locate traps.

However, you take a —5 penalty on such checks because of
your comparative unfamiliarity with the mechanisms and
triggers involved.

Once you find a mechanical trap, you can attempt to disarm
it by making an attack roll.

You succeed if the result exceeds the Disable Device DC of
that trap.

Only traps with moving mechanisms or gears (such as
shifting floor panels, dropping portcullis gates, or arrow
traps) can be disarmed in this manner; simple pitfalls and
most magic traps have no mechanism to be so disrupted.
You must be able to reach the trap with a melee attack to
make a disarm attempt.

If you fail to disarm the trap, you automatically spring it.

BARD

You are the expert at solving peculiar problems.

Bardic knowledge can give you information about the
dungeon’s purpose or origin as a whole, the secret answer
to an ancient riddle, or the name and powers of a magic
item.

If the party gets stuck, give bardic knowledge a try.

The legend love spell can supplement this ability.

Your bardic music has many useful functions, so you
shouldn’t waste it on situations that aren’t truly dangerous.
Don't underestimate the inspire competence ability,
though; it improves crucial skill checks, especially Disable
Device and Climb, when poor rolls can mean serious
trouble.

For your spell selections, focus on utility spells and those
that mislead opponents.

Light, know direction, animate vope, detect secret doors, gaseous
form, dimension door, freedom of movement, shadow walk, and
find the path make navigation and movement smooth.
Tllusion spells, even simple ones such as ghost sound, can
trick enemies who are unaware of your presence.

Even your cantrips have wide utility: Detect magic can sort
the treasure hoard, mage hand can grab a set of keys from a
hook or drop a rock on a trap’s trigger plate, mending can fix
a damaged coil of rope, and open/close can crack a door or
trapped chest from a safe distance.

Don'’t skimp on your cure spells—you'll need them.
ALTERNATIVE CLASS FEATURE: LORE SONG
Bardic music serves many purposes, aiding your allies or
manipulating your enemies.

You have refined your performance of another group of
bardic songs, full of lost knowledge, obscure lore, and
relevant anecdotes.

These lore songs inspire you to come up with new solutions
to difficult problems.

Level: 1st.

Replaces: If you select this alternative class feature, you do
not gain the bardic knowledge ability.

Benefit: Once per day, as an immediate action, you can gain
a +4 insight bonus on a single attack, check, or save.




You gain one additional daily use of this ability at every
odd-numbered bard level (3rd, sth, and so on).
ALTERNATIVE CLASS FEATURE: MIMICKING
SONG

You use your bardic music to create background noise
consistent with your adventuring environment, shielding
the sounds made by yourself and your adventuring party as
you move through dangerous areas.

Level: 1st.

Replaces: If you select this alternative class feature, you do
not gain the countersong bardic music ability.

Benefit: Mimicking song is a spell-like ability that requires
you to have 3 or more ranks in a Perform skill.

Using mimicking song counts as one of your daily uses of
bardic music.

You grant a +2 bonus on the Move Silently check of all
allies within 30 feet (including yourself).

This bonus increases by 2 for every five bard levels you
have (to a maximum bonus of +10 at 20th level).

This effect lasts as long as you continue performing.

CLERIC

In the dungeon, as elsewhere, your main function is to heal
and protect.

Your healing spells make you one of the most essential
members of a dungeoneering party.

Your defensive spells also keep your party out of danger.
Putting ranks in the Heal skill can improve your ability to
salve your companions’ wounds, as can the Sacred Healing
and Sacred Purification feats from Players Handbook I1.

And of course, you are the party’s bastion against undead
attack.

Choose domains that play to your strengths such as
Healing or Protection) or that overcome dungeon
difficulties.

The Travel domain can negate obstacles, and the Sun
domain gives you some extra offensive magic and more
power to face undead-infested dungeons.

You are also a competent melee combatant who can support
the fighter or barbarian in your party.

You might instead choose to reinforce this role, enhancing
your fighting ability with combat-focused feats such as
Weapon Focus or Divine Armor (PHz2 88).
ALTERNATIVE CLASS FEATURE: DIVINE
RESTORATION

When you or your teammates lose your strength in the
middle of a dungeon, you can’t always “call it a day” and
rest.

You can restore the party’s hit points by trading spells for
healing magic, but other setbacks besides physical injury
might impede your progress: insidious disease, vermin
poison, or noxious fumes.

By focusing your divine purpose, you can restore your
party’s lost abilities.

Level: 3rd.

Replaces: If you select this alternative class feature, you
sacrifice one of your domain granted powers.

Benefit: At 3rd level, select one of your chosen cleric
domains.

You can still select and cast spells from that domain list, but
you no longer can use the domain’s granted power.

Instead, you gain the ability to spontaneously cast lesser
restovation, restoration, or greater restoration by sacrificing a
prepared spell of the same level.

For example, Jozan is 3rd level and selects this alternate
class feature.

He had chosen the Healing and Protection domains at 1st
level.

He gives up the Healing domain granted power.

He no longer casts healing spells at +1 caster level, but he
can sacrifice a prepared 2nd-level spell to spontaneously
cast lesser restoration.

At 7th level, he'll be able to sacrifice a 4th-level spell to cast
restoration, and at 13th level, a 7th-level spell to cast greater
restoration.

Special: When spontaneously casting a restoration spell, you
must still expend the required components.

DRUID

Like the cleric, your purpose in the dungeon is to heal and
support.

Your nature-based abilities that depend on vegetation or
being outdoors won't help here, so focus on healing and
enhancement spells such as barkskin, bull’s strength, and
greater magic fang (which works either on yourself in wild
shape or on your animal companion).

Spells that facilitate dungeon movement are worthwhile,
including spider climb, warp wood, air walk, control water, and
freedom of movement, and offensive spells such as call
lightning can be powerful even in close quarters
underground.

At low levels, bypassing obstacles can be difficult.

You can command an animal companion or creature
summoned with a summon nature’s ally spell (assuming you
can communicate with it) to perform a trick that will assist
you.

For example, a badger could burrow under a door, an eagle
could carry a grappling hook to a high ledge, or a monkey
could crawl through a narrow passage and lift a latch.

By taking a wild shape, especially the elemental forms
available to you at higher levels, you can navigate unusual
terrain yourself and overcome obstacles the others cannot.
Make sure to select the Natural Spell feat so you can use
your magic while in wild shape.

ALTERNATIVE CLASS FEATURE: ROOT
WALKER

You are a child of the underworld.

While other druids dwell in lush forests and rolling fields,
you tend to the mushroom tangles and lichen beds that lie
beneath their feet.

Level: 1st.

Replaces: If you select this alternative class feature, you do
not gain any of the following abilities: wild empathy at 1st
level, woodland stride at 2nd level, and resist nature’s lure
at 4th level.

Benefit: At 1st level, you gain vermin empathy.

This ability functions just like wild empathy (PH 35) except
that you can improve the attitude of vermin instead of
animals, even though vermin are usually nonintelligent.
At 2nd level, you gain the ability to move over stone, rock,
and earthen debris at your full speed without taking
damage or suffering any other impairment.

This ability functions only with natural surfaces.




Magically altered surfaces, such as those created by soften
earth and stone or spike stones, affect you normally.

At 4th level, you gain resistance to the powers of creatures
most abhorrent to nature.

You gain a +4 bonus on saving throws against the spell-like
abilities of aberrations.

FIGHTER

Your role in the dungeon is to fight strategically, protecting
the weaker members of the party by holding off enemies.
Ranged attacks are certainly possible in larger chambers,
but your greatest strength is holding the line in melee.
Focus your feats on those that enhance melee combat in
tight spaces where movement is limited, such as Combat
Reflexes, Cleave and Great Cleave, or Whirlwind Attack.
Setting up tactical “pinch points”, as mentioned in the
barbarian’s entry above, will let you deliver more pain than
usual.

The Vexing Flanker feat (PH2 85) makes a flanking position
even more deadly against enemies.

If you're worried about being caught in the dark, Blind-
Fight can be useful.

Your Strength-based skills (Climb and Jump) are vital in the
dungeon, allowing you to cross or exploit obstructing
terrain.

Unless you specialize in light armor and Dexterity-based
combat, you'll need maximum ranks to make up for your
armor check penalty.

Aside from these considerations, your function isn’t much
different from that in other situations.

Ablade is a blade in the dungeon or in the wilderness.
ALTERNATIVE CLASS FEATURE: DUNGEON
CRASHER

Survival in a dungeon requires more than skill at arms and
a stout shield.

Traps, hazards, falling portcullises, and other threats can
pose as much danger as an enraged troll.

But you cannot help your impetuous nature.

When others might move ahead cautiously and search for
traps and other hidden dangers, you charge forward,
ignoring the traps you set off and splintering doors and
obstacles.

Level: 2nd.

Replaces: If you select this alternative class feature, you do
not gain the fighter bonus feats at 2nd level and at 6th level.
Benefit: You excel at overwhelming traps, smashing
through doors, and pushing aside your enemies.

At 2nd level, you gain a +2 competence bonus on saves and
to your Armor Class when attacked by traps.

You also gain a +5 bonus on Strength checks to break a
door, wall, or similar obstacle.

In addition, you gain a special benefit when making a bull
rush.

If you force an opponent to move into a wall or other solid
object, he stops as normal.

However, your momentum crushes him against it, dealing
an amount of bludgeoning damage equal to 4d6 points +
twice your Strength bonus (if any).

At 6th level, the bonuses when dealing with traps increase
to +4, and the bonus on Strength checks to break objects
increases to +10.

The damage you deal when bull rushing an opponent into a
wall increases to 8d6 points three times your Strength
bonus.

MONK

You are the party member most able to bypass dungeon
obstacles, and you also provide combat support.

Your varied class skills, substantial skill points, and lack of
reliance on armor make you ideally suited to focusing on
essential dungeoneering skills.

Climb, Hide, Jump, Listen, Move Silently, Spot, and
Tumble are all good choices; depending on your ability
scores, either dominate in one area or select a balanced
array.

In combat, use your great mobility to set up flanking
positions for other characters (especially the rogue).

The Tumble skill can protect you from attacks of
opportunity and allow you to move about the battlefield
safely.

The Acrobatic Strike feat (PH2 71) makes tumbling even
more worthwhile.

For your bonus feats, Combat Reflexes and Improved Trip
are useful selections: Knock foes prone, then slam them as
they try to rise or crawl away.

Your other class features have broad utility in the dungeon,
especially slow fall and immunity to disease and poison.
At higher levels, the abundant step ability lets you bypass
most obstacles with ease.

ALTERNATIVE CLASS FEATURE: STANDING
JUMP

While most monks gain a fluid grace that allows them to
move with astounding speed, you have learned how to
focus your energy and expel it in one quick burst.

Level: 3rd.

Replaces: If you select this alternative class feature, your
fast movement ability is reduced.

You gain a +10-foot enhancement bonus to speed at 12th
level and another +10-foot bonus at 18th level.

Benefit: At 3rd level, you can make a standing long jump
with ease.

The check DCs for your long jumps do not require a 20-foot
running start and do not double when you leap from a
standing position.

At 6th level, you apply this skill to high jumps.

The check DCs for your high jumps do not double when
you leap from a standing position.

You lose these benefits when wearing armor (even light
armor) or when carrying a medium or heavy load.
ALTERNATIVE CLASS FEATURE: WALL
WALKER

You have the uncanny ability to travel along vertical
surfaces for a short time.

Level: 4th.

Replaces: If you select this alternative class feature, you do
not gain the slow fall ability.

Benefit: Beginning at 4th level, as a move action, you can
run up or down a vertical surface a total distance of 20 feet
without making a Climb check.

You add 10 feet to this distance at 6th level and every two
levels thereafter, up to your maximum speed.

You can use this ability only once per round (so you can’t
make a double move up or down a wall).




If you do not reach the top of the vertical surface or find a
suitable hand- or foothold, you must make a Climb check
appropriate to the surface.

If you succeed on the check, you can use this ability again
in the next round.

Otherwise, you fall or make no progress, as determined by
the check result.

You can't use this ability to traverse a ceiling or overhang.

PALADIN

Your purpose in the dungeon is to fight and guard against
evil.

The typical dungeon is full of wicked creatures and magic.
Your detect evil and smite evil abilities are more likely to
come into play in a dungeon than elsewhere.

Take advantage of detect evil whenever possible to prevent
surprise and give the advantage to you instead of to your
adversaries.

Use your smite cautiously—don’t waste it on a weaker
being if you suspect greater evil lies ahead.

Lay on hands provides all-important healing and can give
the cleric a chance to use offensive or support spells.

If you encounter undead that are particularly hard to hit,
using lay on hands as a touch attack can more effectively
damage them and conserve your party’s resources.

Divine health protects you from diseases that can debilitate
a party.

When facing creatures or environmental hazards that can
cause disease, stay in front to protect your companions.
Your ability to use remove disease at 6th level lets you do
even more.

For your spell selection, gauge the party’s overall capability
to deal with damage, disease, and other ill effects.

If they can easily handle those problems, pick spells that
grant combat bonuses, such as bless, bull’s strength, prayer,
and holy sword.

If not, cure and restoration spells, delay poison, shield other,
remove curse, and neutralize poison might be better choices.
Don't bring your mount into the dungeon.

Few dungeons are constructed to allow a horse or other
Large creature to pass, especially with the added height of a
rider, so a mount is usually only a hindrance (and faces
unnecessary danger).

ALTERNATIVE CLASS FEATURE: DIVINE
SPIRIT

Most paladins form a special relationship with a celestial
mount that aids them in battle.

You, however, spend most of your time fighting below the
ground or in enclosed spaces, where a mount is of little use.
Instead, you have forged a bond with celestial spirits whose
aid you can call upon when needed.

Level: sth.

Replaces: If you select this alternative class feature, you do
not gain the special mount ability.

Benefit: Upon reaching sth level, you can call upon your
deity for aid in the form of a celestial spirit.

Using this ability is a standard action that does not provoke
attacks of opportunity.

See below for detailed spirit descriptions and rules.

Your paladin level determines which kinds of celestial
spirits answer your summons.

Paladin Level Spirit Summoned

5th-10th Spirit of healing
11th=15th Spirit of combat
16th—19th Spirit of heroism
20th+ Spirit of the fallen

You can summon the spirit available at your current level as
well as any that became available at lower levels.

The following entries describe how each of the different
spirits function.

Unless otherwise specified, all spirits share some
characteristics, as set out below.

* A spirit occupies a 5-foot square on the battle map.

* When summoned, a spirit appears on the battlefield
within 30 feet of you.

You can use a free action to have it move once per round.
The spirit has a land speed of 30 feet.

* All spirits are insubstantial and transparent.

Any creature can move through them normally, and they
do not block line of sight or line of effect.

* A spirit cannot attack or be attacked.

It is not undead and cannot be turned.

It is subject to dispel magic, dismissal, or banishment as if it
were a summoned creature, using your paladin level as the
caster level.

« If you lose line of sight to a spirit, it disappears
immediately.

* Bach spirit available to you can be summoned once per
day.

* A spirit remains for a number of rounds equal to your
paladin level, until it is dismissed, or until special
conditions in the spirit's description are met.

Spirit of Healing: This spirit increases your ability to heal
damage dealt to you or your allies.

When summoned, it can heal an amount of damage equal
to twice the amount you can heal using your lay on hands
ability.

To use its healing ability, you or an ally must begin or end
your turn in the same square as the spirit.

That character can then use a standard action to transfer
some or all of the hit points from the spirit to herself.
Once the spirit has used all its healing ability, it dissipates.
Spirit of Combat: This spirit enhances combat ability.
Whenever an ally (including yourself) is adjacent to the
spirit of combat or occupying its space, that character gains
holy fervor.

Holy fervor grants a +1 sacred bonus on attacks and damage
rolls for every four paladin levels you possess (up to a
maximum of +5 at 20th level).

In addition, affected characters’ weapons are treated as
good-aligned for the purpose of overcoming damage
reduction.

Spirit of Heroism: This spirit automatically occupies your
space and does not leave until dismissed or dispelled, or the
duration of the summoning ends.

You gain DR 10/

In addition, you gain the benefit of the Diehard feat (even if
you do not meet the prerequisite) and can use your lay on
hands ability as a free action once per round instead of as a
standard action.




Spirit of the Fallen: While you or any of your allies are
adjacent to this spirit, it grants fast healing 10 to those
characters.

If an affected character’s hit points drop to o or fewer while
within 30 feet of this spirit, it revives that character at the
start of his next turn, allowing him to take his action as
normal.

The character heals an amount of damage equal to twice
your paladin level, though if his hit points are still at —10 or
below, he still dies.

The spirit can use its revive ability once per round.

A spirit of the fallen cannot revive creatures whose bodies
have been destroyed (such as by a disintegrate spell), nor can
it reverse the effects of bodily changes, such as from flesh to
stone or baleful polymorph, or other effects that slay a
character without dealing damage.

RANGER

Even in the dungeon, you excel at scouting and also
provide combat support.

Your Track bonus feat lets you find enemies who don't
want to be found, so max out your Survival skill to help
with the difficult task of tracking creatures over dungeons’
stone surfaces.

Most of the essential dungeon skills (see the sidebar on
page 42) are in your class skill list, so you can become an
ideal dungeoneer.

Hide and Move Silently provide much-needed stealth.

If the party has no rogue, focus on skills that will let you fill
a similar role, and consider the Nimble Fingers feat to
compensate for not having Disable Device and Open Lock
as class skills.

When selecting a favored enemy, try to anticipate creature
types that are more prevalent in dungeons, such as
aberrations, monstrous humanoids, evil outsiders, undead,
or vermin.

Dungeoneering need not make archery a bad choice of
combat style.

Sometimes a situation will simply not leave enough room
to move into melee, making archery a powerful alternative
even in cramped quarters.

Take Point Blank Shot and Precise Shot to nullify the
disadvantages posed by small rooms and narrow corridors.
As with the druid, if you have an animal companion, select
a creature with a special mode of movement, such asa
badger, eagle, or owl.

For your spells, stick with choices that work in a dungeon.
Detect snares and pits, jump, pass without trace, freedom of
movement, and commune with nature speed travel and
facilitate stealth even if you're not outdoors.

Barkskin, bear’s endurance, and other ability boosters support
your party with combat advantages.

Remove disease and freedom of movement can deal with
setbacks.

If your party is short on healing, make sure to prepare
plenty of cure spells.

ALTERNATIVE CLASS FEATURE: TRAP
EXPERT

Many rangers journey across the wild lands of the surface,
but you are trained to descend deep into the earth.

Level: 1st.

Replaces: If you select this alternative class feature, you do
not gain the Track feat at 1st level or the swift tracker
ability at 8th level.

Benefit: You gain the trapfinding ability of the rogue.

In addition, you gain Disable Device as a class skill.

You can use the Search skill to locate traps with a DC
higher than 20, and you can use Disable Device to bypass a
trap or disarm magic traps.

See the rogue class feature (PH 50).

ROGUE

Your purpose in the dungeon is, frankly, to do everything.
You are the skill expert, and the rest of your party relies on
your expertise.

Other characters probably do not have Disable Device,
Knowledge (dungeoneering), and Open Lock, so make sure
you have plenty of ranks in those skills.

Increase your stealth with Hide and Move Silently, both for
setting up sneak attacks and because you'll often be ahead
of the party, looking for traps—max out your Search skill as
well.

Balance and Tumble help avoid the (literal) pitfalls of
dungeon delving.

You are the best character to disarm traps.

Your class skills and special abilities let you deal with most
traps easily.

Don't forget to purchase a set of thieves’ tools (preferably
masterwork) and a 10-foot pole or other reaching device to
test traps from a distance.

In combat, sneak attacks are your specialty.

With Tumble, you can move through a crowd of creatures
to set up flanking opportunities.

The Acrobatic Strike and Combat Acrobat feats (both in
Player's Handbook 1) provide attack bonuses and reduce
movement penalties while you are tumbling.

Combat Reflexes, Mobility, and Spring Attack all increase
your combat options.

ALTERNATIVE CLASS FEATURE: QUICK
FINGERS

Sometimes only a few seconds make the difference
between stopping the descent of a spiked ceiling and
coming to a messy end.

Through countless hours of practice, you have learned to
make quick work of traps.

But this speed comes at a price.

Because you focus on disarming traps, you react more
slowly when a trap activates.

Level: 3rd.

Replaces: If you select this alternative class feature, you do
not gain trap sense +1 at 3rd level.

Instead, you gain trap sense +1 at 6th level, with an
additional increase of +1 every four levels thereafter (to a
maximum of +4 at 18th level).

Benefit: When you use Disable Device to disarm a trap, the
time required to perform the check is reduced.

Use the following table in place of the one on page 72 of
the Player's Handbook.

Device Time Disable Device DC
Simple 1 move action 1]
Tricky 1 standard action 15
Difficult 1 full-round action 20

Wicked 1d4 rounds 25+




ALTERNATIVE CLASS FEATURE:
PENETRATING STRIKE

Creatures that have immunity to extra damage from sneak
attacks are a bane to rogues everywhere.

Particularly in ancient tombs where undead are common,
rogues must rely on their wits to survive.

You have spent a significant amount of time studying this
problem and have learned ways to harm even such resilient
opponents.

Level: 3rd.

Replaces: If you select this alternative class feature, you do
not gain trap sense.

Benefit: whenever you flank a creature that is immune to
extra damage from sneak attacks, you still deal extra
damage equal to half your normal sneak attack dice.

This benefit does not apply against creatures that cannot be
flanked, nor against foes that are otherwise denied their
Dexterity bonus to AC or flat-footed but not flanked.

SORCERER

In the dungeon, as elsewhere, you are the blaster.

With a limited spell selection, you're better off focusing on
damage-dealing spells—especially those that take
advantage of confined space—than trying to plan for
contingencies.

Burning hands, flaming sphere, fiveball, lightning bolt, cloudkill,
and chain lightning work best when enemies are close
together (and prove the point that your party members
shouldn’t travel in a tight pack).

Also consider force and sonic spells, and those that ignore
spell resistance (as many conjuration spells do), so you have
the best chance of dealing maximum damage to any sort of
enemy.

A few movement-enhancing spells, such as fly and
dimension door are certainly worth learning.

For o-level spells, light is always good, mage hand and
open/close can test for traps, ghost sound can trick sentries,
and arcane mark helps you find your way in mazes.
Concentration, Knowledge (arcana), and Spellcraft are your
most useful class skills.

If you have some points left to spend, consider cross-class
skills that are useful in the dungeon, especially Spot.
When it comes to feats, Combat Casting will keep you from
losing spells in a sticky situation, and Spell Focus
(evocation) improves your offensive capability.

Be careful about area spells that can harm your own party
members; consider Sculpt Spell (Complete Arcane 83) to
leave safe spaces when you don't have the opportunity to
target your effects perfectly.

ALTERNATIVE CLASS FEATURE: SPELL
SHIELD

As a powerful spellcaster, you're likely to attract the
attention of powerful opponents, and your teammates can’t
always protect you.

Spell shield lets you use your spells’ energy to offset
damage that might otherwise kill you.

Level: 1st.

Replaces: If you select this alternative class feature, you do
not gain a familiar.

Benefit: By achieving oneness with the magical energy
from which you draw your power, you make it part of your
life force.

As an immediate action when you take damage from any
source, you can attempt to sacrifice spell energy instead of
losing hit points.

Expend a spell slot as if you had cast a spell of that level.
Then, make a Concentration check with a DC equal to 15 +
the level of the sacrificed spell.

If you succeed, you ignore an amount of damage equal to
five times the level of the spell slot you gave up.

If you fail, you still lose the spell, but the magical energy
fails to negate any of the damage.

For example, Hennet finds himself in the way of a black
dragons breath.

Although he succeeded on his saving throw he is still going
to take 22 points of acid damage.

As a 7th-level sorcerer, Hennet can sacrifice a spell of up to
3rd level.

He chooses a 3rd-level spell, so the DC of his
Concentration check is 18.

Hennet gets a result of 22 and magically negates 15 points
of the acid damage, taking only 7 points.

Special: You can attempt to deflect damage as often as you
wish, but you can make only one attempt per round.
Special: If an attack’s damage has multiple sources (such as
that of a flaming sword, which deals both weapon damage
and fire damage), you must choose which source to negate.
Special: If an attack must deal damage to have a secondary
effect (such as poison from a snake’s bite), negating all the
damage also prevents the secondary effect.

WIZARD

Your role in the dungeon is to understand and overcome.
Decipher Script, Knowledge (arcana), Knowledge
(dungeoneering), Knowledge (history), and Spellcraft all
give you access to lore others might not have.

It's a good idea to coordinate with other arcane casters and
Knowledge specialists (especially bards) to avoid needless
duplication of expertise.

For feats, Combat Casting is always a good choice, and your
high number of bonus feats lets you focus on useful
metamagic or item creation.

Your choice of spells depends largely on what type of
dungeon you enter.

You should always have some basic combat spells available,
such as mage armor, magic missile, and fireball.

For the rest, pick utility spells, including illusions to trick
guards, ways to escape dangerous conditions (such as feather
fall), movement enhancers (fly, dimension door), and finders
of hidden hazards and benefits (detect secret doovs, arcane eye).
Dispel magic negates many sorts of hazards.

As you proceed through a dungeon, you can adapt your
spell selections accordingly.

It can be worthwhile to leave a spell slot or two open to
allow emergency preparation for a specific situation, and
the Alacritous Cogitation feat (Complete Mage 37) lets you
do it on the fly.

You can use Scribe Scroll to prepare utility spells such as
knock, detect secvet doors, rope trick, and gaseous form ahead of
time, leaving space for more offensive power.

The XP cost for scribing low-level spells is minimal, and the
flexibility it allows is well worth the price.




Wands of useful low-level spells, such as detect magic, feather
fall, and mage armor, are also handy.

ALTERNATIVE CLASS FEATURE: WIZARD OF
SUN AND MOON

You have attuned yourself to the motions of the cosmos.
The sun does more than mark off the day as it travels across
the sky.

It alters the magic you command and the spells available to
you.

When in the sun’s warm embrace, you can cast one set of
spells.

When you journey into the dark, or when the moon hangs
in the sky, you gain access to a second set of spells.

This alternative class feature does not give you more spells
to cast; it gives you more to prepare and choose from.
Level: 1st.

Replaces: If you select this alternative class feature, you do
not gain a familiar.

Benefit: You can designate one slot per spell level above o as
the union of sun and moon.

When you prepare your spells, you can prepare two spells
for one or more of these slots.

Designate one of the two as a spell of the moon and the
other as a spell of the sun.

You can cast the moon spell only if you are underground or
aboveground during the night, and you can cast the sun
spell only when you are aboveground during daylight
hours.

If you cast one of these paired spells, it takes effect
normally, but you no longer can use that spell slot to cast
the spell from the opposite environment.

For example, Mialee is a sth-level wizard with Intelligence
16.

She selects this class option and prepares her spells for the
day as follows.

In the list, a superscript M denotes a spell of the moon,
which can be cast only underground, or at night
aboveground, and a superscript S denotes a spell of the sun,
which can be cast only aboveground in daylight.
3rd—daylightM, displacement, suggestion

2nd—blur, mirvor imageM, scorching ray, Tasha’s hideous
laughterS

1st—animate ropeS, hypnotism, magic missile, magic weaponM,
sleep

o—acid splash, daze, read magic, resistance

If Mialee casts daylight while underground, she marks that
spell plus its environmentally opposite spell of the same
level (in this case, displacement) off her list of prepared
spells.

EXEMPLARS OF EVIL (3.5)

BLASPHEMOUS INCANTATION
(CLERIC)

Not all evil deities or fiendish powers are concerned with
undead.

Some grant their mortal servants the ability to channel
their unholy will in the form of a blasphemous incantation.
Class: Cleric.

Level: 1st (cleric).

Special Requirement: To select this class feature, you must
be evil.

If your alignment changes to something other than evil,
you lose access to this class feature until your alignment is
restored to evil.

Replaces: If you select this alternative class feature, you lose
the ability to rebuke undead.

Benefit: You can call upon your evil master to smite your
enemies.

All good creatures within 30 feet must succeed on
Fortitude saves (DC 10 + 1/2 your caster level + your Cha
modifier) or become sickened for a number of rounds equal
to your Charisma modifier (minimum 1 round).

You can utter a blasphemous incantation a number of times
per day equal to 3 + your Cha modifier.

If you have 5 or more ranks in Knowledge (religion), the
DC of the Fortitude save increases by 2.

Blasphemous incantation is a supernatural ability.

CELESTIAL SLAYER (RANGER)

Rangers specialize in hunting and defeating certain sorts of
foes.

Sometimes, a ranger’s choice of enemy—as well as his
single-minded pursuit of that enemy’s destruction—draws
the dread attention of evil entities from the Lower Planes.
The character becomes better able to resist and combat the
forces of good, at the expense of his soul.

Class: Ranger.

Level: 1st.

Special Requirement: To select this alternative class feature,
you must be evil.

If your alignment changes to something other than evil,
you lose access to this class feature until your alignment is
restored to evil.

Replaces: If you select this class feature, you do not gain
wild empathy, animal companion, or woodland stride.
Benefit: You gain spell resistance equal to 10 + your class
level against spells and spell-like effects that have the good
descriptor.

In addition, when you roll to confirm a critical hit against a
creature of the good subtype, you gain a +4 competence
bonus on the roll.

FAVORED OF THE FIENDS (FAVORED
SOUL)

Cultists of archdevils and demon princes are uncommon
and secretive, but they are a potent force for evil in the
world.

On occasion, when a servant proves his devotion to his vile
masters, he undergoes a profound transformation.

Class: Favored soul (Complete Divine page 6).

Level: 3rd.

Replaces: If you select this class feature, you do not gain the
Weapon Focus feat at 3rd level, nor do you gain the
Weapon Specialization feat at 12th level.

Benefit: Your nails lengthen into ragged claws and your
teeth extend into sharp fangs, dealing damage as indicated
on the following table.




Size Bite Damage Claw Damage
Fine 1 —
Diminutive 1d2 1

Tiny 1d3 1d2
Small 1d4 1d3
Medium 1d6 1d4
Larpe 1d8 1dé6
Huge 2da 1d8
Cargantuan idé 2de
Colossal 4de ide

Your claws are your primary natural weapons.

When you are not wielding a weapon, you can use your
claws when making an attack action.

When making a full attack, you can use both claws and
your bite.

When wielding a weapon, you can use the weapon as your
primary attack and your bite as a natural secondary attack.
In addition, if you have a free hand, you can also attack with
a claw as an extra natural secondary attack.

Your natural attacks count as if they were evil-aligned for
the purpose of overcoming damage reduction.

FEIGN DEATH (MONK, RANGER,
ROGUE)

A clever villain has many contingencies in place, so that if a
plan goes awry, he can beat a hasty retreat.

In exchange for some ability to evade damage, he can enter
a state that is indistinguishable from death.

Class: Monk, ranger, or rogue.

Level: 2nd (monk or rogue) or 9th (ranger).

Replaces: If you select this class feature, you do not gain the
evasion ability.

If your class would grant you improved evasion at a higher
level, you instead gain evasion.

Benefit: As an immediate action, you can enter a catatonic
state in which you appear to be dead.

While feigning death, you cannot see or feel anything, but
you retain the ability to smell, hear, and otherwise follow
what is going on around you.

While under the effect of this ability, you are immune to all
mind-affecting spells and abilities, poison, sleep, paralysis,
stunning, disease, ability drain, negative levels, and death
effects.

Attempts to resuscitate you, such as raise dead or
reincarnation, automatically fail, though resurrection and true
resurrection immediately end your feign death ability.

Spells and other effects that assess your current condition,
such as status and deathwaich, indicate that you are dead.
However, a character who succeeds on a Heal check (DC 15
+1/2 your level + your Con modifier) can discern that you
are actually alive.

You can remain in the catatonic state indefinitely, though
you still require food, water, and air.

Emerging from feigned death is a standard action.

INSPIRE HATRED (BARD)

Motivated by a desire to spread havoc and sow discord,
some villainous bards abandon the techniques that inspire
heroes to greatness.

Instead, they prey upon secret longings and buried
frustrations to awaken the hate that resides in mortal
hearts.

Class: Bard.

Level: oth.

Special Requirement: You must have 12 ranks in a Perform
skill to use this ability.

Replaces: If you select this class feature, you do not gain the
bardic music ability to inspire greatness.

Benefit: You can use music, poetics, or fiery oratory to
evoke hatred in a single living creature within 30 feet that
has an Intelligence score of 3 or higher.

For every three levels you attain beyond 9th, you can target
one additional creature with a single use of this ability (two
creatures at 12th level, three at 15th, four at 18th, and so
on).

To inspire hatred, you must sing, speak, or perform, and the
target must hear you.

The target is entitled to a Will save (DC 10 + 1/2 your bard
level + your Cha modifier) to resist this mind-affecting
ability.

The effect lasts for as long as the target hears you and for 5
additional rounds thereafter.

An affected creature develops an unreasoning hatred of
another creature that you indicate.

The affected creature attacks the object of its hate as
directed, to the exclusion of other opponents.

If the affected creature is attacked, it can defend itself as
normal, but as soon as possible, it resumes attacking the
object of its hate.

Creatures compelled to attack an ally can attempt a new
Will save each round to break free from this supernatural
effect.

INVISIBLE FIST (MONK)

Monks who follow the Path of the Invisible Fist learn to
harness their ki to conceal themselves from detection.
With further training, these monks learn to blink between
the Material Plane and the Ethereal Plane.

To gain this versatility, they sacrifice their ability to escape
unscathed from area effects.

Class: Monk.

Level: 2nd.

Replaces: If you select this class feature, you do not gain the
evasion ability, nor do you gain improved evasion at 9th
level.

Benefit: As an immediate action, you can become invisible
for 1 round.

You must wait 3 rounds before you can use this ability
again.

At gth level, as an immediate action, you can use blink, as
the spell, for a number of rounds equal to your Wisdom
modifier (minimum 1 round).

You must wait 3 rounds before you can use this ability
again.

Invisible fist is a supernatural ability.

MIMIC (ROGUE)

Many villains specialize in avoiding detection so that they
can work behind the scenes to achieve their nefarious
goals.




To this end, they spend a fair amount of time developing
techniques to mask their appearance, at the expense of
their normal training in foiling traps.

Class: Rogue.

Level: 1st, 3rd, 6th, 9th, 12th, 15th, and 18th.

Special Requirement: You must have a Charisma of 12 or
higher to select this alternative class feature.

Replaces: If you select this feature, you do not gain the
trapfinding ability.

Benefit: Once per day, you can use disguise self as a caster
whose level equals your class level.

At 3rd level and every three levels thereafter, you can
reduce your bonus on trap sense by 1 to gain an additional
use of mimic.

At your discretion, when using disguise self, you can spend
two uses of the spell-like ability to produce the effect as a
swift action rather than a standard action.

SPONTANEOUS AFFLICTION
(DRUID)

Druids who give up their rapport with most wild creatures
can call upon the assistance of nature’s smallest beings.
Such characters punish those who would despoil the
wilderness by infecting them with a mild illness.

Class: Druid.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
ability to spontaneously convert prepared spells into
summon nature’s ally spells.

Benefit: You can transform the stored energy of a spell you
have prepared and use it to weaken your enemies.

To use spontaneous affliction, you must spend a standard
action and sacrifice a prepared spell.

All humanoids within 30 feet of you must succeed on a
Fortitude save (DC 10 + 1/2 your class level + your Cha
modifier) or become sickened for a number of rounds equal
to the level of the spell sacrificed.

UNHOLY FURY (BARBARIAN)

When a barbarian taps into his buried anger, he unleashes
his wrath and turns into a brutal killing machine.

Although many barbarians learn to control this violence,
some exult in it, reveling in the slaughter they create.

Class: Barbarian.

Level: 1st.

Special Requirement: To select this alternative class feature,
you must be chaotic evil.

If your alignment changes to anything else, this ability
reverts to the standard rage ability until your alignment is
restored to chaotic evil.

Replaces: If you select this class feature, you do not gain the
barbarian’s standard fast movement ability.

Benefit: Once during a rage, you can unleash your unholy
fury to smite a nonchaotic evil creature.

You add your Charisma bonus to your attack roll and deal
an extra 1 point of damage per barbarian level.

If you accidentally use this ability against a creature that is
chaotic evil, the smite has no effect, but the ability is still
used up for the duration of your rage.

MAGIC OF INCARNUM
(3.5)

BARBARIAN

The duskling’s savage nature lends itself well to life as a
barbarian.

She channels incarnum to enhance her speed and defense,
relying on her race’s natural link to this mystical energy
rather than pure physical prowess.

Though not quite as tough as a typical barbarian, she makes
up for this with her ferocious determination and powers of
incarnum.

Hit Die: dxo.

REQUIREMENTS

To take a duskling barbarian substitution level, a character
must be a duskling about to take her 1st, 7th, or 11th level
of barbarian.

CLASS SKILLS

Duskling barbarian substitution levels grant the same class
skills as the standard barbarian class, plus Knowledge (the
planes).

Skill Points at Each Level: 4 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the duskling barbarian
racial substitution levels.

Incarnum Speed (Su): A duskling barbarian can channel
incarnum to dramatically improve her land speed and her
ability to react to danger.

Every point of essentia invested in this class feature
increases the character’s base land speed by 10 feet, but only
while wearing medium, light, or no armor and not carrying
a heavy load.

This is an enhancement bonus, and thus does not stack
with a duskling’s racial ability to increase her speed.

A duskling barbarian also gains an insight bonus on
initiative checks equal to twice the invested essentia.

This benefit replaces a standard barbarian’s fast movement
class feature gained at 1st level.

Incarnum Defense (Su): At 7th level, a duskling barbarian
gains the ability to use incarnum to protect herself against
damage.

Investing a point of essentia in this class feature grants
damage reduction 1/—and 1 point of resistance to all types
of energy (acid, cold, electricity, fire, and sonic); every
additional point of essentia invested increases this damage
reduction and resistance to energy by 1.

This benefit replaces a standard barbarian’s damage
reduction class feature gained at 7th level.

A duskling barbarian who selects this substitution level
never gains damage reduction from her barbarian class
levels.

Incarnum Rage (Su): Beginning at 11th level, when a
duskling barbarian enters a rage, she gains 2 points of
essentia.

This essentia disappears when the rage ends.

This benefit replaces a standard barbarian’s greater rage
class feature gained at 11th level.

If a duskling barbarian would later gain the mighty rage
class feature, she instead gains greater rage.




TaBLE 3=6: DuskLING BarRBARIAN RACIAL SUBSTITUTION
LEVELS
Base
Attack Fort Ref Wil
Level Bonus Save Save Save Special
1st +1 +2  +0  +0  llliteracy, rage 1/day,
INCAFTILIMm EFE‘EI:'
Incarnum defense
Incarnum rage

7th  +7/+2 45 42 +2
Nth #11/46/41 47 43 43

CLERIC

An azurin cleric dedicates herself not only to a deity or
pantheon, but also to the power of incarnum.

Just as most azurins cleave to polarized alignments, azurin
clerics take extreme positions on morals and ethics.
Azurin clerics prefer to battle foes opposed to their
alignment, and work best with other incarnum-wielding
characters.

Hit Die: d8.

REQUIREMENTS

To take an azurin cleric substitution level, a character must
be an azurin about to take her 1st, 4th, or oth level of cleric.
CLASS SKILLS

Azurin cleric substitution levels grant the same class skills
as the standard cleric class, plus Knowledge (the planes).
Skill Points at Each Level: 2 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the azurin cleric racial
substitution levels.

Chaotic, Bvil, Good, and Lawful Spells: An azurin cleric
who selects any azurin cleric substitution level loses the
ability to cast any spells of an alignment that doesn’t match
her own.

For example, a chaotic good azurin cleric can’t cast evil or
lawful spells.

This restriction replaces the standard cleric restriction
regarding what alignment of spells the cleric can cast.
Channel Incarnum (Su): An azurin cleric channels
incarnum rather than mere positive or negative energy.
Once per round as a free action, an azurin cleric can grant
herself bonus essentia equal to her Charisma bonus or one-
half her cleric level (whichever is lower), minimum 1.

This essentia lasts for 1 round.

The character can use this ability a number of times per day
equal to 3 + her Charisma modifier.

This benefit replaces a standard cleric’s ability to turn or
rebuke undead gained at 1st level.

An azurin cleric can use this ability in place of turn or
rebuke undead to qualify for any divine feat, and can spend

TagLe 3-5: AZuRIN CLERIC RACIAL SUBSTITUTION LEVELS

Base
Attack Fort Ref will
Level Bonus Save Save Save Special
1st +0 +2 +0 +2
4th +3 +4 +1 +4

9th +6/+1 +6 +3 +6

Channel incarnum
Soultouched weapon
Distribute incarnum

daily uses of this feat to power divine feats as if they were
daily uses of turn or rebuke undead (though doing so
requires a standard action rather than a free action unless
the feat states otherwise).

Soultouched Weapon (Su): Beginning at 4th level, an
azurin cleric can use incarnum to imbue her weapon with
the power of her soul’s convictions.

This requires a move action and grants a single held melee
weapon an alignment for the purpose of overcoming
damage reduction.

The alignment chosen must be part of the azurin cleric’s
alignment; for example, a chaotic good azurin cleric could
choose to make her weapon chaotic or good, but not lawful
or evil.

A neutral azurin cleric gains no benefit from this class
feature.

While this ability is in effect, an azurin cleric can also
invest essentia in the affected weapon.

The weapon gains an insight bonus equal to the invested
essentia on damage rolls against creatures whose alignment
includes a component opposed to the chosen alignment.
For example, a good weapon would deal an extra 1 point of
damage per point of invested essentia against evil creatures
(whether lawful evil, neutral evil, or chaotic evil).

The effects of this ability last for a number of rounds equal
to 3 + one-half her class level.

An azurin cleric can use this ability a number of times per
day equal to 3 + her Charisma modifier.

This benefit replaces the 2nd-level spell slot gained by a
standard cleric at 4th level.

From this point forward, the number of 2nd-level spell slots
possessed by an azurin cleric is reduced by one.

Distribute Incarnum (Su): A gth-level azurin cleric can
enhance the essentia pools of nearby allies by distributing
free-flowing incarnum in the environment.

This requires the cleric to sacrifice a cleric spell of 5th level
or higher (a standard action that does not provoke attacks
of opportunity) and grants all allies (including herself)
within 30 feet bonus essentia equal to the spell’s level.

All affected characters can immediately invest this essentia
without spending an action (though currently invested
essentia may not be shifted).

The essentia lasts until the end of the cleric’s next turn.

If an ally has no essentia pool, she can instead choose to
heal 1 hp of damage per point of essentia that would be
granted.

This applies equally to all living and undead creatures,
regardless of whether the cleric would normally
spontaneously cast cure or inflict spells.

This benefit replaces a standard cleric’s ability to
spontaneously cast cure or inflict spells of 5th level and
above.

Spellcasting

As standard cleric
See text

As standard cleric




INCARNATE

An aasimar incarnate sees himself as a representative of his
celestial forebears and a defender of his mortal kin.

More martially minded that most incarnates, an aasimar
who takes up this mantle is a stalwart champion of the
weak and downtrodden.

He embodies good as much as any creature (short of an
angel) can, which manifests itself in his method of shaping
and wielding incarnum.

An aasimar incarnate’s number of soulmelds, total essentia,
and chakra binds are as detailed on Table 2—2: The
Incarnate.

Hit Die: d8.

REQUIREMENTS

To take an aasimar incarnate substitution level, a character
must be a neutral good aasimar about to take his 1st, 3rd, or
7th level of incarnate.

CLASS SKILLS

Aasimar incarnate substitution levels grant the same class
skills as the standard incarnate class, plus Diplomacy.

Skill Points at Each Level: 2 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the aasimar incarnate
racial substitution levels.

Martial Weapon: An aasimar incarnate trains for combat
more rigorously than a traditional incarnate.

At 15t level, he can select any martial melee weapon and
gain the Martial Weapon Proficiency and Weapon Focus
feats with that weapon.

TaBLE 3—4: AasiMAR INCARMATE RACIAL SuBsTITUTION LEVELS

Base
Attack Fort Ref Wil
Level Bonus Save Save Save
st +0 +2 +0 +2
3rd #1 +3 +1 +3
ith +3 +5 +2 +5

Special

INCARNATE

A gnome incarnate is a righteous and cunning servant of
the cause of good.

Often dedicated to Garl Glittergold, the god of gnomes, a
gnome incarnate is a living testament to the traditions of
the race.

His link to the souls of gnomes past, present, and future
gives the gnome incarnate a special place of honor among
their people, which he holds quite sacred.

A gnome incarnate’s number of soulmelds, total essentia,
and chakra binds are as detailed on Table 2—2: The
Incarnate.

Hit Die: deé.

REQUIREMENTS

To take a gnome incarnate substitution level, a character
must be a neutral good gnome about to take his 1st, 2nd, or
7th level of incarnate.

CLASS SKILLS

Gnome incarnate substitution levels grant the same class
skills as the standard incarnate class, plus Hide.

Aura, detect opposition, martial weapon
Expanded soulmeld capacity +1, incarnum radiance 1/day
Share incarnum radiance

Aasimar incarnates tend to select the warhammer (since
this is the weapon created by the good incarnum weapon
soulmeld).

This benefit does not replace any incarnate class feature.
Incarnum Radiance (Su): An aasimar incarnate recognizes
that strong defense is not the only tool required against the
forces of evil—one must be able to strike true against the
foes of good.

In addition to the normal effect of the incarnum radiance,
while it is active the incarnate’s natural and weapon attacks
are treated as good-aligned for the purpose of overcoming
damage reduction.

If he has the incarnate weapon soulmeld shaped (see page
72), that weapon deals an extra 1dé6 points of damage to
creatures with the evil subtype while the incarnum
radiance is active.

An aasimar incarnate cannot grant his allies this additional
benefit with the share incarnum radiance class feature.
This benefit augments, but does not replace, the standard
incarnate’s incarnum radiance class feature.

Share Incarnum Radiance (Su): An aasimar incarnate,
despite his strong dedication to good, recognizes that not
all creatures have the moral fortitude to stand strongly
against evil.

Whenever he chooses to share the effect of his incarnum
radiance with nearby allies, he can grant its benefit to any
nonevil ally (rather than just any good ally).

He must make this choice at the time the radiance is
activated.

An aasimar incarnate cannot share the good alignment of
his attacks (see Incarnum Radiance, above) with allies.
This benefit augments, but does not replace, the standard
incarnate’s share incarnum radiance class feature.

Meldshaping

As standard incarnate
As standard incarnate
As standard incarnate

Gnome incarnates recognize the value in not being seen,
whether as part of an ambush or simply to evade an
enemy’s detection.

Skill Points at Each Level: 4 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the ghome incarnate
racial substitution levels.

Racial Defense (Su): A gnome incarnate serves on the front
line of defense for his village or town.

He relies on the knowledge of the souls within him to
guide him in battling his people’s most dangerous foes.

A gnome incarnate gains an insight bonus on damage rolls
made against kobolds, goblinoids, and giants equal to one-
half the number of soulmelds he has shaped.

If at least one other gnome ally is within 30 feet and visible
to the incarnate, this insight bonus instead equals the
number of soulmelds shaped.

This benefit replaces the standard incarnate’s detect
opposition class feature gained at 1st level.




Detect Thoughts (Sp): A gnome incarnate recognizes that
foreknowledge of an enemy’s plans makes the best tool for
battle.

As long as a soulmeld is bound to his crown chakra, he can
use detect thoughts once per day.

The save DC is equal to 12 + his Cha modifier, and his
caster level is equal to his meldshaper level.

This benefit does not replace any class feature.

Share Incarnum Radiance (Su): A ghome incarnate can
share some of his race’s natural talents with his allies.

TasLE 3-9: CNOME INCARNATE RACIAL SUBSTITUTION LEVELS

Base
Attack Fort Ref Wwill
Level Bonus Save Save Save Special
1st +0 +2 +0 +2
2nd +1 +3 +0 +3
Tth +3 +5 +2 +5

INCARNATE

Whereas most tieflings feel trapped between their mortal
and fiendish heritages, the tiefling incarnate has no
problem in balancing these two parts of herself.

Indeed, she embraces both her mortal soul and her infernal
blood.

Despite being a native outsider, she forges a strong bond
with her mortal heritage, as represented by her use of
incarnum.

At the same time, her fiendish nature is well displayed by
her incarnum-fueled abilities.

A tiefling incarnate’s number of soulmelds, total essentia,
and chakra binds are as detailed on Table 2—2: The
Incarnate.

Hit Die: deé.

REQUIREMENTS

To take a tiefling incarnate substitution level, a character
must be a neutral evil tiefling about to take her 1st, 3rd, or
7th level of incarnate.

CLASS SKILLS

Tiefling incarnate substitution levels grant the same class
skills as the standard incarnate class, plus Bluff and Hide.
Skill Points at Each Level: 4 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

TasLe 3-13: TIEFLING INCARNATE RACIAL SUBSTITUTION LEVELS

Base
Attack Fort Ref  Will
Level Bonus Save Save Save Special
1st +0 +2 +0 +2  Awra, detect opposition, see in darkness
3rd +1 +3 +1 +3
Tth +3 +5 +2 +5  Telepathy

MONK

A skarn monk takes his race’s dedication to “perfection of
form” to great extremes, tuning his body, mind, and soul to
extraordinary purity.

As part of this perfection, he learns to channel incarnum to
achieve various effects and also gains the ability to use his
arm spines with tremendous effectiveness.

Aura, racial defense
Chakra bind (crown), detect thoughts
Share incarnum radiance

Expanded soulmeld capacity +1, incarnurmn radiance 1/day

Whenever he shares his incarnum radiance with allies, his
allies gain a +4 dodge bonus to AC against giants, in
addition to the normal benefit of the incarnum radiance.
If the creature already has a racial trait that grants a dodge
bonus to AC against giants (such as a dwarf or gnome), this
bonus does not stack with that benefit—only the better
bonus applies.

This benefit augments, but does not replace, the standard
incarnate’s share incarnum radiance class feature.

Meldshaping

As standard incarnate
As standard incarnate
As standard incarnate

All of the following are features of the tiefling incarnate
racial substitution levels.

See in Darkness (Su): A tiefling incarnate’s natural
tendency toward living in shadow manifests itself as an
uncanny ability to see through such gloom.

If she has a shaped soulmeld that occupies her brow chakra,
she can see normally in magical darkness, such as that
created by a darkness spell.

This benefit does not replace any incarnate class feature.
Incarnum Radiance (Su): A tiefling incarnate’s incarnum
radiance class feature functions normally, with one
addition.

As long as the tiefling is not within an area of bright
illumination (that is, as long as she is in darkness or
shadowy illumination), she gains concealment (20% miss
chance), even against creatures able to see normally in such
conditions.

This benefit augments, but does not replace, a standard
incarnate’s incarnum radiance class feature.

Telepathy (Su): A tiefling incarnate can mingle the soul
energy of mortals with her fiendish mind to grant her the
ability to communicate telepathically with any other
creature within 100 feet that has a language (see page 316 of
the Monster Manual).

This ability only functions as long as a tiefling incarnate has
a soulmeld bound to her crown chakra.

This benefit replaces a standard incarnate’s share incarnum
radiance class feature gained at 7th level.

Meldshaping

As standard incarnate
As standard incarnate
As standard incarnate

Hit Die: d8.

REQUIREMENTS

To take a skarn monk substitution level, a character must be
a skarn about to take his 1st, 5th, or roth level of monk.
CLASS SKILLS

Skarn monk substitution levels grant the same class skills
as the standard monk class, plus Intimidate.




Skill Points at Each Level: 4 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the skarn monk racial
substitution levels.

Spine Strike (Ex): For all purposes related to monk class
features, a skarn monk can treat his arm-spine attack as if it
were an unarmed strike.

This includes using it as part of a flurry of blows, ki strike,
and the increased damage dealt by arm spines as the skarn
monk gains levels (1d8 at 4th level, 1d1o at 8th level, and so
forth).

This benefit replaces a standard monk’s unarmed strike
class feature gained at 1st level.

Defensive Insight (Su): As a skarn monk becomes more in
tune with the soul energy flowing through his body, he
learns to rely on this insight to aid his defense.

Beginning at 5th level, a skarn monk gains a +1 insight
bonus to AC for every point of essentia invested in this
class feature.

Insight bonuses to AC apply at all times, even against touch
attacks or when a skarn monk is flatfooted, immobilized, or
helpless.

Wearing armor, carrying a shield, or carrying a medium or
heavy load has no effect on this AC bonus.

A skarn monk gains 1 point of essentia at 5th level.

This benefit replaces a standard monk’s AC bonus gained at
sth level and improved every five levels thereafter.

(A skarn monk still adds his Wisdom bonus to his AC).
Shape Soulmeld (Su): A skarn monk’s perfection of body
and soul is so strong that at 1oth level, he gains the ability
to shape a single soulmeld (as long as he has a Constitution
score of 11 or higher).

A skarn monk can shape this soulmeld each day, following
the normal rules for meldshaping (see page 49).

This soulmeld must be chosen from the soulborn class list.
A skarn monk’s meldshaper level is equal to one-half his
monk level.

The save DC (if any) for the soulmeld is equal to 10 +
invested essentia + his Wis modifier.

This benefit replaces a standard monk’s ki strike (lawful)
class feature gained at 1oth level.

Chakra Bind (Arms): A skarn monk can bind a soulmeld
(see above) to his arms chakra, following the normal rules
for chakra binds (see page 51).

TagLe 3-12: SkarN Monk RaciaL SussTiITUTION LEVELS
Base
Attack Fort Ref Wil
Level Bonus Save Save Save Special

Ist +0 +2 42 +2°  Bonus feat, flurry of
blows, spine strike
Sth +3 +4 +4 +4  Purity of body,
defensive insight
10th  +7/+2 +7 +7 +1  Slow fall 50 ft.,

shape soulmeld,
chakra bind (arrns)

RROGUE

A rilkan rogue is typically a silver-tongued trickster or
charlatan, or perhaps simply a charismatic daredevil.

She relies on personality and passion for adventure to win
the day.

Despite her considerable talents of interaction and
deception, though, she is quite capable of holding her own
in a fight—all the better to survive the anger of a deceived
merchant or a spurned suitor.

Hit Die: deé.

REQUIREMENTS

To take a rilkan rogue substitution level, a character must
be a rilkan about to take her 1st, 3rd, or 10th level of rogue.
CLASS SKILLS

Rilkan rogue substitution levels grant the same class skills
as the standard rogue class, plus Speak Language.

Skill Points at Each Level: 8 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the rilkan rogue racial
substitution levels.

Improved Flanking (Ex): A rilkan rogue who is flanking an
opponent gains a +4 bonus on attacks instead of a +2 bonus
on attacks.

Any other rilkans flanking the same opponent also benefit
from this improved bonus.

Other, nonrilkan characters flanking with the rilkan rogue
don’t gain this increased bonus.

This benefit replaces a standard rogue’s sneak attack ability
gained at 1st level.

Instead, a rilkan rogue gains sneak attack at 3rd level and
reduces the extra damage dice indicated by 1ds6.

Bardic Knowledge (Ex): A rilkan rogue picks up a lot of
stray knowledge while interacting with others.

Starting at 3rd level, she can make a special bardic
knowledge check with a bonus equal to her rogue level plus
her Intelligence modifier to see whether she knows some
relevant information about local notable people, legendary
items, or significant places.

This is otherwise identical to the bard’s class feature of the
same name (see page 28 of the Player's Handbook).

This benefit replaces the standard rogue’s trap sense class
feature gained at 3rd level.

A rilkan rogue who selects this substitution feature never
gains trap sense from her rogue levels.

Bonus Feat: At 3rd level, a rilkan rogue selects one of the
following feats as a bonus feat: Deceitful, Diligent,
Investigator, Negotiator, or Persuasive.

Fortunate Reflexes (Ex): A rilkan rogue enjoys living life on
the edge, taking risks that other rogues might avoid.
Beginning at 1oth level, a rilkan rogue can choose to reroll
any failed Reflex save.

The rogue must take the result of the reroll, even if it's
worse than the original roll.

If the original roll is a natural 1, the rilkan rogue can't use
this ability.

This benefit replaces the standard rogue’s special ability
gained at 1oth level.

Furthermore, a rilkan rogue forever forfeits the ability to
gain improved evasion as a rogue class feature.

(She can still gain improved evasion from some other
source).




TasLe 3-11: RiLkaN RocUE RACIAL SUBSTITUTION LEVELS
Base
Attack Fort Ref Wil

Level Bonus Save Save Save Special

1st +0 +0  +2 +0  Trapfinding,
improved flanking

3rd +2 +1 3 i1 Sneak attack +1d6,

bardic knowledge,
bonus feat

10th +742 +3 +7 +3 Fortunate reflexes

SOULBORN

A dwarf soulborn has a strong link to the souls of his
ancestors and gains special benefits from their knowledge.
Unlike most soulborns, the dwarf soulborn pays particular
homage to a deity—in this case, Moradin Soulforger, the
god of the dwarves.

Believing that incarnum is a precious gift from Moradin, a
dwarf soulborn prefers to wield the same weapon as his
deity and is rewarded for this choice.

A dwarf soulborn’s number of soulmelds, total essentia, and
chakra binds are as detailed on Table 2—3: The Soulborn.
Hit Die: dx2.

REQUIREMENTS

To take a dwarf soulborn substitution level, a character
must be a lawful good dwarf about to take his 1st, 3rd, or
oth level of soulborn.

CLASS SKILLS

Dwarf soulborn substitution levels grant the same class
skills as the standard soulborn class, plus Knowledge
(dungeoneering).

Dwarf soulborns display an uncanny ability to recognize
and identify the denizens and hazards encountered below
the surface of the world.

TasLe 3-7: DwarrF SouLeorN RaciaL SuesTiTuTioN LEVELS

Base
Attack Fort Ref will
Level Bonus Save Save Save Special
st 1 +2 +0 +0
Ird +3 +3 +1 +1
9th +9/+4 +6 +3 +3

SOULBORN

To those who do not recognize her special gift, an elf
soulborn might appear unnaturally tranquil and patient.
Her special contact with the souls of her people perpetually
reminds her of the value of a long-term outlook.

Even if she fails in her tasks, she knows that her soul will
inform those who come after her of what has come before.
As befits their heritage, they tend to be keen-eyed archers.
An elf soulborn’s number of soulmelds, total essentia, and
chakra binds are as detailed on Table 2—3: The Soulborn.
Hit Die: dxo.

REQUIREMENTS

To take an elf soulborn substitution level, a character must
be a chaotic good elf about to take her 1st, 2nd, or 7th level
of soulborn.

CLASS SKILLS

Aura, smite opposition 1/day
Stoneborn insight
Share incarnum defense 1/day

Skill Points at Each Level: 2 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the dwarf soulborn racial
substitution levels.

Smite Opposition (Su): A dwarf soulborn can deliver smite
attacks just as a normal soulborn.

However, if he delivers the smite with a warhammer, he
can increase the bonus on the attack roll by 1 (as if his
Charisma were 2 points higher).

This ability reflects his innate link to the Hammer of Souls
wielded by Moradin.

This effect augments, but does not replace, a standard
soulborn’s ability to smite opposition.

Stoneborn Insight: A dwarf soulborn’s channeling of
incarnum invests him with the insights of his ancestors,
both in matters of stoneworking and combat.

This ability takes the form of an insight bonus equal to the
number of soulmelds he has shaped on the following
checks and rolls.

* Appraise and Craft checks regarding stone or metal.

* Search checks related to his stonecunning racial trait (see
page 15 of the Player's Handbook).

* Damage rolls made against orcs, goblinoids, or giants.
This benefit replaces the standard soulborn’s bonus feat
gained at 3rd level.

Share Incarnum Defense (Su): Moradin recognizes that a
dwarf soulborn is one of the god’s champions in the world
and a faithful servant of the dwarf people.

As such, he is rewarded with greater ability to bolster his
dwarf allies.

A dwarf soulborn can share his incarnum defense with any
dwarf within 30 feet that he can see as a free action (rather
than by touch as a standard action).

This benefit augments, but does not replace, the standard
soulborn’s share incarnum defense class feature.

Meldshaping

As standard soulborn
As standard soulborn
As standard soulborn

Elf soulborn substitution levels grant the same class skills
as the standard soulborn class, plus Search and Spot.
Regardless of her other talents, an elf soulborn tends to
keep her powers of vision strong as a measure of respect for
her ancestors.

Skill Points at Each Level: 2 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the elf soulborn racial
substitution levels.

Smite Opposition (Su): An elf soulborn’s link to the master
archers of her race allows her to charge her bow attacks
with the power of incarnum.

She can deliver smite attacks just as a normal soulborn.
However, she can deliver this smite attack with either an
arrow fired from a bow or with a melee attack (unlike the
normal smite opposition attack, which can only be
delivered with a melee attack).




The foe to be smited must be within 30 feet of her to
deliver the smite attack by an arrow.

This effect augments, but does not replace, the standard
soulborn’s ability to smite opposition.

Incarnum Defense (Su): The incarnum that fuses to an elf
soulborn’s being changes her mind and body as well.
This manifests at 2nd level, when her eyes become solid
orbs of deep forest green, with no visible pupil or iris.
She gains immunity to enchantment (charm) effects.
This benefit augments, but does not replace, the standard
soulborn’s incarnum defense class feature.

TABLE 3-8 ELF SouLBORN RACIAL SUBSTITUTION LEVELS

Base
Attack Fort Ref will
Level Bonus Save Save Save Special
1st +1 +2 +0 +0
2nd +2 +3 +0 +0
7th 1-?l,f +2 +5 +2 +2

TOTEMIST

A halfling totemist is a bit of an outsider, even among her
own people.

She tends to avoid social interaction with other people,
preferring instead the quiet solitude of her spiritual link
with the souls of the beast world.

When she or her people are threatened, however, she
becomes a fierce defender.

Though not as physically tough as a typical totemist, the
halfling is more athletic and agile than others of her class.
A half ling totemist’s number of soulmelds, total essentia,
and chakra binds are as detailed on Table 2—4: The
Totemist.

Hit Die: deé.

REQUIREMENTS

To take a half ling totemist substitution level, a character
must be a half ling about to take her 1st, 3rd, or 8th level of
totemist.

CLASS SKILLS

Halfling totemist substitution levels grant the same class
skills as the standard totemist class, plus Climb, Hide,
Jump, and Move Silently.

A typical half ling totemist is athletic and stealthy, much
like the beasts whose powers she shares.

Skill Points at Each Level: 4 + Int modifier (or four times
this number as a beginning character).

CLASS FEATURES

All of the following are features of the halfling totemist
racial substitution levels.

TasLe 3-10: HaLFLing ToTEMIST RaciaL SuesTITuTION LEVELS

Base
Attack Fort Ref will
Level Bonus Save  Save  Save Special
15l +0 +2 +2 +0
3rd +2 +3 3 +1 Wild vigor

th +6/+1 +6 +6 +2

Aura, smite opposition 1/day
Incarnum defense
Vigilance of the ancestors

\wild empalh}l, illiteracy, fuw-|ighl vision

Fast movement

Vigilance of the Ancestors (Ex): As a side effect of
channeling incarnum, an elf soulborn benefits from the
inherent vigilance of her people.

The range of her low-light vision improves to triple normal
human sight.

Whenever a soulmeld occupies an elf soulborn’s brow
chakra, she gains improved visual acuity.

She gains an insight bonus on Search and Spot checks
equal to twice the invested essentia.

If a soulmeld is actually bound to her brow chakra, the
range increment of any bow she uses increases by one-half.
This benefit replaces the standard soulborn’s bonus feat
gained at 7th level.

Meldshaping

As standard soulborn
As standard soulborn
As standard soulborn

Low-Light Vision (Su): A halfling totemist manifests some
of the physical nature of the wild beasts whose souls she
channels.

As long as any soulmeld occupies her brow chakra, she
gains low-light vision, enabling her to see twice as far as a
human in starlight, moonlight, torchlight, and similar
conditions of shadowy illumination.

This benefit does not replace any class feature.

Wild Vigor (Su): A half ling totemist draws on the power of
nature to gain minor physical benefits, depending on the
soulmelds that she has shaped.

If she has a soulmeld occupying her arms chakra, she gains
a +2 competence bonus on Swim checks.

If she has a soulmeld occupying her feet chakra, she gains a
+2 competence bonus on Jump checks.

If she has a soulmeld occupying her hands chakra, she
gains a +2 competence bonus on Climb checks.

This benefit replaces the standard totemist’s totem’s
protection class feature gained at 3rd level.

Fast Movement (Ex): Like the beasts of the world, a halfling
totemist can dart quickly across the battlefield.

Her land speed is faster than the normal for her race by 10
feet.

This benefit applies only when she is wearing no armor or
light armor and carrying no more than a light load.

This is otherwise identical to the barbarian’s fast movement
class feature (see page 25 of the Player's Handbook).

This benefit replaces a standard totemist’s ability to rebind a
totem soulmeld gained at 8th level.

A halfling totemist instead gains that class feature at 12th
level, and thereafter the number of times per day she can
use that ability is reduced by one.

Meldshaping

As standard totemist
As standard totemist
As standard totemist




MASTERS OF THE WILD
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INTIMIDATION RULES
(BARBARIAN)

It's an unfortunate fact that the barbarian, regardless of his
might, can still fail to intimidate foes who are cowed by the
stylish bard or the magnetic sorcerer.

The two optional rules presented here are designed to make
the barbarian a bit more frightening.

These rules work whether the barbarian is raging or not,
though rage does increase their effectiveness.

Raging Intimidation: A raging barbarian gains a +4 bonus to
both his Strength and his Constitution scores.

This variant also grants him a +4 morale bonus on his
Intimidate checks.

After all, when a barbarian begins to scream and froth at the
mouth, just about anyone is a little more likely to do what
he says.

Intimidation through Strength: Sometimes it’s appropriate
to change the key ability score of a particular skill.

While Intimidation is usually a function of Charisma, this
rule allows the barbarian to apply his Strength modifier
rather than his Charisma modifier to Intimidate checks.
This assumes, of course, that he accompanies such attempts
with appropriate displays of might, such as breaking objects
or showing off impressive muscles.

A barbarian who is raging is even better at intimidation
because of his increased Strength score.

URBAN RANGER (RANGER)

The Player's Handbook describes rangers as forest denizens
who can use the natural camouflage of the woods to
advantage.

Soveliss, girded in his tree-trunk-brown studded leather, is
ready at a moment's notice to disappear among the trees.
This is a fine lifestyle for the majority of rangers, but some
prefer to stalk foes through other terrain.

The urban ranger is the king of the streets, capable of
tracking a foe through a marketplace or across a castle
parapet.

To play an urban ranger, use the rules from the ranger class
description in Chapter 3 of the Player's Handbook.

Every rule mentioned there also applies to an urban ranger.
With your DM's permission, however, you can adopt a few
modifications designed to make your character more
effective in the unorthodox urban terrain.

* Make the following class skill switches: Animal Empathy
for Gather Information and Knowledge (nature) for
Knowledge (local).

Saying goodbye to an exclusive class skill is hard, but you
need as many ranks in Gather Information and Knowledge
(local) as you can get.

* Trade the Track feat for the Shadow feat (see Chapter 2).
This gives you an edge in following someone through city
streets.

Also, you might want to adopt the special use of the Hide
skill called Tail Someone, as described in Chapter 2.

* Take an organization or culture rather than a creature type
as a favored enemy.

For example, you might choose the Knights of the Hart,
which would allow you to use your favored enemy bonuses
against elves and humans who belong to that organization,
but not against other elves and humans.

Be sure to make such a choice in concert with your DM, or
you could end up with a favored enemy you never
encounter.

* Swap out a few ranger spells for bard spells of equal level.
Here are some trades to consider: detect snaves and pits for
detect secret doors, speak with animals for message, speak with
plants for detect thoughts, plant growth for phantom steed, and
tree stride for dimension door.

You might want to see if your DM would let you trade for
spells from different class lists as well, though you're
unlikely to get chain lighining out of the deal.

An urban ranger who wants to adopt a prestige class might
consider the watch detective, the foe hunter, or the
bloodhound (see Chapter 5).

All those focus on improving the ranger’s best attributes
without advancing the naturalistic aspect of the class.
Below are statistics for an urban ranger created with these
variant rules: the dwarven constable Sergeant Reginald
Fitz-Louis and his trusty mastiff, Baskerville.

VARIANT FAVORED ENEMY RULES

Some favored enemy choices have significantly less utility
than others—namely outsiders and those types that are
immune to critical hits.

The variant rules presented here make these choices more
appealing.

As with all variant rules, a player wishing to utilize these
must first get the DM’s consent.

Favoring Subtypes of Outsiders: In this variant, the ranger
can choose a subtype of outsider as a favored enemy.

The available options are air, chaotic, earth, evil, fire, good,
lawful, water, and no subtype.

A ranger who chooses chaotic outsiders, for example, gains
favored enemy bonuses against chaos beasts, demons,
djinn, ghaeles (a type of celestial), lillends, slaadi, and titans,
whereas one who chooses outsiders with no subtype gains
bonuses against aasimars, half-celestials, half-fiends, jann,
ravids, and tieflings.

When choosing among these options, consider your
ranger’s alignment and the conditions in which he
normally adventures.

Favoring Subraces of Your Own Race: A good or neutral
ranger cannot select his own race as a favored enemy, but
his enemies can, which is disconcerting.

In this variant, a ranger can select a subrace of his own race
as a favored enemy.

Generally, the DM should allow this only when it
corresponds to deep divisions within that race.

For example, a high elf could select drow, but not gray
elves.

Similarly, hill dwarves might select derro or duergar, but
not deep dwarves.

Half-orcs (especially if raised among humans) could choose
orcs.

This variant also allows the ranger to choose others of his
own race who come from a hostile country as a favored
enemy.




Defensive Favored Enemy Bonuses: A ranger using this
variant gains his favored enemy bonus on Hide and Move
Silently checks instead of on damage, Bluff checks, and
Sense Motive checks against a particular favored enemy.
Also, he can use his favored enemy bonus as a dodge bonus
as if using the Dodge feat.

(That is, each round he must designate one favored enemy
opponent against whom the AC bonus applies, and he gains
no bonus when flatfooted).

The ranger retains his other bonuses on Listen, Spot, and
Wilderness Lore checks.

Once you choose this option for a particular favored
enemy, you may not reverse the decision.

This variant is recommended for rangers who choose
constructs, elementals, oozes, plants, or undead as favored
enemies, though other members of the class may find it
useful as well.

WILD SHAPE UPDATE (DRUID)

“They tickle and itch, but you get used to feathers.

Never quite get used to the eggs, though.”

—The druid Kelliana of Blue Tribe

Wild shape is one of the druid’s most useful and flexible
class features.

The following version of this ability supersedes the one
presented in the Player's Handbook.

WILD SHAPE

At sth level, a druid gains the spell-like ability to turn
herself into a Small or Medium-size animal (but not a dire
animal or a legendary animal) and back again once per day.
The druid may adopt only one animal form per use of this
ability.

The creatures available as wild shape forms include some
giant animals (as described in Appendix I of the Monster
Manual) but not beasts, magical beasts, or anything with a
type other than animal.

The druid may use wild shape to become a dog or a giant
lizard, for example, but not an owlbear.

The form chosen must be that of an animal she is familiar
with.

For example, a druid who has never been outside a
temperate forest could not become a polar bear.

The druid can freely designate the new form'’s minor
physical qualities (such as fur, feather, or skin color and
texture) within the normal ranges for an animal of that
kind.

The new form’s significant physical qualities (such as
height, weight, and gender) are also under her control but
must fall within the norms for the animal’s species.

The druid is effectively disguised as an average member of
the new form’s species, gaining a +10 bonus on her Disguise
checks as long as she maintains the form.

This change of form never disorients the druid.

Upon changing to an animal form, she regains lost hit
points as if she had rested for a day, though this healing
does not restore temporary ability damage or provide any
other benefits of resting for a day, and changing back does
not heal her further.

If slain, the druid reverts to her original form, though she
remains dead.

When the change occurs, the druid’s equipment, if any,
melds into her new form and becomes nonfunctional.

Material components and focuses melded in this way
cannot be used to cast spells.

When the druid reverts to her true form, any objects
previously melded into the animal form reappear in the
same locations they previously were and are once again
functional.

Any new items the druid wore in animal form (such as a
saddle, rider, or halter) fall off and land at her feet; any that
she carried in a body part common to both forms (mouth,
hands, or the like) at the time of reversion are still held in
the same way.

The druid acquires the physical and natural abilities of the
creature whose form she has taken while retaining her own
mind.

Physical abilities include size as well as Strength, Dexterity,
and Constitution scores.

Natural abilities include armor, natural weapons (such as
claws, bite, or gore), sensory abilities (such as low-light
vision), and similar gross physical qualities (presence or
absence of wings or gills, number of extremities, and so
forth).

Natural abilities also include mundane movement
capabilities, such as walking, swimming, and flying with
wings.

The druid also gains all the racial bonuses and feats of the
animal form selected.

She does not gain any supernatural or spell-like abilities
(such as breath weapons or gaze attacks) of her new form,
but does gain all the form’s extraordinary abilities.

All these alterations last until the wild shape ends.

The druid’s new scores and faculties are average ones for
the species into which she has transformed.

She cannot, for example, turn herself into a wolf with a
Strength of 20.

Likewise, she cannot change into a bigger or more
powerful version of a creature (or a smaller or weaker
version).

The druid retains her own Intelligence, Wisdom, and
Charisma scores, level and classes, hit points (despite any
change in her Constitution score), alignment, base attack
bonus, and base save bonuses.

(New Strength, Dexterity, and Constitution scores may
affect final attack and save bonuses).

The druid also retains her own type (for example,
humanoid), extraordinary abilities, and spell-like abilities,
but not her supernatural abilities.

She loses her ability to speak while in animal form because
she is limited to the sounds that a normal, untrained animal
can make.

(The normal sound a wild parrot makes is a squawk, so
changing to this form does not permit speech).

Though the druid retains any spells she previously carried,
her new form may not permit her to use them.

Unless the chosen form is one with prehensile hands (such
as a monkey or an ape) or some other manipulative
appendage, the druid may not be able to manipulate
material components and focuses for spells—even if those
are not melded into her new form.

Likewise, her lack of a humanlike voice means she cannot
cast spells with verbal components or activate command
word items.

In the same manner, the lack of appropriate appendages
may prevent her from using manufactured weapons and
magic items.




If the usability of a particular spell or item is in doubt, the
DM makes the decision.

The druid can use this ability more times per day at 6th,
7th, 1oth, 14th, and 18th level, as noted on Table 3-8 in the
Player's Handbook.

In addition, she gains the ability to take the shape of a Large
animal at 8th level, a Tiny animal at 11th level, and a Huge
animal at 15th level.

At 12th level and beyond, she can take the form of a dire
animal.

At 16th level, the druid may use wild shape to change into a
Small, Medium-size, or Large elemental (air, earth, fire, or
water) once per day.

She gains all the elemental’s special attacks and special
qualities when she does so, regardless of ability type (that is,
she gains the supernatural and spell-like abilities of the
elemental as well as extraordinary ones).

She also gains the elemental’s feats and racial skill bonuses
for as long as she maintains the wild shape while retaining
her own creature type (humanoid in most cases).

At 18th level, she can assume elemental form three times
per day.

ORIENTAL ADVENTURES
(3.0

BARBARIAN

As described in the Player's Handbook, barbarians are
outsiders—and this is no less true in the lands of Oriental
Adventures.

Barbarian characters in Rokugan might include certain
Unicorn clan warriors, Yabanjin from the cold northern
steppes, Ujik-hai from the lands of the Burning Sands, or
nezumi “bushi”.

In other campaign settings, steppe nomads, jungle-
dwelling tribes, and wild korobokurus are all barbarians.
Whatever their origins, barbarians are likely to use strange
weapons, wear outlandish clothing and armor, speak
foreign languages, and fumble through the rigid and
ritualized formalities of “civilized” culture.

Adventures: As described in the Player’s Handbook,
adventuring is the best way for a barbarian character—
whatever his origin—to find a place in civilized society.
Though few barbarians will ever earn the recognition of a
daimyo or any kind of social status, with an adventuring
party a barbarian can feel like an equal among samurai and
shugenjas.

For some barbarians, that is enough; others quest after the
impossible, hoping by the greatness of their deeds to win a
place among the nobility.

Background: Barbarians, by definition, come from cultures
outside the centers of civilization.

Barbarian adventurers often find their way to the kingdoms
and empires because of hard times in their home lands,
such as famine or invasion.

In Rokugan, Unicorn clan barbarians may wander the
Empire simply because they love to travel, and find
themselves drawn into adventure after adventure along the
way.

Races: In Rokugan, humans of the Unicorn clan, humans
from foreign lands, and nezumi are the most likely races to
adopt the barbarian class.

In addition to these barbarian peoples, goblins and ogres of
the Shadowlands may be barbarians.

In other campaign settings, korobokurus are often
barbarians, while most other barbarians are human.

Other Classes: In Rokugan, Unicorn clan barbarians
consider themselves to be samurai, and view themselves
with the same haughty pride that the samurai do, regarding
only shugenjas as near-equals.

Other barbarians, and all barbarians in other campaign
settings, either look up to the noble samurai and shugenjas,
or regard them as weaklings softened by the comforts of
civilization.

Barbarians are most comfortable with rangers, who often
share their rough edges, or rogues.

Though most barbarian societies include sorcerers,
shamans, or adepts, barbarians generally mistrust shugenjas
and other spellcasters until they've proven themselves
worthy of trust.

Game Rule Information: As described in the Player’s
Handbook.

In Rokugan, barbarians often wear armor and use weapons
and other equipment that is not native to the civilized
Empire.

Use the normal equipment tables in the Player's Handbook
for such gear.

FIGHTER

Fighters in Oriental Adventures are experienced soldiers,
bandit leaders, battle-hardened mercenaries, grasping
warlords—any trained warrior who, for reasons of personal
honor or lowly birth, does not live up to the high standards
of the samurai.

The code of bushido does not apply to ordinary fighters.
Ronin are fighters, as are many professional soldiers.

In Rokugan, even some clan samurai—particularly
Scorpions who have no use for bushido—are fighters as
well.

Adventures: Most fighters adventure for the sake of
acquiring power and wealth.

A few hope to follow the example of the famous Rokugani
ronin Ginawa (now Akodo Ginawa), who saved Emperor
Toturi during the Battle at Oblivion’s Gate and was
rewarded with an honored place among the clans.
Background: Ronins fall into two categories: “Clan ronins”
are members of the great clans who have fallen out of favor
with their lord.

The most common reason for this is somehow allowing the
lord to die—either in battle or under an assassin’s blade.
Clan ronins cling to the hope of regaining their lost honor.
“True ronins” have never belonged to one of the clans,
usually coming from a ronin family.

Other fighters in Rokugan include some Scorpion bushi,
who usually do not meet the alignment restriction of the
samurai class, and mercenaries, including many members
of the Yoritomo family.

Fighters in other campaign settings generally follow the
guidelines in the Player's Handbook.

Races: In Rokugan, humans are the most common fighters,
but nezumi and Shadowlands creatures can become
fighters as well.




A ratling fighter is unusually well trained for his species,
and may have studied with a Crab samurai, for example.

In other campaign settings, members of all races may be
fighters.

Most hengeyokai fighters are crabs, dogs, foxes, raccoon
dogs, or rats in their animal form, and they tend to be
tough, with a wild fighting style.

Korobokuru fighters represent the elite of their military
(most korobokurus are barbarians).

Spirit folk fighters come from a variety of backgrounds, like
humans.

Vanara fighters usually rely on speed over brute strength,
but they show tremendous bravery and loyalty in battle.
Other Classes: While honorable samurai in Rokugan might
look down upon ordinary fighters, fighters may share that
disdain.

Bushido is a crutch, some fighters believe, and they put little
faith in those whose lives are dictated by its constraints.
Fighters associate more often with rogues and sorcerers
than with samurai and shugenjas.

In other campaign settings, fighters recognize the need for
support in the realms of magic and stealth, and work well
with shamans, wu jen, rogues, and monks.

Game Rule Information: As described in the Player’s
Handbook, with the following addition.

Bonus Feats: Prone Attack and Superior Expertise (both
described in Chapter 4 of this book) are added to the list of
fighter bonus feats.

MONK

Monasteries where monk characters are trained in the
spiritual and martial arts are far more common in Oriental
Adventures than in the world described in the Player's
Handbook.

Adventures: Monk adventurers are common, since their
beliefs and lifestyle lend themselves to activity in the
world.

While some monks devote their time and energy to
training samurai in clan dojos, teaching the scriptures in
secluded monasteries, or striving to perfect themselves in
isolation, many others take their lessons and practice on the
road, finding promising students among the ranks of
adventurers and even ronin.

After all, who has more need of the teachings of
enlightenment than those who are on the front line of the
battle against darkness?

And what good is the perfection of discipline if it does not
hold up when tested in the real world?

Background: As described in the Player’s Handbook, monks
usually receive their training either in a monastery or
under the mentorship of an individual sensei.

People from all walks of life may find training in
monasteries—foundlings or orphans who are raised by the
monks, heimin or hinin peasants, samurai nobles, retired
generals, spirit folk and hengeyokai, and even the rare
ratling, korobokuru, or vanara all may dedicate their lives to
enlightenment and learn the spiritual and physical
disciplines of a monk.

Whatever their social or racial origin, monks devote their
whole loyalty to the path of enlightenment, claiming
kinship only with other monks, not with clan or family.
In the Celestial Order of Rokugan’s society, monks are
equal to the farmer heimins, whatever their birth.

The monks of Rokugan are vigilant champions of
enlightenment, opponents of the darkness—whether that
darkness is manifested in the Shadowlands or in simple
ignhorance.

Since the Battle of Oblivion’s Gate, the monks of Rokugan
have come to realize that their philosophy of withdrawal
from the world was not sufficient to protect the world from
darkness, and they have adopted a more aggressive strategy
of teaching the clans the truths of the Tao.

As a result, the ranks of the monks are swelling, and many
samurai and shugenjas are learning at least the basic
teachings of Shinsei.

Races: In Rokugan, most monks are human, and a large
number are drawn from the Dragon clan.

Nonhuman monks are extremely rare exceptions to the
general rule that monasteries are a human establishment.
In other campaign settings, the near-human races
(hengeyokai and spirit folk) are much more likely to adopt
the monk class than the more wild-natured korobokurus,
nezumi, or vanaras.

The nonhuman races do not have monasteries of their own,
but train and study in human communities or with a
human sensei.

Other Classes: In Rokugan, although monks tend to have
different goals and values than members of other classes,
they believe that they have an obligation to teach and work
among the broader population of the Empire.

They may sometimes approach the task with
condescension, but in general they recognize the
importance of nonmonks in defending Rokugan from the
evil that has nearly destroyed it in the past.

They teach them so that all the people of Rokugan might
become enlightened, the better to resist the darkness.

In other campaign settings, monks recognize their
interdependence on other characters and tend to cooperate
well with members of all other classes.

Game Rule Information: Except as noted below, monks in
Oriental Adventures conform to the rules given in the Player’s
Handbook.

Class Skills: Knowledge (religion) is a class skill for monks.
Weapon Proficiency: Monks are proficient with the
following weapons: butterfly sword, club, crossbow (light
or heavy), dagger, javelin, jitte, kama, nunchakuy,
quarterstaff, sai, shuriken, and tonfa.

Monks can use any of the following weapons with their
unarmed base attack bonus: butterfly sword, club, jitte,
kama, lajatang, nekode, nunchaku, quarterstaff, sai, three-
section staff, and tonfa.

Bonus Feats: At 1st, 2nd, and 6th level, a monk can sacrifice
a class ability (stunning attack at 1st, Deflect Arrows at 2nd,
or Improved Trip at 6th) in order to gain a different bonus
martial arts feat.

The monk can choose any feat listed on Table 6—1: Martial
Arts Feats, but she must meet all the prerequisites for the
feat she selects.

This bonus feat can help a monk qualify for mastery of a
martial arts style.

Multiclass Monks: Monks in Oriental Adventures can
multiclass and freely return to the monk class.

RANGER

Often called scouts or trackers, rangers in Oriental
Adventures are watriors with an uncanny connection to the




earth and an equally uncanny dedication to warfare against
achosen enemy.

The archetypal ranger in Rokugan is the Hiruma scout: a
Crab samurai who knows the Shadowlands like the back of
his hand and fights its evil denizens with unmatched skill
and ferocity.

Adventures: Rangers may be among the most
“adventurous” characters in Oriental Adventures, at least as
adventuring is generally understood in DUNGEONS &
DRAGONS.

Rangers are more likely than any other character to venture
into the wilderness for the express purpose of killing
monsters.

Also, they work with armies of samurai and warriors,
leading them through dangerous terrain and scouting out
enemy positions.

Background: Among the Crab clan of Rokugan, the skills of
rangers are taught in a formal school, which prides itself on
being an integral part of the Empire’s defense against the
Shadowlands.

Other rangers undergo more informal training, often under
the guidance of a mentor or parent.

Races: In Rokugan, rangers are most commonly found
among the Crab (particularly the Hiruma family and its
scout school), the Unicorn, and the nezumi.

In other campaign settings, nonhumans often make
excellent rangers, due to their close connection with the
natural and spirit worlds.

Hengeyokai rangers are often cats, cranes, foxes, hares,
monkeys, raccoon dogs, rats, or sparrows in their animal
form, and they use the concealment and natural abilities of
that form to their advantage in scouting and spying.
Korobokuru rangers are excellent trackers, and they feel a
close kinship with the nature spirits around their homes.
Spirit folk rangers are at home in natural surroundings and
bring a variety of special abilities to bear to increase their
effectiveness.

Vanara rangers use great stealth and agility to make
themselves effective scouts and deadly foes of their favored
enemies.

Other Classes: In Rokugan, most human rangers view
themselves as samurai, regarding other samurai as equals,
shugenjas nearly that well, and other classes as somewhere
far below their station.

All rangers tend to be pragmatic enough, however, to value
the contributions of any member of an adventuring party,
no matter their station, and cooperate as equals in an
adventuring party, even if social equality is out of the
question.

Game Rule Information: As described in the Player ‘s
Handbook.

Although rangers can fight with two weapons, few rangers
in Rokugan do so.

ROGUE

From lower-class street thieves and highway bandits to
scheming courtiers and nobles, rogues are common but
often nearly invisible in Oriental Adventures.

Some appear in far less roguish guises: as officials,
diplomats, and envoys (most such characters, however,
have the expert or aristocrat NPC classes).

Rogues in Oriental Adventures are no easier to categorize
than their standard counterparts, for they are at least as
varied in their skills, roles, and backgrounds.

Adventures: Rogues adventure for a wide variety of reasons,
but underlying them all is a common thread: Rogues
adventure because it serves their personal goals.

Whether those goals are as base as self-advancement and
power or as complex as a Scorpion’s web of loyalties, rogues’
own desires usually spur them into adventure.

Background: Most rogues are self-taught or learn their
skills under a shady mentor in a life on the street.

The schools of the Scorpion clan of Rokugan, however—
including the Bayushi samurai school and particularly the
secretive Shosuro school—specifically train their students
in rogue abilities, skills, and techniques.

Scorpion clan rogues, naturally, maintain a high degree of
loyalty to each other, while other rogues typically do not
trust other rogues any more than absolutely necessary.
Races: Scrounging nezumi are perhaps the quintessential
rogues of Rokugan.

Among humans, Scorpions and lower-class peasants and
outcasts are the most common rogues.

Rogues are common among the races of the Shadowlands
as well.

In other campaign settings, hengeyokai rogues range from
stealthy cat and rat burglars to brutish raccoon dog bandits.
Spirit folk rogues are typically those who feel alienated
from human society because of their spirit ancestry.

Vanara rogues are not usually criminally inclined, but their
limitless curiosity often gets them into trouble.

Other Classes: Rogues prefer to be in control of any given
situation.

At one extreme, this manifests as a desire to make their
own decisions and not be accountable to a leader figure.
Rogues with this philosophy work well with anyone who
does not try to boss them around.

At the other extreme are rogues who seek to manipulate
others to their own advantage.

Given that preference, these rogues are happy to work with
members of other classes—as long as those others can be
tricked or coerced into doing what the rogue wants them to
do.

Fanatical devotees of bushido, like most samurai, can be a
problem if they are too smart or strong-willed, and monks
with their rigid ways of thinking are difficult to manipulate
as well.

In general, rogues enjoy working with rangers, ronins, and
even barbarians.

Game Rule Information: As described in the Player s
Handbook, except as noted below.

Weapon and Armor Proficiency: Rogues are proficient with
the blowgun, crossbow (hand or light), dagger, punching
dagger, dart, kama, light mace, ninja-to, nunchaku,
composite shortbow, shortsword, tonfa, and wakizashi.
Medium-size rogues are also proficient with the club, heavy
crossbow, heavy mace, morningstar, and quarterstaff.

SORCERER

Sorcerers in Rokugan are arcane spellcasters who cast
nonelemental magic.

These sorcerers include the feared and reviled blood
sorcerers called maho-tsukai, as well as nezumi shamans




and outlanders such as Yabanjin and Ujik-hai (see the
barbarian class entry).

Like barbarians, most sorcerers are outsiders in Rokugan—
though maho-tsukai may try to pass as normal shugenjas.
In other campaign settings, sorcerers are virtually
indistinguishable from wu jen in the minds of most people.
Like the sorcerers described in the Player ‘s Handbook, many
sorcerers claim descent from dragons (the dragons
described in this book, not the dragons of the Monster
Manual).

Adventures: Most sorcerers adventure in order to acquire
greater magical power.

A blood sorcerer might search for scrolls penned by the
greatest maho-tsukai of history, the undead sorcerer
Tuchiban.

A nezumi or outlander sorcerer might adventure for the
same reason a barbarian character does: to fit in, either with
an adventuring party or in Rokugan’s broader society.
Alignment: Blood sorcerers are universally evil.

Other sorcerers tend toward chaos, and few sorcerers care
enough about others to be good.

Many sorcerers are true neutral.

Background: Like barbarians, sorcerers (even blood
sorcerers) are outsiders in Rokugan, where magic is
ritualized and controlled by the shugenjas.

Outlander and nezumi sorcerers usually feel that their
powers have chosen them, rather than the other way
around, and feel a burden and responsibility to use them
propetly.

Such characters are usually trained by older shamans and
sorcerers in their tribe or pack.

Blood sorcerers, on the other hand, seek out magical power
for power’s sake, and corrupt their souls and bodies to
acquire it.

They learn the rituals of their power from banned scrolls
and hidden texts, or even from the oni of the Shadowlands.
Races: Humans from foreign lands and nezumi are the
most likely of the common races to become sorcerers.
Blood sorcerers are always human, and they may come
from any clan—particularly the Phoenix and Unicorn.
Shadowlands creatures, including goblins and ogres, may
also be sorcerers.

Other Classes: By reputation, sorcerers are feared and
shunned by members of most other classes.

Most sorcerers don't mind at all—they use the fear and
respect of others to help them accomplish their own goals.
Occasionally, a sorcerer may chose to associate with others
and develop personal relationships with them.

Game Rule Information: As described in the Player ‘s
Handbook.

Sorcerers can use either the wizard/sorcerer spell list from
the Player's Handbook or the wu jen spell list in Chapter 7.
To cast the most powerful forms of maho (blood magic),
which relies on drawing blood to power spells, blood
sorcerers must adopt the maho-tsukai prestige class,
described in Chapter 12.

PLANAR HANDBOOK (3.5)

BARBARIAN

Barbarians who strike beyond their homeland sometimes
find that they go far indeed.

Barbarians have no trouble with the dangers, the miles, and
the wonders that traveling entails, and planar travel, while
more grand, offers a barbarian a chance to refine his
abilities with extraplanar enemies in mind.

Hit Die: dx2.

REQUIREMENTS

To take a barbarian planar substitution level, a character
must be about to take his 3rd, 7th, or 11th level of
barbarian.

CLASS SKILLS

Barbarian planar substitution levels have the class skills of
the standard barbarian class plus Knowledge (the planes)
(Int).

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the barbarian’s planar
substitution levels.

Portal Sense (Su): The barbarian’s raw instincts provide him
with a supernatural sense concerning portals, planar
breaches, and other passages between planes.

A barbarian who takes the 3rd-level planar substitution
level instantly becomes aware of any portal within 30 feet
of his location, even if such a portal is normally invisible.
In a sense, the barbarian seems to “sniff” out the portal.

If the barbarian spends a few rounds “sniffing” around
(taking a standard action each round to do so), he learns
additional information about the portal (the rounds spent
analyzing the portal need not be consecutive): Round 1:
Whether the portal is one-way or two-way.

Round 2: Any special circumstances governing the portal’s
use, such as knowing that it can be activated only at specific
times of the day (but not what those times are) or if a
special key or command word is needed to activate the
portal (but not what that key or command word is).

Round 3: A brief sense of the area the portal leads to;
essentially, the barbarian gains as much information as if he
were allowed to see the portal’s destination for 10 seconds,
without the benefit of any other sense or analysis.

This benefit replaces the trap sense class feature gained by a
standard barbarian at 3rd level.

From now on, whenever the barbarian gains a standard
barbarian level that grants an improvement to his trap
sense, he gains the indicated bonus minus 1 (trap sense +1
at 6th level, trap sense +2 at 9th level, and so on).

Planar Damage Reduction (Ex): The barbarian toughens his
body against injuries perpetrated by unnatural creatures.

A barbarian who takes the 7th-level planar substitution
level gains the ability to shrug off some additional amount
of injury from each blow or attack made by an outsider or
extraplanar creature.

Subtract 2 points from the damage the barbarian takes each
time he is dealt damage from a weapon or a natural attack
made by an outsider or extraplanar creature.

In effect, this benefit grants damage reduction 2/ against
the attacks of outsiders or extraplanar creatures.




This benefit replaces the damage reduction 1/~ gained by a
standard barbarian at 7th level.

From now on, whenever the barbarian gains a standard
barbarian level that grants an improvement to his damage
reduction, he gains the indicated amount minus 1 (1/- at
1oth level, 2/— at 13th level, and so on).

However, the planar damage reduction value stacks with
the barbarian’s damage reduction against attacks from
outsiders or extraplanar creatures.

For example, a 1oth-level barbarian would have damage
reduction 3/- against outsiders and extraplanar creatures,
but damage reduction 1/~ against all other creatures.
Menacing Rage (Su): The barbarian gains an especially
potent fury against unnatural creatures not native to the
Material Plane.

A barbarian who takes the 11th-level planar substitution
level generates an intangible aura of danger whenever he
rages.

This aura weakens hostile outsiders and creatures with the
extraplanar subtype within 20 feet.

Any outsider or extraplanar creature within that area must
attempt a Will save (DC 10 + 1/2 barbarian’s class level +
barbarian’s Con modifier).

Those who fail the saving throw take a —2 penalty on attack
rolls, checks, and saves against the barbarian for 24 hours.
This is a mind-affecting ability.

A creature that makes its initial save is not affected by that
same barbarian’s menacing rage for 24 hours.

This benefit replaces the greater rage class feature gained
by a standard barbarian at 11th level.

If the barbarian later qualifies for the mighty rage class
feature, he gains greater rage instead.

TasLe 2-1: BareariaN PLANAR SUBSTITUTION LEVELS

Base Fort Ref Wil
Level Attack Bonus Save Save Save Special
ird +3 +3 +1  +1 Portal sense
Tth  +7/+2 +5 42 +2  Planar damage
reduction
Mth  +11/+6/41 +1 43 +3  Menacing rage

BARD

Some hold that if one had the eyes to see, the world would
be revealed as a symphony of celestial music, each theme
playing out its part on the stage of reality.

For some bards, this intuition is true.

When they let the scales slip from their eyes, they see the
underlying overture of music that connects all levels of
reality.

With this knowledge, they gain some ability to add refrains
of their own choosing.

This fine-tuning bypasses spellcasting and directly affects
what others see as reality.

Hit Die: deé.

REQUIREMENTS

To take a bard planar substitution level, a character must be
about to take his 3rd, 6th, or 12th level of bard.

CLASS SKILLS

Bard planar substitution levels have the class skills of the
standard bard class.

Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES

All of the following are features of the bard’s planar
substitution levels.

Each benefit takes the place of one of the standard bardic
music abilities and costs one daily use of bardic music.
Planar Inspiration (Su): A bard of 3rd level or higher with 6
or more ranks in a Perform skill who selects this planar
substitution benefit can use his music or poetics to protect
his allies from the alignment traits of a plane.

The bard must perform for a full minute, spending a
standard action to concentrate on his performance each
round.

At the end of the performance, he makes a Perform check
(DC 15 for mild alignment traits, or DC 25 for strong
alignment traits).

The bard can’t take 10 on this check.

Success indicates that the bard and each ally within 30 feet
who heard the bard perform for the full minute don’t take
the normal penalty on checks made on planes whose
alignments differ from their own (see Alignment Traits,
page 149 of the Dungeon Master's Guide) for 24 hours.

This is a mind-affecting ability.

This benefit replaces the inspire competence bardic music
ability gained by a standard bard at 3rd level.

Portal Dissonance (Su): A bard of 6th level or higher with 9
or more ranks in a Perform skill who selects this planar
substitution benefit can use music or poetics to influence
intraplanar and extraplanar portals, moderate or severe
planar breaches, and other discrete passages between
planes (complete planar breaches cannot be affected).

The portal, breach, or other qualifying passage to be
affected must be centered within 6o feet.

The bard must know about the portal.

Each round of the performance, he attempts a DC 20
Perform check.

The bard can’t take 10 on this check.

Success indicates that the bard can redirect the portal
destination to the mouth of any other active portal or
breach he has personally traveled through in the past 30
days.

Redirection automatically fails if the portal chosen as the
temporary endpoint is no longer active.

Only creatures and objects are affected by redirection, not
traits (which leak through planar breaches).

Creatures that enter the portal from the bard’s side of the
portal, or creatures that would otherwise arrive at the bard’s
location through the portal, instead arrive at the endpoint
of another portal chosen by the bard this round.

The portal to which the bard redirects travelers continues
to connect to its original destination; if a redirected
creature attempts to go back through the bard-influenced
portal, it doesn’t return to the bard’s location, but instead to
that portal’s natural endpoint.

The bard may keep up the dissonance for 10 consecutive
rounds (this counts as one of the bard’s bardic music uses
per day).

This benefit replaces the suggestion bardic music ability
gained by a standard bard at 6th level.

If the bard later qualifies for the mass suggestion bardic
music ability, he gains the suggestion ability instead.

Planar Discordance (Su): A bard of 12th level or higher with
15 or more ranks in a Perform skill who selects this planar
substitution benefit can attempt to create a minor planar
breach (as the precipitate breach spell in Chapter 5).




The bard must perform for 1 full minute, spending a
standard action each round to concentrate on the
performance.

At the end of the performance, the minor breach comes
into existence with an onset time of 1d4 rounds, as
indicated by the precipitate breach spell description.

If the bard has further uses of his bardic music ability for
the day, he may attempt to exacerbate the breach further, as
described in the spell description.

This benefit replaces the song of freedom bardic music ability
gained by a standard bard at 12th level.

TasLe 2-2: BarD PLaMAR SuBSTITUTION LEVELS

Base Fort Ref Will
Level Attack Bonus Save Save Save Special
id +2 +1 43 +3  Planar inspiration
6th  +4 +2 45 45 Portal dissonance
12th +9/+4 +4 +8 +8 Planar discordance

CLERIC

Clerics who focus on the planes trade their ability to turn
undead for control over extraplanar creatures.

Outsiders view skilled planar clerics with awe or fear.

Hit Die: d8.

REQUIREMENTS

To take a cleric planar substitution level, a character must
be about to take his 4th, 7th, or 11th level of cleric.

CLASS SKILLS

Cleric planar substitution levels have the class skills of the
standard cleric class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the cleric’s planar
substitution levels.

Planar Dismissal (Su): By selecting this planar substitution
benefit at 4th level, a cleric trades away some of his power
over undead creatures to gain the ability to dismiss a
summoned extraplanar creature (such as a fiendish wolf
brought by a summon monster 11 spell) by channeling the
power of his faith through his holy (or unholy) symbol.

To attempt this, the cleric spends a turn/rebuke attempt
and makes a level check (1d20 + cleric level) against a DC of
11 + the caster level of the summoner.

If the summoning creature doesn’t have a caster level, use
its Hit Dice instead.

The cleric gets a +2 bonus on this check if the summoned
creature’s alignment has at least one component opposed to
his own (for instance, a lawful good cleric gets a +2 bonus if
the creature’s alignment includes either the chaotic or evil
component, while a lawful neutral cleric gains the bonus
only against chaotic summoned creatures).

Success indicates that the summoned creature is returned
to its home plane.

Each attempt affects only a single creature, chosen by the
cleric, that is within 6o feet and visible to the cleric.

A cleric can’t dismiss a summoned creature whose Hit Dice
exceed his caster level + his Cha modifier.

A cleric who selects this planar substitution benefit reduces
his cleric level by three for the purpose of turning undead.
For example, a 4th-level cleric with the planar dismissal
ability turns undead as a 1st-level cleric.

Planar Domain: A 7th-level cleric whose alignment is other
than neutral can give up the two domains that he gained as
a 1st-level cleric in exchange for a planar domain that
matches his alignment (see Table 2—3: Planar Domains).
The cleric need not worship a deity listed as one of the
typical deities for the domain.

A neutral cleric can't select a planar domain.

The cleric immediately loses the granted powers of his
exchanged domains.

Skills that were treated as class skills due to a granted power
are treated as cross-class skills for this and all future cleric
class levels (though the cleric doesn’t lose any skill ranks
for skill points already spent from previous levels).

He can no longer fill domain spell slots with domain spells
from the exchanged domains.

In return, the cleric gains a planar domain that matches his
alignment, gains its granted power, and from now on may
fill his domain spell slots with the spells appropriate to that
domain.

See Chapter s: Spells for more information on planar
domains.

TAaBLE 2—3: PLANAR DOMAINS

Domain Required Alignment
Abyss Chaotic evil
Arborea Chaotic good
Baator Lawful evil

Celestia Lawful good
Elysium Neutral good
Hades Neutral evil

Limbo Chaotic neutral
Mechanus Lawful neutral

Planar Banishment (Su): By selecting this planar
substitution benefit at 11th level, a cleric trades away his
ability to spontaneously cast cure or inflict spells of 6th level
or higher in order to gain the ability to banish extraplanar
creatures from his home plane.

The cleric can “lose” any prepared spell of 6th level or
higher that is not a domain spell in order to cast banishment.
(If the cleric loses a spell of 7th level or higher, calculate
the save DC as if the banishment spell had been heightened
to that level).

TaBLE 2—4: CLERIC PLANAR SUBSTITUTION LEVELS

Base Fort Ref Will
Level Attack Bonus Save Save Save Special
4th +3 +4 4] +4 Planar dismissal
Tth 45 +5 +2 +5 Planar domain
MNth +3/+3 +7 43  +7 Planar banishment

DRUID

The forces of nature, both subtle and grand, are
manifestations of a deeper reality, where cosmic spheres
revolve about each other in an awesome celestial dance.
That dance generates the energy behind the fury of a storm,
the brilliant sun, and even the vitality of life.

The druid who understands the ecological connections
between the seen and unseen is more capable, more




knowledgeable, and more tuned into the events that move
in all realms of existence.

Hit Die: d8.

REQUIREMENTS

To take a druid planar substitution level, a character must
be about to take his 4th, 9th, or 13th level of druid.
CLASS SKILLS

Druid planar substitution levels have the class skills of the
standard druid class plus Knowledge (the planes) (Int).
Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the druid’s planar
substitution levels.

Resist Extraplanar Might (Ex): A 4th-level druid who
selects this planar substitution benefit gains a +2 bonus on
saving throws against the spell-like abilities of outsiders.
This benefit replaces the resist nature’s lure class feature
gained by a standard druid at 4th level.

Planar Tolerance (Ex): A planar druid of 9th level or higher
becomes attuned to the nature of the planes she visits and
gains immunity to their natural planar effects.

Any effect that would be negated by the planar tolerance
spell (see page 103) is negated by this druid ability.

Unlike the spell, this ability affects only the druid herself.
This benefit replaces the immunity to venom class feature
gained by a standard druid at oth level.

Counter Summoning (Su): Some druids who walk the
planes come to believe that excessive summoning of
extraplanar creatures constitutes an abuse of the planes
themselves, and they learn to deal with this problem at the
source.

A planar druid of 13th level or higher can ready a standard
action to counter a summon monster spell or any spell-like
ability that summons an extraplanar creature.

This ability functions exactly as a counterspell using dispel
magic, except that the druid need not cast a spell to make
the attempt.

The druid must make a caster level check against a DC of 11
+the opponent’s caster level (if the opponent does not have
a caster level for its summoning ability, use its Hit Dice
instead).

Success indicates that the spell or spell-like ability is
countered.

This benefit replaces the a thousand faces class feature
gained by a standard druid at 13th level.

TapLe 2-5: DruID PLANAR SUBSTITUTION LEVELS

Base Fort Ref Wil
Level Attack Bonus Save Save Save Special
ath +3 +4  +1  +4 Resist extraplanar
might
| oth +6/+ +6 43 4B Planar tolerance
13th  +9/+4 +8 +4 +8 Counter

summaoning

FIGHTER

Planar travelers often have some fighting skill.

Those devoting a substantial amount of time and effort to
the pursuit of planar puissance gain additional powers and
tactics useful against planar foes.

Hit Die: dxo.

REQUIREMENTS

To take a fighter planar substitution level, a character must
be about to take his 4th, 8th, or 12th level of fighter.
CLASS SKILLS

Fighter planar substitution levels have the class skills of the
standard fighter class plus Knowledge (the planes).

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the fighter's planar
substitution levels.

Planar Study (Ex): At 4th level, a planar fighter learns the
secrets of combating foes encountered on the planes.

He gains a +2 bonus on all weapon damage rolls against
elementals, outsiders, and creatures that would have the
extraplanar subtype while on the Material Plane (such as a
fiendish dire wolf).

This benefit replaces the bonus feat gained by a standard
fighter at 4th level.

Align Puissance (Su): Once per day, for a number of rounds
equal to his fighter class level, a planar fighter of 8th level
or higher can use a standard action to align himself so that
any weapon he wields is aligned good, evil, lawful, or
chaotic, as he chooses.

A weapon that is aligned can overcome the damage
reduction of certain creatures, usually outsiders of the
opposite alignment.

This ability has no effect on a weapon that already has an
alignment, such as a holy sword.

It affects all other weapons wielded by the fighter, but not
his unarmed strikes or natural weapons.

The ability comes from the fighter, not the weapon, so if he
subsequently gives away or loses the weapon, it does not
remain aligned.

Likewise, while the fighter is under the effect of this ability,
any weapon he picks up acts as if aligned in the manner he
activated.

This benefit replaces the bonus feat gained by a standard
fighter at 8th level.

Aura of Stability (Su): As a standard action, a planar fighter
of 12th level or higher can activate a dimensional anchor
effect (see page 221 of the Player’s Handbook) on himself
with a duration of a number of rounds equal to his class
level.

In addition, anyone with whom he is grappling is likewise
affected by the dimensional anchor ability while they are
grappling.

Spell resistance applies, and the caster level of the ability
equals the fighter’s class level.

This benefit replaces the bonus feat gained by a standard
fighter at 12th level.

TasLE 2—6: FIGHTER PLANAR SUBSTITUTION LEVELS

Base Fort Ref Wil
Level Attack Bonus Save Save Save Special
dth  +4 +4 4] +1  Planar study
gth +&/+13 +6 42 +2  Align puissance

12th  +12/+7/+2 +8  +#4  +4  Aura of stability

MONK

Monks who travel the planes do so for a wide variety of
reasons, ranging from seeking to restore an ancient artifact
to their temple to a much more general quest for
enlightenment.




The magnificent diversity of the planes lead many monks
to adventure, and few return to quiet monastic study
without having spent at least some time exploring.

Living out a classic paradox, most find both more and less
than they anticipate.

Hit Die: d8.

REQUIREMENTS

To take a monk planar substitution level, a character must
be about to take her sth, 13th, or 16th level of monk.
CLASS SKILLS

Monk planar substitution levels have the class skills of the
standard monk class plus Knowledge (the planes) (Int).
Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are features of the monk’s planar
substitution levels.

TagLE 2-7: MonK PLANAR SUBSTITUTION LEVELS

Resistant Body (Ex): At sth level, a planar monk
successfully hardens her body against one type of energy
(acid, cold, electricity, fire, or sonic), gaining resistance s.
This benefit replaces the purity of body class feature gained
by a standard monk at sth level.

Axiomatic Soul (Ex): At 13th level, a planar monk gains
spell resistance equal to her class level +15.

This spell resistance applies only to effects generated by
chaotic outsiders.

This benefit replaces the diamond soul class feature gained
by a standard monk at 13th level.

Ki Strike (Su): At 16th level, a planar monk’s unarmed
attacks are treated as cold iron weapons for the purpose of
overcoming damage reduction.

This benefit replaces the ki strike (adamantine) class feature
gained by a standard monk at 16th level.

Base Fort  Ref Wil Flurry of Blows Unarmed  AC Unarmored
Level Attack Bonus Save Save Save Special Attack Bonus Damage Bonus Speed Bonus
Sth 43 e +4  +4  PResistant body +2/42 1d3 +1 +10 ft.
13th  +9/+4 +8 +8 +8  Axiomatic soul +9/+9/+9/+4 2de +2 +40 ft
16th  +12/+7/+2 +10 410 +10  Kistrike (cold iron), +12/+12/412f+7/+2  2d8 +3 +50 ft.
slow fall (80 ft.)
If the paladin is on a plane that is both good-aligned and
lawful-aligned (such as the Seven Mounting Heavens of
PALADIN Ee :

Dedicated to upholding law, promoting good, and serving
as an example for others in the name of their god, paladins
seem to live their lives as an effort to carry a tiny bit of their
deity’s plane wherever they go.

If they have done their jobs well, spending time on the
plane in question will be like coming home, and bringing
that same sense of beneficial transformation to other planes
will be a worthwhile challenge for a truly worthy
champion.

Better than members of any other class, paladins can be
agents who embody the tenets of an entire plane of
existence.

Alignment: Lawful good.

Hit Die: dxo.

REQUIREMENTS

To take a paladin planar substitution level, a character must
be about to take her 4th, 6th, or 1oth level of paladin.
CLASS SKILLS

Paladin planar substitution levels have the class skills of the
standard paladin class plus Knowledge (the planes) (Int).
Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the paladin’s planar
substitution levels.

Smite Evil Outsider (Su): A planar paladin of 4th level or
higher can attempt to smite an evil outsider with one
normal melee attack.

She adds her Charisma bonus (if any) to the damage dealt
by the attack.

In addition, the attack is treated as good-aligned for the
purpose of overcoming damage reduction.

If the paladin accidentally smites a creature that is not an
evil outsider, the smite has no effect, but the ability is still
used up.

A paladin may use this ability a number of times per day
equal to 1 + her Cha modifier (minimum 1).

Celestia), she also adds her Charisma bonus (if any) to the
attack roll.

A planar paladin can use smite evil and smite evil outsider
on the same attack, and the bonuses stack.

This benefit replaces the ability to turn undead gained by a
standard paladin at 4th level.

Celestial Mount: A paladin who chooses this planar
substitution benefit at 6th level may apply the celestial
template (see page 31 of the Monster Manual) to her special
mount.

The mount gains darkvision out to 60 feet, spell resistance
equal to its Hit Dice + 5 (maximum 25), and resistance to
acid, cold, and electricity 5 (or resistance 10 if it has 8 or
more Hit Dice).

If the mount has 4 or more Hit Dice, it also gains damage
reduction (5/magic for Hit Dice 4 to 11, or 10/magic for
Hit Dice 12 or more), and its natural weapons are treated as
magic weapons for the purpose of overcoming damage
reduction.

It also gains a smite evil attack, allowing it to deal extra
damage once per day equal to its Hit Dice (maximum +20)
with a single melee attack against an evil foe.

This benefit replaces the remove disease class feature gained
by a standard paladin at 6th level.

From now on, whenever the paladin gains a standard
paladin level that allows her to use remove disease more
frequently, she gains the indicated number of uses per
week minus 1 (1/week at gth level, 2/week at 12th level,
and so on).

Alignment Purity (Ex): A 10th-level paladin who chooses
this planar substitution benefit can ignore the penalty to
Intelligence-, Wisdom-, and/or Charisma-based checks that
she would normally take when on a plane that is chaotic- or
evil-aligned.

Her spirit and determination are so pure that she
effectively brings her own planar alignment traits wherever
she goes.




This ability only affects the paladin, not any other allies or
foes in her vicinity.

This benefit replaces the ability to smite evil three times
per day gained by a standard paladin at 1oth level.

From now on, whenever the paladin gains a standard
paladin level that allows her to smite evil more frequently,
she gains the indicated number of uses per day minus 1
(3/day at 15th level, 4/day at 20th level, and so on).

TaBLE 2—8: PALADIN PLANAR SUBSTITUTION LEVELS

Base Fort Ref Wil
Level Attack Bonus Save Save Save Special
dth  +4 +4 41 +1  Smite evil outsider
Gth +6/+1 +5 42 42 Celestial mount

10th  +10/+5 +7  +3  +3  Alignment purity

RANGER

Rangers from the Material Plane stalk and protect forests
and hills, and the same is true for rangers who live on other
planes.

Of course, they may be crystal forests and hills of flame, but
the deep personal connection and dedication remain
exactly the same.

Whatever the nature of a planar ranget’s chosen home, he is
as comfortable there as a noble is upon his throne.

He can sense trouble on the wind, glean details of recent
events from a single footprint, and know the habits of the
local flora and fauna the way a mother bear knows her cubs.
Hit Die: d8.

REQUIREMENTS

To take a ranger planar substitution level, a character must
be about to take her 4th, 8th, or 13th level of ranger.
CLASS SKILLS

Ranger planar substitution levels have the class skills of the
standard ranger class plus Knowledge (the planes) (Int).
Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES

All of the following are features of the ranger’s planar
substitution levels.

Planar Animal Companion (Ex): At 4th level, a planar
ranger can select a celestial or fiendish animal as his animal
companion.

Doing this reduces the ranger’s effective druid level by one.
For example, a 4th-level planar ranger (with an effective
druid level of 1st) can select an animal from the normal list
of potential companions.

When he reaches 8th level, that companion would gain the
bonus Hit Dice and other special abilities granted to the
animal companion of a 3rd-level druid.

He can’t select a celestial leopard or fiendish wolverine
until he reaches 1oth level (effective druid level 4th).
Unlike a typical animal companion, the planar animal
companion is a magical beast.

However, the ranger (and only the ranger) can still affect it
with his spells as if it were an animal.

To gain a celestial companion, a ranger must have a nonevil
alignment.

To gain a fiendish companion, a ranger must have a
nongood alignment.

If the ranger’s alignment changes to one that is ineligible
for the companion, the companion either turns on the

ranger or leaves at its earliest convenience, depending on
its natural tendencies.

Portal Intuition (Ex): At 8th level, a planar ranger becomes
an expert at tracking quarry across planes and through
various portals and breaches.

When examining a portal, the ranger may attempt to
determine to which plane the portal leads.

To do this, he must succeed on both a DC 20 Survival check
and a DC 20 Knowledge (the planes) check.

The ranger can also use this ability to determine whether or
not a planar breach occurred within 20 feet of a particular
spot within the last 24 hours.

To do this, he must succeed on a DC 20 Search check.

If the ranger determines that a breach did occur in the area,
he may then use this ability to ascertain where it led.

This benefit replaces the swift tracker class feature gained
by a standard ranger at 8th level.

Planar Tracking (Sp): Once per day, a ranger who chooses
this substitution benefit can use plane shift as a spell-like
ability (with a caster level equal to his class level) in order to
follow his quarry.

He must be tracking a favored enemy, and he must be at
the spot where the creature traveled from one plane to
another.

Unlike with the plane shift spell, the ranger has no chance
of deviation from the intended destination.

He and anyone he brings with him arrives in the exact spot
that his quarry did.

Spells that prevent planar travel (such as dimensional lock)
affect this ability as they would any casting of plane shift.
The ranger does not automatically pick up his quarry’s trail
when he arrives on the new plane.

He must use his Track feat to find the creature’s tracks and
pick up the hunt.

But he has the advantage of knowing that his target
definitely passed that way.

This benefit replaces the camouflage class feature gained by
a standard ranger at 13th level.

TaBLE 2—-9: RANGER PLANAR SUBSTITUTION LEVELS

Base Fert Ref Wil
Level Attack Bonus Save Save Save Special
dth +4 +a +4 +1  Planar animal
Eﬂmpaﬂlﬂﬂ
8th +8/+3 +6 +6 42  Portal intuition

13th  +13/+8/+3 +8 48 44  Planar tracking

ROGUE

The only thing more varied and unpredictable than a
rogue’s intentions are the infinite planes of reality.

No matter what a rogue wants to do, no matter what
treasure or information or experience she seeks, it can be
found somewhere on the planes.

A rogue who spends her life exploring the twisting realities
and the gossamer walls that separate them comes away with
a unique insight into the way the cosmos functions.

She may not have a scholar’s ability to understand it, nor a
poet’s skill to describe it, but the rogue has something
eminently more useful-—she knows the loopholes built
into the laws of reality and how to bend them ever so
slightly to her advantage.

Hit Die: deé.




REQUIREMENTS

To take a rogue planar substitution level, a character must
be about to take her 6th, 1oth, or 16th level of rogue.
CLASS SKILLS

Rogue planar substitution levels have the class skills of the
standard rogue class plus Knowledge (the planes) (Int).
Skill Points at Each Level: 8 + Int modifier.

CLASS FEATURES

All of the following are features of the rogue’s planar
substitution levels.

Breach Sense (Ex): A 6th-level planar rogue gains an
intuitive sense that alerts her of the imminent opening of a
nearby conduit between the planes.

She automatically detects the activation of any portal or the
opening of any planar breach within 30 feet of her, as well
as any spell or effect that crosses over or through the planes
(such as summon monster, teleport, or plane shift) used within
30 feet of her.

The rogue may immediately attempt a DC 25 Spot check to
pinpoint the exact location of the portal, breach, or effect,
as long as she has line of sight to it.

For example, a planar rogue would detect a demon
teleporting to a spot within 30 feet of her, and with a DC 25
Spot check could even pinpoint the precise location where
the demon appeared (though she would lose this precision
as soon as the demon moved).

This benefit replaces the improvement to the trap sense
class feature gained by a standard rogue at 6th level.

From now on, whenever the rogue gains a standard rogue
level that grants an improvement to her trap sense, she
gains the indicated bonus minus 1 (trap sense +2 at 9th
level, trap sense +3 at 12th level, and so on).

Slip the Bonds (Su): A rogue who chooses this substitution
benefit at 1oth level knows how to slip momentarily into
the periphery of the plane she is on.

Once per day as a free action, she can turn ethereal for a
single round.

This benefit replaces the special ability gained by a standard
rogue at 1oth level.

Blink (Sp): By 16th level, a planar rogue’s understanding of
how to skirt the periphery of a plane is such that she can
use a blink effect on herself once per day.

This effect lasts for a number of rounds equal to 1/2 her
rogue level (rounded down).

This benefit replaces the special ability gained by a standard
rogue at 16th level.

TasLe 2-10: Rocue PLANAR SUBSTITUTION LEVELS

Base Fort Ref Wil
Level Attack Bonus Save Save Save Special
6th +4 +2 +5 +2  Breach sense
10th  +7)+2 +3 +7 +3 Slip the bonds

16th +12/+7/+2 +5 +#100 +5  Blink

SORCERER

Though many claim a sorcerer’s power derives from
draconic heritage, a few sorcerers believe that their arcane
prowess comes from an even purer source—the planes
themselves.

It isn’t uncommon to see sorcerers traveling the multiverse
in search of support for this belief.

Unlike other spellcasters, the sorcerer has a limited ability
to customize his talents for planar adventuring.

With a small list of spells known, the sorcerer who wishes
to adapt to life on the planes must choose his tools wisely.
Even so, the wide variety of challenges awaiting the planar
sorcerer demands a slightly more adaptable approach to
spellcasting.

Hit Die: d4.

REQUIREMENTS

To take a sorcerer planar substitution level, a character
must be about to take her s5th, gth, or 13th level of sorcerer.
CLASS SKILLS

Sorcerer planar substitution levels have the class skills of
the standard sorcerer class plus Knowledge (the planes)
(Int).

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the sorcerer’s planar
substitution levels.

Force-Charged Energy (Su): At sth level, a planar sorcerer
can lace his spells with pure force, the better to affect the
various energy-resistant elementals and outsiders he faces.
At the sorcerer’s option, half of the energy damage dealt by
a spell he casts is replaced by force damage.

This effect can be applied to any spell that deals acid, cold,
electricity, fire, or sonic damage.

The maximum spell level to which a planar sorcerer can
apply this effect is one lower than the highest level of
sorcerer spell that he can cast.

For instance, a sth-level planar sorcerer can apply this
effect to o-level and 1st-level sorcerer spells, while an 18th-
level planar sorcerer can apply it to spells of up to 8th level.
This benefit replaces the ability to learn a new 2nd-level
spell gained by a standard sorcerer at sth level.

From now on, the sorcerer’s number of 2nd-level spells
known at any class level is one less than the value shown on
Table 317, page 54 of the Player's Handbook.

Extraplanar Spell Penetration (Ex): A gth-level planar
sorcerer can imbue his spells with the ability to penetrate
the spell resistance of extraplanar creatures more readily.
Three times per day, for 1 round each time, the sorcerer can
add his Charisma bonus to all his caster level checks made
to overcome the spell resistance of extraplanar creatures.
This benefit replaces the ability to learn a new 4th-level
spell gained by a standard sorcerer at 9th level.

From now on, the sorcerer’s number of 4th-level spells
known at any class level is one less than the value shown on
Table 317, page 54 of the Player's Handbook.

Spontaneous Planar Summoning (Su): A 13th-level planar
sorcerer learns to summon extraplanar creatures
spontaneously.

When he chooses this planar substitution benefit, a
sorcerer selects one of the following categories: elementals
(creatures of the elemental type), celestial creatures
(creatures with the celestial template), or fiendish creatures
(creatures with the fiendish template).

He can use any spell slot to spontaneously cast a summon
monster spell of the same level, but he can use that spell to
summon only creatures of the selected category.

For example, a 13th-level sorcerer who chose elementals
could use one of his 6th-level spell slots to cast summon
monster V1.




He could use that spell to summon a single Large
elemental, or 1d3 Medium elementals (from the sth-level
summoning list).

He could not use the spell to summon creatures that
weren't elementals.

This benefit replaces the ability to learn a new 6th-level
spell gained by a standard sorcerer at 13th level.

From now on, the sorcerer’s number of 6th-level spells
known at any class level is one less than the value shown on
Table 317, page 54 of the Player's Handbook.

TaBLe 2-11: SORCERER PLANAR SUBSTITUTION LEVELS

Base Fort Ref Wil
Level Attack Bonus Save Save Save Special
Sth +2 +1 41 +4 Force-charged
energy
ath +4 #3 +3  +6 Extraplanar spell
penetration
13th  +6/+1 +4 +4 +B Spontaneous

planar summoning

WIZARD

While other spellcasters may have a vested interest in a
particular planar viewpoint, the wizard prefers a more open
policy toward the planes.

To a wizard, the planes represent knowledge and power,
and the wizard who can learn the secrets of the planes
without regard to those planes’ alignments or other traits is
a true master of magic.

More so than many other classes, the wizard already has the
ability to customize her abilities with an eye to the planes,
simply through the spells she learns and prepares each day.
1f a wizard learns plane shift and planar tolerance, then the
caster is self-customized to adventure on the planes.

But the planar wizard goes a step beyond this adaptation,
learning to channel the pure power of the planes
themselves in her spells.

Hit Die: d4.

REQUIREMENTS

To take a wizard planar substitution level, a character must
be about to take her 6th, 1oth, or 14th level of wizard.
CLASS SKILLS

Wizard planar substitution levels have the class skills of the
standard wizard class.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All of the following are features of the wizard’s planar
substitution levels.

Unimpeded Magic (Su): A 6th-level planar wizard learns to
overcome planar impediments to her spellcasting.

When casting a wizard spell that would normally be
impeded because of a plane’s magic traits (such as a fire
spell on the Elemental Plane of Water), the spell functions
normally without need for a Spellcraft check.

This benefit replaces the 3rd-level spell slot gained by a
standard wizard at 6th level.

From now on, the wizard can prepare one less 3rd-level
wizard spell than indicated on Table 3—18, page 55 of the
Player's Handbook.

Planar Spellcasting (Su): A 1oth-level planar wizard learns
to channel planar energy through her spells.

Upon gaining this ability, the wizard chooses to make her
spells anarchic (chaotic), axiomatic (lawful), celestial
(good), or fiendish (evil).

Her spells gain the indicated alignment descriptor.

The wizard can choose any of the four options, regardless of
her own alignment.

Against creatures of the opposed alignment, she gainsa +1
bonus on caster level checks made to overcome spell
resistance, and her spell save DCs are increased by 1.

If she casts a spell that normally has the same alignment
descriptor that she would apply, or whenever she casts a
spell on a plane with an alignment trait that matches the
alignment she chose, the bonuses increase to +2.

These effects apply only to the character’s wizard spells; any
spellcasting ability gained from another class functions
normally.

For example, the spells of a wizard choosing to cast fiendish
spells gain the evil descriptor.

She gains a +1 bonus on caster level checks to overcome the
spell resistance of good-aligned creatures, and good-aligned
creatures attempting to save against her spells do so against
a DC that is 1 higher than normal.

If she casts a spell that would normally be an evil spell
(such as contagion), or if she casts any spell on an evil-
aligned plane (such as the Abyss or the Nine Hells), these
values would increase by 2 instead of by 1.

This benefit replaces the bonus feat gained by a standard
wizard at 1oth level, as well as the two spells a standard
10th-level wizard learns for free.

Enhanced Magic (Su): A 14th-level planar wizard learns
how to channel the essence of a specific plane’s enhanced
magic trait through her spells.

Upon gaining this ability, the wizard must choose a specific
plane that she has visited (other than the Material Plane).
Three times per day, the wizard may spend a standard
action to channel that plane’s magical essence.

The next spell she casts (if cast within 1 minute) is
enhanced as if she were casting it on that plane, applying
any magic traits normal to that plane.

This ability doesn’t apply any other planar magic traits to
the wizard’s spells, such as wild magic or impeded magic.
For example, a planar wizard who chose to channel the
essence of the Elemental Plane of Fire would maximize and
enlarge the next spell she cast after activating this ability (as
if she had applied the Maximize Spell and Enlarge Spell
meta magic feats, but without adjusting the spell slot used),
as long as that spell has the fire descriptor.

This benefit replaces the 7th-level spell slot gained by a
standard wizard at 14th level.

From now on, the wizard can prepare one less 7th-level
wizard spell than indicated on Table 3-18, page 55 of the
Player's Handbook.

TaBLe 2=12: WizarD PLANAR SUBSTITUTION LEVELS

Base Fort Ref Will
Level Attack Bonus Save Save Save Special
6th +3 +2 42  +5 Unimpeded magic
10th +5 +3  +3  +7 Planar spellcasting
14th  +7/+2 +4 +4 49 Enhanced magic
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BARBARIAN

All stand in awe at the berserker fury you tap at will,
enhancing your strength and toughness at the expense of
reason.

But what do cultured people know of the frozen wastes or
hellish jungles that forged your earliest experiences?

The cruel vicissitudes of growing up “savage” were normal
to you.

When your older brother was lost on a bear hunt one day,
and your younger sister died of disease in the howling dark
late one night, how could you know that in other places,
they might not have had to die?

These and other experiences marked you, and you stand
apart from those born into the comforts of civilization.
Suggested Backgrounds (choose one): Gladiator, Mariner, Tribal
Origin.

Suggested Pevsonality Archetypes (choose one): Challenger,
Explorer, Mercenary, Orphan, Renegade, Savage, Seeker,
Simple Soul, Wanderer.

CHARACTER THEMES

One or both of the following character themes could apply
to you.

Fearless: You are made of stern stuff.

You're not foolish, but you're not afraid to test your mettle
and resourcefulness against any foe.

If you are told a foe is beyond your ability to defeat, you
need more evidence than merely the claim.

You do not boast, but make bold statements that echo your
experiences and resolve.

Once you are actually embroiled in a conflict, you prefer a
quick, urgent battle cry.

A battle cry is a yell intended to rally your allies while
putting fear into the hearts of enemies.

See the Barbarian Battlecries sidebar and create a few of
your own battlecries tailored to your experience.

“Fear cannot thwart my will.”

“I braved the deadly glacier's davkest, coldest crevasse [ /disease-
votted deep jungle] for three days—this trial cannot compare with
that feat.”

“If you fear to cross swords with the foe, pray for a quick death, for
you'll never find fulfillment in this life.”

“It is in hours such as these that heroes are born
“Fear breeds fear!”

Tattooed: Your flesh is scribed with one or more pictures or
symbols that signify your connection with the ancient
principles of your barbarian past.

One or more of the following tattoos adorn your body.
Arrowhead: You wear this simple pointed tattoo on your
forehead.

You believe that it lends you alertness in your dealings,
both in combat and in your perception of the lies others tell
you.

Most people are certainly distracted by it.

Bear: Across your chest is tattooed a mighty bear, whose
inexhaustible strength is your strength, and whose capacity
to keep fighting even when sorely wounded is a quality you
also possess.

”

Butterfly: This stylistically rendered winged thing is (you
claim) a butterfly, and you tell all who admire it that it
signifies everlasting life.

Circle: This tattooed open circle (or hoop) is the universal
symbol of wholeness, female power, and infinity.

If you are female, you have this emblem tattooed on your
forehead, and all who see it know that you are an avatar of
the feminine spirit.

Crossed Swords: The weapons you choose to wield say a lot
about you, but they gain greater significance when their
representations are tattooed upon your flesh.

Such tattoos are tokens of good luck, and as long as they are
visible, you know that you cannot suffer lasting defeat.
Demon: By tattooing a demonic image on your chest
(instead of a bear), you indicate to others that you have no
love for piety, show no mercy to your enemies, and don't
care the least bit for propriety.

Dragon Scales: Your cheeks are tattooed with radiant dragon
scales, which indicate the position of authority that was
yours prior to your leaving your savage land, or the
chiefdom that awaits you when you one day return to forge
a mighty barbarian horde.

Lightning: Jagged lines scribed down your lower jaw and
neck represent bolts of swift lightning, and you believe
their presence lends you swiftness of pace and possibly of
thought.

Mask: In lieu of other facial tattoos, you've chosen to cover
your face with a single tattoo representing a fierce animal
or monster, a hature spirit, or an ancestor.

Your tribal shaman convinced you that the application of
such a painful and encompassing (and disfiguring!) tattoo
would allow you to more easily contact the spirit world and
gain the power of the spirit or animal represented by the
mask.

Alternatively, you were shunned or cast out by your tribe.
The tattoo covering your face forever marks you as an
outcast to your tribe, unworthy to associate with the people
of your birth.

Naga: Instead of snakes spiraling up your arms, you have
tattooed human-headed nagas!

The nagas represent anarchy and indicate to others who
understand the symbol that you follow no law but your
own, civilization be damned.

Snake: Tattooed snakes coil around your upper arms, simple
but colorful.

Their heads point toward your head, imparting their
wisdom to you in spirit, if not in voice.

Spider: On the palm of one of your hands, hidden in normal
dealings with strangers, the tattoo of a night-dark spider
lurks with five of its legs extending up onto the undersides
of your fingers.

To you (and others familiar with the symbology), the spider
represents trickery and even death, though others might
say treachery instead of trickery.

When engaged in trickery (or treachery), it is your habit to
reveal your open palm to the victim of your trick (or
double-cross) as the nature of your action becomes
apparent to them.

Sun Rays: On the backs of your hands are tattooed the long
rays of the golden sun.

Just like you can count on the sun rising daily, people can
count on you, as this tattoo signifies.




Toad: You believe that this minor tattoo you wear on one
shoulder helps protect you from witchcraft, evil spells, and
demonic influences.

BERSERKER STRENGTH

The decision of when to rage is one of the toughest faced by
a barbarian.

Selecting the berserker strength class feature in place of
rage removes the need for this often complicated tactical
decision, replacing it with an automatically activated boost
to your combat prowess and durability.

In short, when the going gets tough, you get tougher.
Level: 1st.

Replaces: If you select this class feature, you do not gain
rage (or any later improvements to that class feature).
Benefit: Whenever your current hit point total is below 5 x
your barbarian level, your berserker strength automatically
activates.

You gain a +4 bonus to your Strength score, a +2 bonus on
saves, damage reduction 2/—, and a —2 penalty to your AC.
The damage reduction granted by berserker strength stacks
with any similar kind of damage reduction.

There is no limit to the number of times per day your
berserker strength can activate.

While berserker strength is active, you have the same
limitation on actions as a barbarian in rage (PH 25).

You cannot voluntarily end your berserker strength,
although you automatically drop out of it while
unconscious, helpless, or (most likely) when you receive
healing to bring your current hit points above the
threshold.

At 11th level (or if you would gain the greater rage class
feature from any class), your berserker strength improves
instead.

The bonus to your Strength score improves to +6, your
bonus on saves improves to +3, and you gain damage
reduction 3/~ (or your existing damage reduction of the
same kind improves by 3).

At 20th level (or if you would gain the mighty rage class
feature from any class), your berserker strength instead
improves again.

The bonus to your Strength score improves to +8, your
bonus on saves improves to +4, and you gain damage
reduction 4/— (or your existing damage reduction of the
same kind improves by 4).

Any effect that would normally apply only during your rage
applies whenever your berserker strength is active.
STARTING PACKAGES

Package 1: The Destroyer

Half-Orc Barbarian

Ability Scoves: Str 17, Dex 13, Con 14, Int 8, Wis 12, Cha 6.
Skills: Climb, Jump, Swim.

Feat: Power Attack.

Weapons: Greataxe (1d12/x3), five javelins (xd6, 30 ft.).
Armor: Scale mail (+4 AC).

Other Gear: Standard adventurer’s kit, 9 gp.

Package 2: The Hunter

Elf Bavbarian

Ability Scoves: Str 15, Dex 16, Con 10, Int 10, Wis 13, Cha 8.
Skills: Climb, Handle Animal, Listen, Survival.

Feat: Track.

Weapons: Battleaxe (1d8/x3), shortbow with 20 arrows
(1d6/19—20, 60 ft.).

Armor: Studded leather (+3 AC), heavy steel shield (+2 AC).
Other Gear: Standard adventurer’s kit, 1 gp.

Package 3: The Whirlwind

Human Barbarian

Ability Scoves: Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8.
Skills: Climb, Intimidate, Jump, Listen, Swim.

Feat: Two-Weapon Fighting, Weapon Focus (kukri).
Weapons: Two kukris (1d4/18—20), five javelins (1d6, 30 ft.).
Armor: Scale mail (+4 AC).

Other Gear: Standard adventurer's kit, 4 gp.

BARD

You roam the bright kingdoms and less savory regions of
the world alike, amassing lore, negotiating tricky deals,
scouting, gambling, spying, relaying messages, and telling
epic stories.

You work magic with your music, influencing the hearts
and minds of both friends and foes.

In the end, the best stories end up being about you.
Suggested Backgrounds (choose one): Artisan, Drifter, Mariner,
Noble Scion.

Suggested Pevsonality Archetypes (choose one): Agent, Daredevil,
Explorer, Innocent, Mercenary, Orphan, Rebel, Renegade,
Royalty, Trickster, Wanderer.

CHARACTER THEMES

One or more of the following character themes could apply
to you.

Military Historian: This character theme requires you to
have at least one rank in Knowledge (history).

You are a student of conflict, an expert on the subject of the
famous battles between prehistoric tribes, ancient
militaries, and modern armies between kings and
necromancers.

Now and then, you regale your friends with snippets of
these histories.

You find it all so interesting that you know everyone else
would feel the same way, if only they were exposed to the
sagas.

“We could learn something from the Battle of Rakdar, fought three
hundved years ago.

When the army of King Yria encountered an allied army of eight
kings at Rakdar, it was utterly decimated by the much lavger force.
King Yria learned the value of alliances then.”

“The Battle of Ceschremi sent ten thousand wavriors to their
graves, because reinforcements didn’t arrive when Emperor
Drezzar ordered.

Over the years, his genevals had taken the money meant to keep
reinforcements at the ready and instead bought fine mansions for
themselves in the countryside.

Those were later burned by the Ceschremi army, which advanced
unopposed.”

Negotiator: In some groups, your diplomatic skills will
exceed those of all your friends.

To be a good negotiator, you must be fair, but stern.

While the Diplomacy skill provides the mechanical
resolution of a scene, DMs enjoy hearing the gist of your
negotiating points as a precursor to attempting the skill
check.

Really, it’s all about the “spin”.

With the proper spin, even a three-day-dead orc can be
made to sound enticing.

For example, if you are attempting to explain to a city
official why your group was responsible for so much
destruction in a recent street altercation, you might say:




“Your honor, consider the devastation that would have otherwise
been wrought.

Consider the buildings unburnt, lives saved, and money still safely
in coffers precisely because of our actions!”

On the other hand, if you are trying to trade in an
unneeded magic weapon for some other trifle that you or a
friend would prefer, try:

“Your eyes miss nothing, madam, but of course you couldn’t know
that this blade was once the boyhood dagger of the playwright
Isheuan.

Indeed, his honeyed words ave a delight to all.

And this blade was grasped in that same hand that also takes so
ably to the pen.

Consider its value now!”

Riddlemaster: You absorb stories, but you collect riddles.

A good riddle is a treasure in itself, and “a thorough
knowledge of riddles keeps the intellect flexible and sharp”,
as you are fond of saying.

More than that, a knowledge of riddles can prove useful in
negotiations with certain enigmatic beasts, prideful kings,
or any foe whose conceit compels it to agree to test of
riddles to resolve a dispute.

Every bard knows at least a few riddles.

Beyond these beginning few, you are constantly on the
lookout for more, whether through research in dusty
tomes, or by riddling with strangers and friends, ally or foe,
even when there is nothing at stake.

In this way, you are able to collect ever more riddles for
your growing repertoire.

You are also adroit at creating your own riddles.

How To Write A Riddle: Use three rules when writing a
riddle.

1) Pick an word or phrase as the answer to your riddle.

2) Turn the word or phrase over and over in your head, free-
associating and making note of any unusual or off-the-wall
idea that comes to mind.

3) Come up with clues about these ideas you've just
generated.

Put it all together, tidy it up, and you might have just
created a riddle that will last the ages.

Spy: Even if you don’t have a commission, you can play up
the fact that you might be working under official
authority—after all, you've (supposedly) done so in the
past.

Purchase a leather-bound journal (in game), and keep
copious notes about all your surroundings, exploits, and the
doings of your acquaintances.

At some later point, your habits could reveal an important
clue that was missed earlier.

To prevent anyone else from gleaning the same
information, you keep this journal in a cipher.

Ciphers: A cipher is a way to record information in such a
way that it is obscured to those without special knowledge.
In most cases, this special knowledge is a key (for simple
ciphers) that provides the necessary insight for rearranging
letters into their proper order or otherwise rendering a
message legible.

If you end up actually acting as a spy for a merchant guild,
temple, or other organization, you can pass a note every few
sessions to the DM using a simple cipher—assuming the
DM aids you in this endeavor.

One of the simplest ciphers replaces each letter of the
alphabet with a different letter that is a certain number of
letters away.

For instance, if the cipher is “letter +1” (replace each letter
with the one that follows it in the alphabet), then the
message ‘T bn b tqz”, when decrypted, reads “I am a spy”.
Storyteller: You are a repository of stories both ancient and
contemporary.

From the wealth of stories at your disposal, the lessons of
history and adages of past bards and sages are at your
fingertips.

Use this knowledge to your advantage when you wish to
influence an ally’s (or foe’s) opinion about something, such
as a plan of action or a proposed agreement.

By preceding your point with a reference to a story (real or
made up), you lend additional weight to the point you
make immediately afterward.

Most sentient creatures feel the pressure of precedent of
others’ past experience on a similar matter, even if you've
invented the story on the spot (as long as they don’t know
you're making it up).

Of course, it's better if you actually have a story, or a piece
of history told as a story, in mind before you attempt this
tactic.

For example, when confronted with a particular thorny
problem, especially if you see a solution, stroke your chin
and say:

“This reminds me of the time Prince Voltred tried to enter his
falcon in the archery contest.

Funny thing about that...”

Or, when you disagree with a conclusion, try:

“The slave Medricar thought the same thing, when he once escaped
his master to live in the forest.

He figured he could survive on the wild herbs and honey he would
find.

Good thing he changed his mind...”

Or, when you believe not enough forethought has gone
into an ally’s proposed course of action:

“Might work, yes, but you remember Darvn, who rushed into the
Cave of the Yellow Skull?

If he had just watched a little longer, he'd have seen the giant
sleeping behind the stone.”

BARDIC KNACK

Wandering bards learn more mundane skills and less
esoteric knowledge on their travels.

If you select this class feature, you have done a little bit of
everything; maybe you spent a few months as a wilderness
guide, and you also had a cousin in an ambassador’s retinue
who regaled you with tales of courtly intrigue.

The bardic knack class feature makes you more capable of
accomplishing simple tasks with a wide variety of skills.
You don’t need to dabble in noncritical skills (unless you
want to be considered trained in their use), freeing up your
skill points to focus on a small range of crucial skills.
Level: 1st.

Replaces: If you select this class feature, you do not gain
bardic knowledge.

Benefit: When making any skill check, you can use 1/2
your bard level (rounded up) in place of the number of
ranks you have in the skill (even if that number is o).

For example, a sth-level bard would have the equivalent of
3 ranks in Appraise, Balance, Bluff, and so on (but only for
the purpose of making skill checks).

You can’t take 10 on checks when you use bardic knack (to
take 10 you have to use your actual ranks).

If the skill doesn’t allow untrained checks, you must have at
least 1 actual rank to attempt the check.




STARTING PACKAGES

Package 1: The Controller

Half-Elf Bard

Ability Scoves: Str 10, Dex 14, Con 13, Int 12, Wis 8, Cha 15.
Skills: Bluff, Diplomacy, Disguise, Gather Information,
Knowledge (local), Perform, Sense Motive.

Languages: Common, Elven, Celestial.

Feat: Skill Focus (Perform).

Weapons: Longsword (1d8/19—20), shortbow with 20 arrows
(1d6/x3, 60 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Common musical instrument, spell component
pouch, standard adventurer’s kit, 9 gp.

Spells Known: o—detect magic, lullaby, mage hand,
prestidigitation.

Package 2: The Problem Solver

Gnome Bard

Ability Scoves: Str 8, Dex 14, Con 10, Int 12, Wis 13, Cha 15.
Skills: Bluff, Concentration, Craft (alchemy), Listen,
Perform, Spellcraft, Use Magic Device.

Languages: Common, Gnome, Goblin.

Feat: Arcane Flourish*.

Weapons: Longsword (1d6/19—20), shortbow with 20 arrows
(1d4/x3, 60 ft.).

Armor: Studded leather (+3 AC), Other Gear: Common
musical instrument, spell component pouch, standard
adventurer’s kit, 4 gp.

Spells Known: o—dancing lights, detect magic, mage hand, vead
magic.

Package 3: The Vanguard

Human Bard

Ability Scoves: Str 10, Dex 14, Con 13, Int 12, Wis 8, Cha 15.
Skills: Concentration, Diplomacy, Escape Artist, Listen,
Perform, Spot, Tumble.

Languages: Common, Draconic.

Feats: Combat Expertise, Still Spell.

Weapons: Rapier (1d6/18—20), five javelins (1d6, 30 ft.).
Armor: Studded leather (+3 AC), light wooden shield (+1
AC, 5% arcane spell failure).

Other Gear: Common musical instrument, spell component
pouch, standard adventurer’s kit, 22 gp.

Spells Known: o—detect magic, ghost sound, light, message.

CLERIC

You are a representative of an almighty deity’s authority in
the mortal world.

You give thanks daily to the good fortune that put you in
such an enviable position.

You know firsthand that the places of natural beauty, the
structure of societies, and even existential cosmic laws
would falter and perhaps collapse altogether without divine
influence and intervention.

However, deities work through agencies other than mere
divine decree.

In fact, gods prefer to work through intermediaries such as
you when possible.

You use the power of your deity to make your god’s will
manifest.

In doing so, your lot improves, as you are raised slowly up
in the eyes of the deity you serve with each deed you
accomplish in your god’s name.

Suggested Backgrounds (choose one): Artisan, Ascetic, Noble
Scion.

Suggested Personality Archetypes (choose one): Agent,
Companion, Crusader, Innocent, Leader, Martyr, Orphan,
Prophet, Royalty, Sage, Seeker, Simple Soul, Theorist.
CHARACTER THEMES

One or more of the following character themes could apply
to you.

Giver of Blessings: Since you are an instrument of your
deity’s will, you often find yourself (along with your
companions) in tight spaces.

In such circumstances, it is customary for you to bless
yourself and your companions with your god’s beneficence
immediately prior to taking desperate action.

Keeping such blessings to a minimum number of words is a
good idea, given that you are usually only moved to give a
blessing when circumstances are dire.

You are partial to one or more of the following blessings
(substituting your deity’s name for Pelor):

“Refresh and gladden our spirits.

Purify our hearts.

Hlumine our powers.

We lay our hope in Pelor's hands.”

“Bless us, oh Pelor, and these thy weapons which we are about to
deploy in thy name, through your beneficence.”

“We humbly beseech you from the bottom of our hearts to succor us
in our necessity.”

Missionary: You believe without question that others
would benefit by conversion to the worship of your deity.
You have taken it upon yourself to be a propagator of your
religion, and draw upon one of the following methods of
proselytization.

Conversion through Exhortation: You are a strident evangelist
who exhorts others to consider your deity’s worship at
every opportunity.

For instance, whenever you heal a companion, you
murmur:

“Thyough Pelor's grace, be healed.

If your belief were greater, how much greater would the velief from
your wounds be?”

On the other hand, when smiting enemies, you scream
(regardless of whether your friends have yet converted):
“When you cross me, you cross the great god Pelor and earn his
wrath, and the wrath of all his disciples!”

Conversion by Example: You never exhort your companions
to convert, but instead serve your deity lovingly and well.
You heal your companions at need, smite enemies, and
accomplish other duties required by the company you
keep.

After months of showing how the grace of Pelor helps you
through example, you are ready to choose your moment.
At some point your aid, healing prayer, or other good work
will come at just the precise moment to save or renew one
of your companions.

This is the time to whisper persuasively in his or her ear:
“Consider what Pelor has done for you—it is through his aid that
1 have aided you.

If you say so now, I will tell you move of Pelor later.”

In this way, you can slowly bring one or more of your
companions into the fold.

Prayerful: You know that maintaining the channels of
communication between yourself and your deity is
necessary, not just when your god grants your spells, but all
day through.




However, the adventuring life being what it is, your prayers
are short and sweet, and you drop them into conversation
when possible.

For instance, whenever you make a particularly forceful
assertion, you append one of the following phrases
(substituting your deity’s name for Pelor):

“...as Pelo's grace demands.”

...just as Pelor sweeps aside foes.”

...50 that Pelor may smile upon us.”

...in Pelor’s name, let it be so.”

...in this we ask Pelov’s aid.”

...and in so doing we will be instruments of Pelov's peace.”

...and in this we shall have Pelov’s divine aid.”

...for behold, Pelor has smiled on us from the very beginning.”
...and may all sin in Pelor’s eyes be washed from our souls, so that
our purposes are pure.”

Sermonizer: You are familiar with the trials and travails of
your deity, especially if your god or one of his saints or
other associated entities was forced to undergo a great trial
to reach a higher spiritual understanding or vision.

You are given to dropping in bits and pieces of this story
prior to expressing your point.

You hope that by being made aware of holy example, your
companions will see the wisdom of your words.

For instance, you might say as part of your arguments
(substituting your deity’s name for Pelor):

“...but as the One Hundred Writs of Pelor tell us...”

“..lest we suffer as Pelor suffered in his many trials...”

“...but even the purest hearts can fall.

Remember Eyria, the devoted paladin of Pelor?

Renowned for her piety and courage, she was slain in battle with a
death knight, but in her destruction she was victorious.”

“...long before you were born and long after you’ve become but dust,
Pelov’s disciples will continue their good works and see to it that
Pelov's will is accomplished.

Soldier of Divinity: You stand a little closer to the paladin
ideal than other clerics.

You disdain blessings and prayers, and you avoid healing
your compatriots except in the direst of circumstances.
Instead, you select your spells, feats, and magic items so
that your deity’s divine grace directly infuses your strength
atarms and defense.

If you pray for just the right combination of aid, your
ability to fight your god’s battles comes close to equaling
any warrior’s combat ability, and in some cases exceeds
those capabilities.

Of course, being a soldier of your deity doesn’t mean that
you can't be prayerful (see above), though your pleas to
your god take on a much more military context:

“Move, infidel, or feel divine wrath.”

“Kill them all, Pelor commands it!”

SPONTANEOUS DOMAIN CASTING

After a while, clerics can start looking very similar.

Even with a variety of domains to choose from, domain
spells take up such a small portion of the average cleric’s
repertoire that they don’t have much effect on the overall
feel of the character.

With spontaneous domain casting, though, your domain
choice becomes a more important element of your
character.

You won't be able to provide as much healing to your party
as a typical cleric, but the ability to prepare cure or inflict
spells in your domain spell slots keeps you from falling too
far behind in that area.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
ability to spontaneously convert prepared spells into cure or
inflict spells.

Benefit: You can convert stored spell energy into the spells
of one of your domains.

Pick one of your two domains.

You can “lose” any prepared spell (other than a domain
spell) to cast any spell of the same level or lower on that
domain list.

Your choice is permanent unless an alignment change,
deity change, or other dramatic event leaves you incapable
of accessing the domain.

In addition, when preparing spells you can choose to fill
any or all of your domain spell slots with either cure or
inflict spells (depending on whether you would normally
convert prepared spells to cure or inflict spells) of the same
level.

Example: Crucius is a cleric of Heironeous with the Good
and War domains.

At 15t level, he chooses to spontaneously cast War domain
spells.

Thereafter, he can lose a prepared 1st-level spell to cast
magic weapon, a prepared 2nd-level spell to cast spiritual
weapon (or magic weapon), and so on.

Furthermore, in each domain spell slot he can prepare a
spell from the Good domain, a spell from the War domain,
or a cure spell of the same level.

STARTING PACKAGES

Package 1: The Defender

Dwarf Cleric of Moradin

Ability Scoves: Str 12, Dex 8, Con 16, Int 10, Wis 15, Cha 11.
Skills: Concentration, Knowledge (religion).

Feat: Improved Turning,

Weapons: Morningstar (1d8), light crossbow with 20 bolts
(1d8/19—20, 80 ft.).

Armor: Scale mail (+4 AC), heavy wooden shield (+2 AC).
Other Gear: Spell component pouch, standard adventurer’s
kit, wooden holy symbol, 2 gp.

Class Features: Channels positive energy; Good and
Protection domains.

Spells Prepared: 1st—command, protection from evilD, shield of
faith; o—detect magic, light, vesistance.

D: Domain spell.

Package 2: The Destroyer

Half-Orc Cleric of Heironeous

Ability Scoves: Str 16, Dex 10, Con 12, Int 6, Wis 15, Cha 11.
Skill: Concentration.

Feats: Divine Justice™, Martial Weapon Proficiency
(longsword), Weapon Focus (longsword).

Weapons: Longsword (1d8/19—20), 2 javelins (1d6, 20 ft.).
Armor: Scale mail (+4 AC), heavy wooden shield (+2 AC).
Other Gear: Spell component pouch, standard adventurer’s
kit, wooden holy symbol, 5 gp.

Class Features: Channels positive energy; Good and War
(longsword) domains.

Spells Prepared: 1st—Dbless, divine favor, magic weaponD; o—
guidance, vesistance, virtue.

D: Domain spell.

Package 3: The Healer

Human Cleric of Pelor

Ability Scoves: Str 14, Dex 8, Con 12, Int 10, Wis 15, Cha 13.
Skills: Concentration, Diplomacy, Heal.

Feats: Combat Casting, Sacred Healing™.




Weapons: Longspear (1d8/x3), light crossbow with 20 bolts
(1d8/19—20, 80 ft.).

Armor: Scale mail (+4 AC).

Other Gear: Spell component pouch, standard adventurer’s
kit, wooden holy symbol, 12 gp.

Class Features: Channels positive energy; Healing and Sun
domains.

Spells Prepared: 1st—endure elementsD, protection from evil,
sanctuary; o—detect magic, detect poison, light.

D: Domain spell.

DRUID

Your secret instruction occurred in caves and forests sacred
to life.

You learned clandestine verses, the names of stars and
constellations, the cycle of the seasons, sacred songs,
formulas for prayers and incantations, rules of divination
and magic, and the language of animals.

To this day, you still learn; as a druid, you are a lifelong
student of the natural world.

Why isn't everyone?

After witnessing the fury of a storm, the splendor of the
setting sun, and the spirit-cleansing power of a grove of
aspen trees, only the most stonehearted would not be
moved to protect and consetrve them, and what’s more,
rejoice and cherish the slow-growing, natural elements of
the world that form the foundation of everything else.
Without the web of sun, rain, growth, death, and rebirth in
nature, the vaunted civilizations of men, elves, dwarves, and
other creatures would crumble like dust.

Suggested Backgrounds (choose one): Ascetic, Farm Hand,
Tribal Origin.

Suggested Pevsonality Archetypes (choose one): Agent, Crusader,
Explorer, Innocent, Martyr, Orphan, Prophet, Renegade,
Sage, Savage, Wanderer.

CHARACTER THEMES

One or more of the following character themes could apply
to you.

Conservationist: You espouse a philosophy you like to call
the “conservation ethic”.

The conservation ethic promotes the measured use,
allotment, and protection of natural lands and waters.

You employ your ethic as an aid in your efforts to sustain
the natural world: its forests, lakes, seas, and all the strange
and wondrous creatures that live within it.

In order to engender a similar ethic in your companions
and others that you meet, you offer poetic references to
nature when traveling, when first seeing a new vista, or
when you otherwise deem appropriate:

“Spend a heartbeat and notice every waving leaf, every tendril of
mist in the dark woods, and every humming insect.”

“The deer, the wolf, the oak, the fish, and the great bivds are our
fellows, and they can be wronged, just as you can be wronged.”
“An unchecked and untempered appetite will devour green plains
and leave behind only a barren wasteland.”

“What soul can’t find peace and spiritual renewal in the forlorn
cry of the whippoorwill or the arguments of the frogs around a
pond at night?”

“Whatever happens to the wild places, the pure waters, and the
teeming beasts soon happens to us.

An invisible web connects all things.”

Friend of Animals: Small and relatively defenseless animals
have no greater friend than you.

While you know that nature is not merciful, and that the
weak and old are destined to be food for young, strong
predators, you also know that mercy can selectively apply
to nature.

To this end you know by sight dozens, if not hundreds, of
individual small animals such as birds, gophers, and rabbits.
You don't bore your humanoid companions with all the
names you've given all the little creatures that you
recognize, unless asked.

You always carry with you a small bag in which you keep
crumbs, old bones, jerky, grain, thistle, or other treats that
animals enjoy, and leave them as small offerings when
convenient.

“See that one?

Hawks rarely live as long as Shrieker.

He's a tough old bird.”

“Sometimes my friends find me avound the campfire at night, and
tell me stories of their day.”

Hunter: You are displeased when those who should know
better exploit nature.

But you retain a burning hatred for those things that are
nature’s bane by virtue of their mere existence; you hate
that which is unnatural, including aberrations (such as
beholders and carrion crawlers) and undead (such as
zombies and vampires).

From time to time, you lead raids against such creatures,
especially when they encroach on natural wonders and
lands that you revere.

Even while such creatures are still contained, it is better to
excise them before they can cause damage to the natural
world, rather than wait for the damage to happen as it
inevitably will.

Undead in particular have no connection to nature—they
exist apart from it, a mockery of the normal cycles of life.
Nature cries out each moment they are suffered to exist.
“Those not of creation deserve no part in it.”

“This aberration’s body must be displayed as a warning to the
others.”

Judge: You are the guardian of unwritten ancient laws
inspired by nature.

As someone with such knowledge, you believe you have
the power to judge those who have sinned against the
natural order.

When you judge, you can sentence the malefactor to be
excommunicated from sacred groves, the deep woods, and
all other places where nature still reigns supreme.

To the extent you are able to communicate your judgments
to other druids, wild animals, treants, and other creatures of
the wild, your judgments stand.

Of course, the easiest way to ensure your judgment is to
take matters into your own hands against those who have
sinned most heinously (such as undead, through their mere
existence).

In most cases, other druids are willing to abide by your
judgments, if you show through your actions that you are
willing to abide by theirs.

However, no civilized court of law, whether a council of
village elders or a king's tribunal, recognizes the right of
druids and their judgments.

That's all right with you—neither do you recognize their
right over sovereign nature.

“Primeval justice is the first arbiter and final authority.”

“The laws of man pale before the law of nature.”




Philosopher: Nature is red in tooth and claw, regardless of
what the sentimental philosophies of so-called civilization
might claim.

To truly cherish all life, you embrace the fact that bad
things and good are all part of the evolving environment.
When events unfold that seem initially bad or ruinous, you
philosophically attempt to provide perspective to your
companions.

“In the landscape of spring, there is neither better nor worse.

The flowering branches grow naturally, some long, some shovt.”
“Nature’s tranquility comes like a fresh wind that blows away
cares like autumn leaves.”

“There are no sermons in stones.

1t is easier to get a spark out of a stone than a moral.”

“We cannot command nature except by obeying her.”

“Nature teaches us to either adapt or perish.”

Teacher: Unlike many druids, who can come across as
sullen and rough (albeit steadfast in their beliefs), you enjoy
teaching others just why it is so important that nature have
a protector such as yourself.

After all, it is not obvious to the casual observer that life
exists only through a subtle connection and deep
interaction with all other living things.

Think about it—where does the food you eat come from?

We eat meat, and we eat greens.

If we kill all the meat animals, or the land where the animals
graze, what are you going to eat?

If we build over all the farms with sprawling cities, who is going to
grow your potatoes and barley?”

“There is power in nature apart from what magic or vesouvces we
can extract from it.

Sure, a grove of trees will build a house—but it can also house a
spirit.”

“Consider the herders and shepherds who conserve their cattle and
sheep from season to season, extracting milk, wool, and even meat
while ensuring the health of the overall hevd.

1t is no different with the plains, forests, and lakes.

We need to be tree stewards, grass shepherds, and lake wardens if
we want to continue to enjoy the bounty nature provides year after
year.”

Star Watcher: You spend so much time in the wild that you
recognize the stars and constellations of the night sky as
easily as you note the smell of flame on the wind or the
spoor of a mountain cat about to give birth.

You know the various epicycles and positions of the
celestial bodies, but more important, you hold that your
knowledge of the positions of stars, comets, moons, and
planets is useful in understanding, interpreting, and
organizing knowledge about what has come before, what's
going on now, and what will one day come to pass.

You like to say to your companions concerning your
predilection for the stars: “...by looking up I see downward”.

In addition, you make a point to see the stars at least once a
week, and more often if possible.

If you are prevented from seeing the open sky, you at least
have your personally constructed star chart, a scroll of
paper on which you've inked the various stars, planets, and
other celestial bodies important to you.

You can while away long hours poring over your charts and
drawing complicated designs meant to unleash your
intuitive side, so that visions of the future might become
clear.

“I saw a comet once that was part of no star chavt I had studied.

1 named it after my secvet desive.”

“The stars ave wise beyond all else.

They looked on as this world formed, and they'll look on after this
world has run through its history to the end.”
SPONTANEOUS REJUVENATION

By selecting the spontaneous rejuvenation alternative class
feature, you can provide the party with plenty of healing
without trampling on the cleric’s role.

Level: 1st.

Replaces: If you select this class feature, you do not gain the
ability to spontaneously convert prepared spells into
summon nature’s ally spells.

Benefit: You can transform the stored energy of a spell you
have prepared to invigorate you and your allies.

To use spontaneous rejuvenation, you must spend a
standard action and sacrifice a prepared spell.

All allies within 30 feet of you (including yourself) gain fast
healing for 3 rounds.

The fast healing amount is equal to the spell's level.

For example, if you sacrifice remove disease, a 3rd-level spell,
each ally gains fast healing 3 for 3 rounds.

The fast healing granted by this class feature doesn't stack
with itself or with fast healing from other sources.
SHAPESHIFT

Taking the shapeshift alternative class feature means you
can focus on your actions in combat (rather than worrying
about your animal companion) while still unleashing
nature’s fury upon your foes.

Level: 1st.

Replaces: If you select this class feature, you do not gain an
animal companion at 1st level, nor do you gain the wild
shape class feature at 5th level (or any variation of that class
feature at later levels, such as the ability to wild shape into
an elemental at 16th level).

Benefit: You can shapeshift at will into powerful animal or
nature-oriented forms.

Each time you use this ability, you can choose the exact
look that your shapeshifted form takes.

Druids pick animals from the terrain and climate they’re
most familiar with.

For example, a druid from a jungle might adopt the form of
a black panther when in predator form, while one from the
taiga might shapeshift into a white wolf.

The two forms look different, but functionally they're
identical.

This is a supernatural ability.

It requires only a swift action to shapeshift.

If you are capable of taking more than one form, you can
shapeshift directly between two forms without returning to
your normal form.

There’s no limit to the number of times per day you can
change forms, nor to the amount of time you can spend in a
shapeshifted form.

You retain your normal Hit Dice, hit points, base attack
bonus, base saving throw bonuses, and skill ranks
regardless of your form.

You also retain your normal ability scores, though each
form grants a bonus to your Strength score.

You keep all extraordinary, supernatural, and spell-like
special attacks and qualities of your normal form, except for
those requiring a body part your new form does not have.
All your held, carried, or worn gear melds into your new
form and becomes nonfunctional until you return to your
normal form.




You cannot speak in shapeshifted form, and your limbs lack
the precision required to wield a weapon or perform tasks
requiring fine manipulation.

You can't cast spells or activate magic items while in
shapeshifted form, even if you have the Natural Spell feat
or other ability that would allow you to cast spells while
wild shaped.

Unless otherwise noted in the descriptions below, you
retain your size and space when you adopt a new form.
You always retain your type and subtypes, regardless of the
nature of the form assumed.

You don’t gain any special attacks or qualities while
shapeshifted except as described below.

When you shapeshift into a form other than your own, you
gain natural weapons (and reach with those weapons) as
described below.

These natural weapons gain an enhancement bonus on
attack rolls and damage rolls equal to 1/4 your druid level,
and at 4th level and higher they are treated as magic
weapons for the purpose of overcoming damage reduction.
The damage dice given are for Medium druids; smaller or
larger druids should adjust those values according to the
table on page 28 of the Dungeon Master's Guide.

If knocked unconscious or slain in shapeshifted form, you
revert to your original form.

Predator Form: This form, traditionally that of a wolf,
panther, or other predatory mammal, is the first one a
shapeshifting druid learns.

While in predator form, you gain a primary bite attack that
deals 1d6 points of damage.

You have the reach of a long creature of your size (5 feet for
Small or Medium).

You gain a +4 enhancement bonus to Strength, and your
natural armor bonus improves by 4.

Your base land speed becomes 50 feet.

At 4th level, you gain Mobility as a bonus feat whenever
you are in predator form (even if you don’t meet the
prerequisites).

Aerial Form: At sth level, you can shapeshift into a flying
creature.

Traditionally resembling an eagle, vulture, or bat, the aerial
form enables fast travel and the ability to soar out of harm’s
way.

While in aerial form, you gain a primary talon attack that
deals 1d6 points of damage.

You have the reach of a long creature of your size (5 feet for
Small or Medium).

You gain a +2 enhancement bonus to Strength and a +2
enhancement bonus on Reflex saves, and your natural
armor bonus improves by 2.

You gain a fly speed of 40 feet (good maneuverability).

At 7th level, you gain Flyby Attack as a bonus feat
whenever you are in aerial form.

Ferocious Slayer Form: At 8th level, you can shapeshift into a
large and fierce predatory form, such as a tiger, brown bear,
or dire wolf.

While in ferocious slayer form, you gain a primary bite
attack that deals 1d8 points of damage and two secondary
claw attacks that each deal 1d6 points of damage.

Your size increases by one category (to a maximum of
Colossal), and you have the reach of a long creature of your
size (s feet for Medium or Large).

You gain a +8 enhancement bonus to Strength and a +4
enhancement bonus on Fortitude saves, and your natural
armor bonus improves by 8.

Your base land speed changes to 40 feet.

At 10th level, you gain Improved Critical (bite) and
Improved Critical (claw) as bonus feats whenever you are
in ferocious slayer form.

Forest Avenger Form: At 12th level, you can take the form of a
massive plantlike creature, similar to a shambling mound
oratreant.

(Druids not native to forest terrains typically rename this
form to fit their environment).

While in forest avenger form, you gain a pair of primary
slam attacks that deal 1d8 points of damage each.

Your size increases by one category (to a maximum of
Colossal) and you have the reach of a tall creature of your
size (5 feet for Medium, 10 feet for Large).

You gain a +12 enhancement bonus to Strength and a +4
enhancement bonus on Fortitude and Will saves, and your
natural armor bonus improves by 12.

Your base land speed becomes 20 feet.

You gain damage reduction 5/slashing while in forest
avenger form.

At 14th level, you gain Improved Overrun as a bonus feat
while in forest avenger form (even if you don't meet the
normal prerequisites).

Elemental Fury Form: At 16th level, you can shapeshift into a
giant form of air, earth, fire, or water (your choice each time
you shapeshift).

While in elemental fury form, you gain a pair of primary
slam attacks that deal 2d6 points of damage each.

Your size increases by two categories (to a maximum of
Colossal), and you have the reach of a tall creature of your
size (10 feet for Large, 15 feet for Huge).

You gain a +16 enhancement bonus to Strength and a +4
enhancement bonus on Fortitude, Reflex, and Will saves,
and your natural armor bonus improves by 16.

You do not gain any new modes of movement in elemental
fury form, nor does your base land speed change.

You gain immunity to extra damage from critical hits while
in elemental form.

You also gain immunity to an energy type related to the
element chosen (air = electricity, earth = acid, fire = fire,
water = cold).

You don’t need to breathe while in elemental fury form.

At 18th level, you gain Great Cleave as a bonus feat while in
elemental fury form (even if you don’t meet the normal
prerequisites).

STARTING PACKAGES

Package 1: The Beastmaster

Halfling Druid

Ability Scoves: Str 8, Dex 14, Con 14, Int 8, Wis 15, Cha 13.
Skills: Handle Animal, Ride, Survival.

Languages: Common, Druidic, Halfling.

Feat: Animal Affinity.

Weapons: Longspear (1d6/x3), sling with 20 bullets (1d3, 50
ft.).

Armor: Hide (+3 AC).

Other Gear: Spell component pouch, standard adventurer’s
kit, 9 gp, 8 sp.

Class Feature: Riding dog animal companion.

Spells Prepared: 1st—cure light wounds, speak with animals; o—
cure minor wounds (2), detect magic.

Package 2: The Feral Beast




Elf Dvuid

Ability Scoves: Str 13, Dex 14, Con 12, Int 8, Wis 15, Cha 10.
Skills: Listen, Spot, Survival.

Languages: Common, Druidic, Elven.

Feat: Alertness.

Weapon: Spear (1d8/x3), sling with 20 bullets (1d4, 50 ft.).
Armor: Hide (+3 AC).

Other Gear: Spell component pouch, standard adventurer’s
kit, 12 gp, 8 sp.

Class Feature: Hawk animal companion.

Spells Prepared: 1st—cure light wounds, longstrider; o—cure
minor wounds, know divection, light.

Package 3: The Warden

ANIMAL COMPANIONS

The list below is a compilation of all terrestrial animals eligible to
be chosen as animal companions, erganized by minimum druid
level required. Apply the parenthetical adjustment to the druid's
level for purposes of determining the companion's characteris-
tics and special abilities.

Human Druid

Ability Scoves: Str 10, Dex 12, Con 14, Int 8, Wis 15, Cha 13.
Skills: Concentration, Knowledge (nature), Spot, Survival.
Languages: Common, Druidic.

Feals: Augment Summoning, Spell Focus (conjuration).
Weapons: Scimitar (1d6/18—20), sling with 20 bullets (1d4,
soft.).

Armor: Leather (+2 AC), light wooden shield (+1 AC).
Other Gear: Spell component pouch, standard adventurer's
kit, 1 gp, 8 sp.

Class Feature: Wolf animal companion.

Spells Prepared: 1st—cure light wounds, entangle; o—cure minor
wounds, detect magic, flare.

If the campaign takes place wholly or partly in an aquatic envi-
ronment, consult Stormuwrack for a list of additional appropriate
animal companions.

1st Level

Badger
Brixashulty§"™
Carnel

Caribou’
Chordevoci™
Climbdog™!

Dire rat

Dog

Dog, riding

Eagle

Hawk

Horse, light
Horse, heavy
Jackal®

Owl

Pony

Serval®

Snake, Small viper
Snake, Medium viper
Swindlespitter™
Vulture®

Wolf

tHalfling druids only

FAVORED SOUL

You are a free agent of your deity, unfettered by the

ath Level (-3)

Ape

Axebealk®

Badger, dire

Bat, dire

Bear, black

Bison

Boar
Brixashulty ™
Cheetah
Chordevoe™
Fleshraker®

Hawk, diref "> Fes
|ackal, dire*
Leapard

Lizard, monitor
Snake, constrictor
Snake, Large viper
Toad, dire™
Weasel, dire
Wolverine
FMonhalfling druids only
1 Raptoran druids only

strictures of a clerical hierarchy.

7th Level (-6}

Ape, dire
Ankylosaurus, cave
Bear, brown

Boar, dire
Crocodile, giant
Deinonychus
Eagle, dire™
Hawk, direfe i
Lion

Megaloceros'
Pratoceratops®
Rhinoceros

Snake, Huge viper
Terror bird'

Tiger

Wolf, dire
Wolverine, dire
TiMonraptoran druids
only

10th Level (-9)

Allosaurus™s
Bear, polar
Bloodstrikers™
Glyptodon’

Hippopotamus®
Horse, dire™

Lien, dire

Megaraptor

Puma, dire®

Snake, dire™

Snake, giant constrictor
Tiger, saber-toothed’
Tortoise, dire®
Triceratops, cave
Tyrannosaurus, cave™"
Vulture, dire®

L]

13th Level (-12)
Ankylosaurushs*
Bear, dire
Diprotedon®
Elephant

Elk, dire™

Fhorge"

Lizard, giant banded®

16th Level (-15)
Bear, dire polar’
Elephant, dire™
Hippopotamus, dire®

Indricothere’’
Mammoth, woolly'*
Mastodon™!
Mastodon, grizzly*"
Megatherium®*
Quetzalcoatlus
Rhinoceros, dire"
Tiger, dire
Triceratops
Tyrannosaurus

Mz AS

"Listed in previous source
as available at a different
loyel

A See DED w35 Accessory
Update for new statistics
AE: Arms & Equipment
Guide

F: Frostburn

FF: Fiend Folio

M2: Monster Mamual 11
M3: Morster Marnual Il
MH: Miniatures Handbook
RS: Roces of Stone

RW: Races of the Wild

5: Sandstorm

Suggested Backgrounds (choose one): Ascetic, Drifter, Noble

Scion.

Suggested Personality Archetypes (choose one): Companion,

CHARACTER THEMES

Crusader, Innocent, Martyr, Prophet, Seeker, Wanderer.

You wander from place to place, wielding your power to
advance the causes you deem worthy in the eyes of your
god, or else you choose a great crusade against that which
offends your deity, requiring a lifelong commitment and
unswerving purpose.

While the cleric comes to his power through study and
discipline, you are the recipient of a great gift—or, as some
perceive it, a terrible curse.

How you wield the divine power burning in your heart is
up to you.

This class appears in the Complete Divine supplement.

One or more of the following character themes could apply
to you.

Mystic: You aspire to the divine in every aspect of your life.
The difficulties and dangers around you are only
temporary; you keep your eyes firmly fixed on matters of
the spirit, which are all that truly matter.

You have little interest in wealth, fame, or creature
comforts, since these things are transitory too.

Instead, you seek enlightenment, understanding, and
spiritual growth.

Some might see you as oblivious or irrational, but those are
unfair characterizations.



You simply have the ability to look past fear, pain, and
suffering to the eternal rewards that will surely follow.
You possess moral and physical courage in abundance,
because you do not fear death or injury.

You don’t go out of your way to get hurt or killed, of course,
but there is no point in fearing pain or death when you
know that your spirit will survive.

While your comrades might not always appreciate your
detachment from matters of the physical world, you are
compassionate (or careful, at least, if you are evil) and
fearless.

Nothing discourages you.

Seek out adventures for the right reasons—aiding others,
gaining knowledge, advancing the cause of your deity, or (if
you are not good) hardening your soul and accruing power
for the day when you leave your fleshly existence behind.
Monetary gain for its own sake interests you little, but the
growth you experience in taking on any challenging
experience—such as recovering an ancient treasure—
means that you do not necessarily spurn your companions’
quests for material gain.

When circumstances permit, contemplate decisions
carefully.

You are not given to hasty action or impetuousness.

Even in combat, you remain calm and deliberate.

Speak slowly and thoughtfully; avoid undue excitement.
When you encourage your friends, remind them that very
little in the world around them has the power to do them
true and lasting injury.

“Courage, friends; all this has happened before, and will happen
again.”

“Pain is illusory!

It exists only in the mind.”

“True strength lies within.”

“Death is a doorway, nothing more.

Fear it not.”

Prophet: The hand of a deity is upon you, and you are not
always in control of your words or actions.

From time to time you give yourself over completely to the
will of your deity, and say or do things that you had no
intention of saying or doing.

Driven by impulses you cannot control or understand, you
might be capable of astonishing acts of courage or awful
treachery—it all depends on the whim of your deity.
When you play a prophetic character, you do not surrender
control of your character to the Dungeon Master.
However, you should ask your DM to look for the
occasional opportunity to communicate unusual
information through your character’s words or actions.
When confronting an evil lord, your comrades might be
inclined to guard their words and avoid a fight in the
middle of his castle—but the prophet might suddenly blaze
forth with a ringing condemnation of the lord’s secret
wickedness, possibly enumerating crimes you and the
other players had no direct knowledge of beforehand.
Even if your Dungeon Master does not provide you with ex
cathedra material for the game session, you should listen to
your intuition.

Don’t watch your words and don’t rethink impetuous
actions.

Take these impulses as signs that your character is caught
in the grip of her deity, and let the chips fall where they
may.

Work with your Dungeon Master to create a few
interesting prophecies for the campaign.

The best prophecies are ones that can come true in
unexpected ways.

“The third moon draws nigh; beware
“One of you will fall tonight.”

“We shall triumph, and yet we shall fail.”

“I cannot see all that follows from the deeds of this day.”

Scourge of Unbelievers: You are your deity’s chosen
instrument of vengeance, punishment, and righteous
wrath.

It falls to you to defend the innocent and harry the
iniquitous.

You are driven, never able to rest as long as your deity’s
enemies remain at large.

Since you have an inclusive view of who might be
considered an enemy of your deity, that means you rarely
rest at all.

Examine your deity’s alignment, description, and dogma or
credo and create a list of the creatures or people you need to
smite first.

Anybody not on that list is irrelevant...unless, of course,
they can be recruited as allies in your ongoing crusade.
When your adventures pit you against foes that your deity
has no special distaste for, you chafe for the opportunity to
finish up and return to what's truly important: bringing the
wrath of your deity down upon his or her enemies.

You are frequently inspired to scream or snarl
imprecations, letting your foes know exactly who you are
and exactly why you are punishing them.

“Pelor’s light will sear you, spawn of darkness!”

“Pelor commands your destruction, infidel!”

“Naught shall avail you against the might of Pelor, demon!

1 will huvl you screaming back into the Abyss!”

DEITY’S FAVOR

The favored soul enjoys the flexibility of spontaneous
spellcasting, but her limited spell selection can hinder her
ability to provide the healing expected from a divine caster.
Choosing the deity’s favor class feature means you'll be a bit
less potent in combat, but lets you use the spells you're
already casting to help you and your allies last longer in a
fight.

Favored souls who choose this option should expect a lot of
requests for support spells such as bless, bull’s strength, and
prayer, but remember that your cure spells gain this benefit
as well.

Level: 3rd.

Replaces: If you select this class feature, you do not gain the
deity’s weapon focus or deity’s weapon specialization class
features (you still gain proficiency with your deity’s favored
weapon).

Benefit: Beginning at 3rd level, whenever you cast a favored
soul spell, you can choose any one ally affected by that spell
(including yourself) to gain temporary hit points equal to
three times the spell’s level.

These temporary hit points last for up to 1 minute per level
of the spell.

If the spell would also grant temporary hit points, use only
the larger value and its duration.

If you use this ability on a creature that is still under the
effect of a previous use, the new temporary hit points
overlap (do not stack with) the temporary hit points the
creature had remaining.
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Beginning at 12th level, you can choose to grant these
temporary hit points to any number of allies affected by the
spell.

STARTING PACKAGES

Package 1: The Defender

Dwarf Favored Soul of Moradin

Ability Scoves: Str 13, Dex 10, Con 14, Int 8, Wis 15, Cha 12.
Skills: Concentration.

Feat: Shield Specialization® (heavy).

Weapon: Warhammer (1d8/x3), five javelins (1d6, 30 ft.).
Armor: Scale mail (+4 AC), heavy wooden shield (+2 AC).
Other Gear: Spell component pouch, standard adventurer’s
kit, 31 gp.

Package 2: The Healer

Halfling Favored Soul of Yondalla

Ability Scoves: Str 12, Dex 12, Con 12, Int 8, Wis 15, Cha 13.
Skills: Heal.

Feat: Spontaneous Healer (Complete Divine).

Weapons: Short sword (1d4/19—20), five javelins (1d4, 30 ft.).

Armor: Scale mail (+4 AC), heavy wooden shield (+2 AC).
Other Gear: Spell component pouch, standard adventurer’s
kit, 33 gp.

Package 3: The Vanguard

Human Favored Soul of Kord

Ability Scoves: Str 14, Dex 10, Con 12, Int 8, Wis 15, Cha 13.
Skills: Concentration, Diplomacy.

Feats: Combat Casting, Combat Focus®.

Weapons: Greatsword (1d12/19—20), five javelins (1dé, 30
ft.).

Armor: Scale mail (+4 AC).

Other Gear: Spell component pouch, standard adventurer’s

kit.

FIGHTER

You are an adventuring opportunist, willing to go wherever
the next fight leads you.

You'll take up quests, you'll accept commissions, and you'll
even consider taking on leadership roles, as long as you can
practice your warrior’s craft.

You know fighting—none know it better.

Other combatants with exotic martial styles or those who
mix spells with swords obscure what is most important—
who’s the best?

Who can put their sword in an enemy’s guts first?

You, that’s who.

You are a straight-up, no-nonsense person, and you know
the value of your hard-won, long practiced skills.

While you take great risks in hopes of receiving an equally
big payout, for you the thrill of combat is at least as
compelling as the loot at adventure’s end.

The alternative class features presented here provide
alternatives to the traditional full attack routine.

The fighter who takes one or more of these options seeks
the flexibility to alter his tactics based on the situation he
faces.

Against a foe that has a high AC or damage reduction,
trading less useful second, third, or fourth attacks for
tangible benefits represents a significant boon to the
fighter.

Suggested Backgrounds (choose one): Gladiator, Guttersnipe,
Noble Scion, Soldier.

Suggested Pevsonality Archetypes (choose one): Challenger,
Companion, Leader, Martyr, Mercenary, Orphan, Rebel,

Renegade, Royalty, Seeker, Simple Soul, Strategist,
Theorist.

CHARACTER THEMES

One or more of the following character themes could apply
to you.

Comrade in Arms: In a fight, your best weapons are your
friends.

Your skill in arms can get you only so far, but without a
friend to screen attacks while you drink down a potion of
curing and an ally with whom you can flank a monster,
your ability to win in the face of any odds would be greatly
diminished.

Though you're not ordinarily a sentimental person, the
bonds of warfare link you with your companions, and you
consider them brothers and sisters to a significant degree.
You regularly put yourself in harm’s way for their sake, and
you like to believe they'd do the same for you.

“We can take them if we wovk as a team!”

“T'll charge straight in—you take the left flank, and you the right.
And how about some archery to distract them?”

Formally Trained: Unlike many fighters, you have a special
pedigree—your skill in the craft comes from formal
training in an academy.

Your academy training imparted to you all the right-of-way
rules in regard to attacks and defenses, should you ever be
called upon to fight in a noble tournament, as opposed to
the desperate battles below the ground in which you
usually find yourself embroiled.

You know all the proper terms for swordsmanship, and
know that all blades fall into four major categories: foils,
epees, sabers, and longswords (which are either one- or
two-handed affairs).

Your knowledge of all the specializations and names of the
thousands of blade types is nearly encyclopedic, especially
with regard to the more obscure types of blades utilized by
swordsmen of distant countries.

While this knowledge has little practical application, you
do enjoy showing it off to your companions.

“The difference between the bokuto, a wooden training sword, and
the suburito is actually very small—the suburito is slightly
heaver.”

“The dao is like a saber—but the dao lacks a hand guard, which
somewhat limits your options in a fight.”

“If it's a sword, it has a tip, a blade, a fuller, and a hilt made up of
the guard, grip, and pommel.”

“A fuller?

A fuller is a rounded groove on the flat side of a blade.

Although sometimes called ‘blood grooves, their purpose is really to
lighten the blade.”

“Kukri is actually pronounced khu-khoo-ree.”

Practice Makes Perfect: For you, daily exercise is more than
something to get your blood running—you see it as a
requirement of your craft.

With first light, you're up doing pushups, stomach
crunches, running in place, and then the all-important
swordplay, whether with a comrade or practicing forms on
your own.

Afterward, you spend time oiling your equipment against
rust and sun, and of course give your blade a little time with
the whetstone.

You certainly won't go more than a week without your
practice, and you prefer a daily regimen.

Self-Taught: Your academy was the street, and your craft is
unpolished but well tested.




You don’t know and don’t care for all the “jargon” a few who
claim to be warriors spout.

You know swords, you know bows—you know how to use
them, who cares what they're called?

The information doesn’t help you in a fight, and it might
get you killed if you worry too much about the cutting edge
versus the thrusting tip and the rest of that sort of
nonsense.

“I know swords—that's all I need.”

“IT knew a fellow who liked to talk fancy, just like you.

He's dead now.”

ELUSIVE ATTACK

You know that the key to winning any fight is not getting
hit, so you trade offensive power for a steadier defense.
Level: 6th.

Replaces: If you select this class feature, you do not gain the
fighter bonus feat at 6th level.

Benefit: At 6th level, you master a technique of combining
offense and defense.

As a full-round action, make one attack at your highest base
attack bonus.

Until the start of your next turn, you gain a +2 dodge bonus
to AC.

This bonus improves to +4 at 11th level and to +6 at 16th
level.

COUNTERATTACK

Every offensive move creates an opening for a
counterattack, and you know how to exploit this facet of
combat to its fullest.

Level: 12th.

Replaces: If you select this class feature, you do not gain the
fighter bonus feat at 12th level.

Benefit: At 12th level, you learn to hold back some of your
offensive prowess to enable a potent counterattack.

As a full-round action, make one melee attack at your
highest base attack bonus.

At any time before the start of your next turn, you can use
an immediate action to make a melee attack (using your
highest base attack bonus) against an enemy that attacks
you in melee.

OVERPOWERING ATTACK

You never waste time wounding your opponent, instead
concentrating on delivering one solid strike.

Level: 16th.

Replaces: If you select this class feature, you do not gain the
fighter bonus feat at 16th level.

Benefit: At 16th level, you can focus your attention in
combat to deliver a single deadly attack.

As a full-round action, make one attack at your highest base
attack bonus.

That attack deals double damage, as do any other attacks
you make before the start of your next turn.

STARTING PACKAGES

Package 1: The Archer

Elf Fighter

Ability Scoves: Str 15, Dex 15, Con 12, Int 10, Wis 12, Cha 8.
Skills: Jump, Spot (cc).

Feats: Point Blank Shot, Precise Shot.

Weapons: Spear (1d8/x3), dagger (1d4/19—20, 10 ft.),
longbow with 40 arrows (1d8/x3, 100 ft.).

Armor: Chain shirt (+4 AC).

Other Gear: Standard adventurer's kit, 4 gp.

Package 2: The Defender

Dwarf Fighter

Ability Scoves: Str 15, Dex 13, Con 16, Int 10, Wis 12, Cha 6.
Skills: Craft (weaponsmithing), Intimidate.

Feats: Iron Will, Weapon Focus (dwarven waraxe).
Weapon: Dwarven waraxe (1d10/x3), shortbow with 20
arrows (1d6/x3, 60 ft.).

Armor: Scale mail (+4 AC), heavy steel shield (+2 AC).
Other Gear: Standard adventurer’s kit, 4 gp.

Package 3: The Destroyer

Human Fighter

Ability Scoves: Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8.
Skills: Climb, Intimidate, Jump.

Feats: Cleave, Power Attack, Weapon Focus (greatsword).
Weapons: Greatsword (2d6/19—20), shortbow with 20 arrows
(1d6/x3, 60 ft.).

Armor: Scale mail (+4 AC).

Other Gear: Standard adventurer’s kit, 4 gp.

HEXBLADE

Nothing fazes you.

Like the warlock, you are a son of darkness, gifted with
powers that others find unnerving (at best) or outright evil
(the usual case).

Your adventures carry you far and wide, because you rarely
find it easy to stay in the same place for long.

Sooner or later the whispers and guarded glances begin
again, and it is time to move on.

No one understands your powers, and most people you
meet wonder exactly how you're going to stab them in the
back when you finally show your true colors.

Hexblades have a bad reputation in many quarters, but
whether you're the exception or the rule is up to you.

This class appears in the Complete Warrior supplement.
Suggested Backgrounds (choose one): Artisan, Drifter, Gutter
snipe, Soldier.

Suggested Pevsonality Archetypes (choose one): Daredevil,
Mercenary, Orphan, Rebel, Renegade, Wanderer.
CHARACTER THEMES

One or more of the following character themes could apply
to you.

Darkhunter: Sometimes evil is the best weapon to wield
against evil.

You are a grim and dark avenger, using your baleful abilities
to hunt down and slay villains and monsters more evil than
yourself.

Even if your methods and motivations are not particularly
pure, who can question your results?

As a sworn enemy of evil, you do not hesitate before taking
on a quest to destroy or drive off even the most horrible
monster.

You commit to the hunt with little expectation of reward.
But once you've chosen an enemy to defeat, you'll stop at
nothing to come out on top.

Bargain away your orc captives to the mind flayers to gain
passage through their territory to the place where your true
adversary lairs?

No problem.

Sanitize an outbreak of lycanthropy by killing all the bitten
villagers?

It’s hard, but necessary.

You rarely indulge in cruelty or excess, but you can be a
remorseless foe indeed.

You are absolutely convinced that you are the only person
who really knows what's going on in most situations.




Cut off people who talk too much, before they waste more
of your time.

Don'’t bother to tell people what you are going to do, and
never explain your actions afterward.

Your companions don't have the stomach for the work at
hand, so it would be better if they didn’t get in your way or
question your methods.

You can always find new allies.

Darkhunters are silent, nameless figures who do not deign
to speak to their foes—or their allies, for that matter.
When they do, they tend to be terse, grim, and blunt.
“Enough talk.

Now it’s time to die.”

“Go home, bar your doov, and ignore anything you hear outside
from sundown to sunup.

You may live to see the dawn.”

“Do not follow me.

T will kill anyone who does.”

“T've seen worse.”

Sellsword: You are a sword for hire—nothing more,
nothing less.

You judge the worthiness of a cause by the amount of
money it can put in your pocket.

While you always look out for number one, you do
recognize the value of loyalty to your comrades—you don't
have many friends in this world, so it's smart to stay on the
good side of the few you have.

Since your powers are poorly understood, you go to some
lengths to hide them from people you don’t know.

Let them think you're simply a fighter, or perhaps a fighter-
sorceretr.

Witch-hunts, sinister rumors, and ugly accusations are all
bad for business.

Besides, it's useful to keep a few tricks up your sleeve; you
never know when a surprise hex might be the only way to
save your skin.

You rarely get worked up over the opposition, because to
you, it's all business.

Ogres rampaging through the province?

You can fix that.

Demons murdering the priests of Pelor?

You'll adjust your rates and take your best shot at stopping
them.

You need a record for reliability and success if you're going
to make any real money.

Others might view you as cold or heartless, but you know
that it's wisest to avoid emotional entanglements.

You can't stand it when people start acting against their
self-interest in the name of a nebulous “cause”, and you
detest deal-breakers.

When dealing with potential employers, look them right in
the eye and state your terms.

“What's in it for me?”

“I'm not getting paid to do that.”

“The dragon wasn’t in the contract.

If you want the dragon taken care of, you've going to have to up
your offer.”

“Nothing personal.

1¢'s just business.”

“Sounds like you have a real problem.

1t's going to cost you.”

Tormented Champion: Dark powers manipulate you.
People you love get hurt, causes you support founder and
collapse, and places you visit fall into ruin.

You have been marked for a tortured and restless existence,
and your fate is to be a harbinger of doom and woe.

You swing from morose depression to desperate acts of
blazing anger.

Most of the time, you struggle with despondency and
gloom.

Make dark pronouncements and dire predictions about
things you observe, and point out flaws in your allies’ plans.
Sometimes you are moved to rail against your fate and lash
out with blind, unreasoning anger at whatever obstacle or
foe frustrates you.

You might leap headlong into a throng of enemies,
heedless of your safety.

Or you might shake your fist at the gods and curse them
bitterly.

“The vampire’s been watching us the whole time.

We're doing exactly what he wants.”

“Some of us aren’t getting out of this alive.”

“You'll get halfway across, the rope will break, and you'll fall into
the river there and be swept away into some black, airless cavern
where you'll die trying to claw your way through cold, hard stone.”
“Is that all you've got?”

DARK COMPANION

By mixing arcane spells with martial talents, the hexblade
blurs the traditional line between fighter and sorcerer.
Replacing the familiar—a link to traditional forms of
arcane magic—with a unique fighting companion helps
establish the hexblade’s difference from the sorcerer.

In combat, a dark companion functions like a floating hex
that you can place upon your foes.

By weakening the defenses of enemies, your dark
companion makes your spells and attacks (and those of
your allies) more powerful.

Level: 4th.

Replaces: If you select this class feature, you do not gain a
familiar.

Benefit: At 4th level, you can create an illusory companion
resembling a panther, spun from the darkness of the night.
Doing so takes 24 hours and uses up magic materials that
cost 100 gp.

Once created, your dark companion stands with you in
battle, hindering your enemies’ defenses.

Any enemy adjacent to your dark companion takes a —2
penalty on its saves and to its AC.

Your companion’s speed is equal to yours (including all
modes of movement you possess) and it acts during your
turn each round.

It follows your mental commands perfectly—in effect, it is
merely an extension of your will.

Your dark companion has no real substance, and thus can’t
attack or otherwise affect creatures or objects.

It occupies a 5-foot space.

Even though any creature can enter a dark companion’s 5-
foot space without restriction, it must occupy its own space
in order to have any effect on enemies.

It is immune to any damage or other effects that might
harm creatures, though it can be dispelled or suppressed
just like a spell effect.

Your dark companion is treated as a spell whose level is
equal to 1/4 your hexblade level.

If it is dispelled, it automatically reforms at your side 24
hours later.




A dark companion can't create flanking situations, nor does
it provoke attacks of opportunity from movement, because
enemies automatically recognize it as an illusion.

If it is more than 120 feet from you at the start of your turn,
or if you ever lose line of effect to it, it instantly reappears
adjacent to you.

STARTING PACKAGES

Package 1: The Defender

Gnome Hexblade

Ability Scoves: Str 13, Dex 13, Con 14, Int 10, Wis 8, Cha 14.
Skills: Bluff, Spellcraft.

Feat: Armor Proficiency (medium).

Weapons: Greatsword (1d8/19—20), short bow with 20
arrows (1d4/x3, 60 ft.).

Armor: Scale mail (+4 AC).

Other Gear: Standard adventurer's kit, 4 gp.

Package 2: The Destroyer

Human Hexblade

Ability Scoves: Str 15, Dex 13, Con 12, Int 10, Wis 8, Cha 14.
Skills: Concentration, Intimidate, Spellcraft.

Feat: Power Attack, Cleave.

Weapons: Greataxe (1d12/x3), five javelins (1dé, 30 ft.).
Armor: Chain shirt (+4 AC).

Other Gear: Standard adventurer’s kit, 10 gp.

Package 3: The Skirmisher

Elf Hexblade

Ability Scoves: Str 15, Dex 15, Con 10, Int 10, Wis 8, Cha 14.
Skills: Diplomacy, Knowledge (arcana).

Feat: Dodge.

Weapons: Glaive (1d10/x3), warhammer (1d8/x3), longbow
with 20 arrows (1d8/x3, 100 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer'’s kit, 14 gp.

MARSHAL

War is your true calling.

You follow the shrill ring of steel on steel and the harsh
cries of the carrion birds, for it is on the battlefield that you
demonstrate your true worth.

When the specter of war is far away, you take service with a
strong lord, state, or cause, training other warriors and
preparing your warband for the day when battle finally
comes to the land in which you reside.

Or, if that does not suit you, you search out combat
wherever it awaits—perhaps you skirmish against orc
raiders threatening the kingdom’s frontier, fight for a
rebellious duke who is trying to throw off the king’s rule in
his lands, or travel abroad to far and exotic lands in search
of a battle worthy of your talents.

When you take up the haphazard career of an adventurer,
you're only passing the time until something big comes
along.

This class appears in the Miniatures Handbook supplement.
Suggested Backgrounds (choose one): Artisan, Mariner, Noble
Scion, Soldier.

Suggested Pevsonality Archetypes (choose one): Challenger,
Crusader, Leader, Mercenary, Royalty, Strategist, Theorist.
CHARACTER THEMES

One or both of the following character themes could apply
to you.

Black Knight: You are a hero of the first rank, a bold and
inspiring leader of men—but you do not want to be
recognized.

Knights entering the lists sometimes cover their heraldic
devices with sable cloths to keep their identities a secret;
you likewise do not display the emblems you have won,
and adopt a simple nom de guerre so that no one will know
who you are.

Decide why you desire anonymity.

You could be a noble of high birth, expected to spend your
days engaged in statecraft instead of roaming the land as a
nameless adventurer.

You adopt your guise so that you will be free to aid people
with the point of your sword instead of wasting time with
the intrigues of the court.

You might have a fearsome enemy that you cannot defeat,
and so you remain hidden so that the people around you
will not become the victims of your adversary.

Or perhaps you are actually infamous, known for a terrible
defeat on a distant battlefield.

You carry the guilt of hundreds of lost lives, even though
you might not have ever had any chance to triumph.

If your DM agrees, you are a member of the nobility.
Design your house’s heraldic insignia and motto, so that
you can describe what you reveal when you finally choose
to unmask your shield.

Since you are trying to remain mostly anonymous, you
don’t view it as your role to be the bold and inspiring leader
of your party.

Instead, you are satisfied to be a stalwart comrade and loyal
follower, using your abilities to help your friends defeat
their foes.

You do your best to avoid the spotlight and give credit to
your allies for your successes.

“I may have struck the last blow, but the troll was dead on its feet
by then.

Mialee's fiveball made all the difference.”

“Valor is its own reward.”

“I was there, certainly, and I suppose I played a small part.

But my companions deserve the credit for defeating the dragon.”
“Give my share to the temple of St. Cuthbert.”

“Who I am is not important.

What is important is that the werewolf has been slain.

Your town should be safe now.”

Leader of the Company: A marshal combines personal
charisma, leadership, and tactical acumen like no other
character.

You are a born leader, the equal of a paladin.

Everyone expects flowery speech from the bard or
persuasive words from the sorcerer, but the marshal and
the paladin are heroes that warriors want to follow.

You possess sincerity, purpose, and valor, and your potent
auras allow you to manifest these virtues for your allies.
Not only are you a skilled diplomat, but you are the
absolute best choice for the job of battle commander.
Since you can easily change the benefit your aura provides,
it behooves your allies to follow your lead.

Theyll do better in the fight if they take actions that make
use of your aura.

For example, if you choose the minor auras over the top or
master of opportunity, you provide a real incentive for your
friends to charge or move past enemies to reach the foe you
want them to fight.

When you use your auras this way, say something
inspirational!

You should strongly consider the Leadership feat if you are
roleplaying a marshal of this type.




If the other players at the table don’t listen to you, at least
your cohort or followers will.

“Ignore the lizardfolk!

The druid is our true foe!”

“Surround the gray vender and strike from the flank!

That is the quickest path to victory!”

“Stand your ground here, and let the ovcs come to us!

We'll cut them down as they climb the rampart!”

“Follow me!

Now is the time to strike
ADRENALINE BOOST

As a marshal, you make everyone on your team more
effective at what they do.

While the traditional marshal accomplishes some of that by
improving his allies’ mobility, by choosing adrenaline boost
you instead to take on some of the cleric’s ability to bolster
the health of your allies.

It's particularly effective in rallying injured comrades,
making it a good ability to save until things start looking
grim.

Level: 4th.

Replaces: If you select this class feature, you do not gain the
grant move action class feature.

Benefit: Starting at 4th level, you can exhort your allies to
discover a reservoir of energy they didn’t think they had.
Once per day, as a standard action, you can grant temporary
hit points equal to your marshal level to any or all of your
allies within 30 feet (but not to yourself).

If the ally’s current hit point total is no more than half his
full normal hit points, the number of temporary hit points
granted to that character is doubled (to twice your marshal
level).

This ability only affects allies with an Intelligence score of
3 or higher who can hear you and understand your
language.

The temporary hit points last for up to 1 minute per
marshal level.

At 8th level, you can use this ability twice per day.

You can use it three times per day at 12th level, four times
per day at 16th level, and five times per day at 20th level.

If you use this ability on a creature that is still under the
effect of a previous use, the new temporary hit points
overlap (do not stack with) the temporary hit points the
creature had remaining.

STARTING PACKAGES

Package 1: The Defender

Dwarf Marshal

Ability Scoves: Str 14, Dex 13, Con 14, Int 8, Wis 10, Cha 13.
Skills: Intimidate, Listen, Spot.

Feat: Shield Specialization (heavy).

Weapons: Dwarven waraxe (1d10/x3), warhammer (1d8/x3),
5 javelins (1d6, 30 ft.).

Armor: Scale mail (+4 AC), heavy wooden shield (+2 AC).
Other Gear: Standard adventurer's kit, 6 gp.

Aura: Force of Will.

Package 2: The Second-Rank Warrior

Elf Marshal

Ability Scoves: Str 14, Dex 15, Con 10, Int 10, Wis 8, Cha 15.
Skills: Diplomacy, Listen, Sense Motive, Spot.

Feat: Combat Reflexes.

Weapons: Glaive (1d10/x3), shortbow with 20 arrows
(1d8/x3, 100 ft.).

Armor: Scale mail (+4 AC).

Other Gear: Standard adventurer’s kit, 26 gp.

”

Aura: Master of Tactics.

Package 3: The Vanguard

Human Marvshal

Ability Scoves: Str 14, Dex 13, Con 12, Int 10, Wis 8, Cha 15.
Skills: Diplomacy, Intimidate, Knowledge (nobility and
royalty), Sense Motive, Spot.

Feats: Battlefield Inspiration (Miniatures Handbook),
Improved Initiative.

Weapons: Longsword (1d8/19—20), five javelins (xdé, 30 ft.).
Armor: Scale mail (+4 AC), heavy steel shield (+2 AC).
Other Gear: Standard adventurer’s kit, 20 gp.

Aura: Motivate Dexterity.

MONK

You were introduced to martial techniques in a distant,
hard-to-reach monastery.

You first learned the eighteen basic empty-hand
techniques.

You learned the “heart-mind-fist” kata, you learned how to
swing an eyebrow-height staff, and you finally learned how
to deliver the potent cannon punch.

After that, you were ready to begin actual training in the
truly deadly martial arts.

Years later you emerged, a champion of your martial style,
but still a student seeking continual improvement and
perfection through martial discipline.

One day you hope to join the great masters of your art,
focusing your ki so precisely that you transcend the mortal
realm altogether and partake of immortality.

Suggested Backgrounds (choose one): Artisan, Ascetic,
Gladiator.

Suggested Personality Archetypes (choose one): Agent,
Challenger, Companion, Crusader, Innocent, Martyr,
Orphan, Prophet, Seeker, Wanderer.

CHARACTER THEMES

One or more of the following character themes could apply
to you.

Enlightened One: You follow a meditative way of life
considered by some a religion, by others a profound
philosophy, and by the uninformed simply a routine.

You regard your constant search for enlightenment as a
way of life, work, and an art form.

One of the precepts of your philosophy is “sitting
meditation” in which you sit quietly once a day, directing
your awareness toward your core and breathing deeply for
at least 5 minutes.

As an “enlightened one”, you know many parables, called
koans, that teach wisdom if considered long enough.

“An enlightened one lived a simple life in a hut at the foot of a
mountain.

One evening a thief visited the hut only to discover there was
nothing to steal.

The enlightened one caught him and told the rogue, ‘You've
traveled far to find me, so you should not leave empty-handed.
Here, have my robe as a gift.

Confused, the thief nevertheless took the vobe.

Nude, his eyes on the full moon, the enlightened one said, T wish I
could have given him this beautiful moon’.”

“An enlightened one visited a terminally ill man and asked, ‘Shall
1 lead you on?’

The sick man veplied, ‘I came here alone and I go alone.

What help could you be?’




The enlightened one answered, ‘If you think you really come and
o, that is your delusion.

Let me show you the path on which there is no coming and no
going.

These words revealed the true path so clearly that the sick man
smiled and passed on.”

History Keeper: Every monastery has its own story of
origin, describing where it gained its particular style and
what ancient master popularized the particular specialized
form of martial arts taught there.

Every monastery puts in a claim as the oldest, or alleges to
teach the most “pure” form of the martial arts.

You don't fret about it because you know your monastery is
actually the oldest and the most authentic.

You like to tell the story of how your monastery learned the
secrets of its current style.

“The ancient and legendary master Chandhayma founded our
temple five hundred years ago, and the monks took him in.

In thanks, Chandharma trained the monks in the original, true
forms and katas.

1 know the very style that ancient Chandharma once taught my
forebears.”

“Northern” Stylist: Your monastery taught a particular style
of martial arts referred to as the northern style.

This style features long steps, extended postures and wide
stances, jumping, kicking, and dramatic acrobatic
flourishes.

The northern style is known for a great variety of attack
forms.

When you use any one of these forms, you call out the
attack name in a strong, confident voice, which steadies
you and frightens your enemies with your poise.

“Long Fist!” You use this punch attack to spear past your foe’s
guard when least expected.

“Tumbling Fist!” A tumbling fist is the strike you make after
you've tumbled into the perfect position to strike at your
foe.

“Quivering Palm!” This famous strike needs no explanation.
Even if you're not powerful enough to use the discipline,
the name alone inspires fear in your enemies.

“Red Fist!” Whenever you draw first blood, you like to
scream this out, just to unnerve your foe.

“Flood Fist!” When you use a flurry of blows, you are using
the famous flood fist, where you seek to overwhelm your
foe’s defenses under a flood of staggering blows.

“Flower Fist!” This disingenuous, fast and deceptive blow is
made whenever you foe is off guard, whether he is
surprised, flanked, or otherwise not effectively defending
himself.

“Southeastern” Stylist: Your monastery taught a particular
style of martial art referred to as the southeastern style.
This style features fists, elbows, shins, feet, and knees to
strike at opponents, as well as briefly held grapples that set
an opponent up for a particularly egregious elbow or knee
attack.

Unlike other martial styles, the southeastern style is
specifically designed to incorporate fitness and toughness,
which allows a southeastern style fighter the endurance to
accept pain and ignore fatigue in a fight.

When you use a southeastern style attack form, you call out
the attack name in a strong, confident voice, which steadies
you and frightens your enemies with your poise.
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“Kao Dode!” As part of an attack, you jump and bring your
knee up into your opponent’s stomach, side, or if low
enough, your opponent’s head.

“Kao Loi!” You spring up off one leg and switch in midair to
strike with the knee of the other leg.

This confusing strike is dramatic when successful.

“Kao Tone!” The simplest knee strike, you simply bring one
knee up directly into your foe’s stomach, side, or head (if
low enough).

Sometimes this is aided if you grab your foe by the head
and jerk him forward at the same time.

“Southern” Stylist: Your monastery taught a particular style
of martial art referred to as the southern style.

This style features short steps and close fighting, with arms
close to the chest, elbows held low and ready to offer
protection against blows to the stomach or sides.

Most important, the southern style is distinguished by five
animals.

When you use any one of these styles, you call out the
animal you are emulating in a strong, confident voice,
which steadies you and frightens your enemies with your
poise.

“Tiger!” You emulate the tiger to express qualities of
fearlessness and aggression.

The tiger attacks in a straight line.

When you charge, you are emulating the tiger, the most
aggressive of the five “southern” animals.

“Crane!” You emulate the crane to avoid your enemies’
attacks, no matter how they come at you.

When fighting defensively, you are emulating the crane.
“Leopard!” You emulate the leopard to maximize your agility.
After all, pound for pound the leopard is one of the
strongest animals, and also the fastest.

When you tumble into position to attack your opponents,
you are emulating the leopard.

“Snake!” You adopt the fluidity of snakes to better close with
your opponents and hurt them from positions they are
unready to defend against.

When you grapple an opponent, you imitate the sinuous,
fluid motion of the snake.

“Dragon!” You emulate the dragon for a broad array of needs.
When you attack under the guise of the dragon, your
attacks are strong and hard.

When you make a stunning attack, you are emulating the
dragon.

A signature attack is the three-finger claw (“Dragon
Claw!”)—the index, thumb and middle fingers make hard
pinching attacks to your foe’s muscles and tendons.

When striking with the dragon claw, you have incredible
stunning power because the blow originates in your
stomach and hips, then flows up as you rotate forward into
the blow, which culminates in the stunning claw.
Staffmaster: While you are adept at closed and open hand
styles of martial arts, you are particularly skilled with the
use of a long quarterstaff.

Instead of the standard length quarterstaff, you prefer a 7-
to 8-foot-long, flexible staff that you refer to as your
“flowing water staff’ or sometimes your “dragon pole”.
Instead of attacking with either end, you usually grasp one
end of the staff and use it to make devastating thrust
attacks, diversionary “slap” attacks, and to deflect the blows
of your foes, letting them slide off your staff like water.
DECISIVE STRIKE




Flurry of blows can be exciting to use—just look at all the
attack rolls you can make—but in practice it can lead to a
flurry of misses.

The decisive strike alternative class feature turns your
typical combat maneuver from a whitl of action into a
methodical and devastating attack.

Level: 1st.

Replaces: If you select this class feature, you do not gain
flurry of blows (or any later improvements to that class
feature).

Benefit: As a full-round action, make one attack with an
unarmed strike or a special monk weapon, using your
highest base attack bonus but taking a —2 penalty on this
attack roll.

If the attack hits, it deals double damage (as does any other
attack you make before the start of your next turn).

If you use this strike to deliver a stunning attack, increase
the save DC to resist the stun by 2.

This is an extraordinary ability.

At sth level, the penalty on the attack roll lessens to —1, and
at gth level it disappears.

At 11th level, you can make two attacks when using this
class feature, though no more than one attack can target a
single creature.

Both attacks use your highest base attack bonus.
STARTING PACKAGES

Package 1: The Defender

Human Monk

Ability Scoves: Str 13, Dex 15, Con 12, Int 10, Wis 14, Cha 8.
Skills: Balance, Listen, Sense Motive, Spot, Tumble.

Feats: Combat Focus*, Dodge, Stunning Fist.

Weapon: Unarmed strike (1d6), sling with 1o bullets (1d4,
5o ft.).

Armor: None.

Other Gear: Standard adventurer’s kit (without sunrods), 1
gp, 3 5p.

Package 2: The Destroyer

Half-Orc Monk

Ability Scoves: Str 15, Dex 15, Con 12, Int 8, Wis 14, Cha 6.
Skills: Climb, Jump, Tumble.

Feat: Improved Grapple, Improved Natural Attack, Weapon
Focus (unarmed strike).

Weapon: Unarmed strike (1d8), sling with 1o bullets (1d4,
so ft.).

Armor: None.

Other Gear: Standard adventurer’s kit (without sunrods), 1
gp, 3 Sp.

Package 3: The Skirmisher

Elf Monk

Ability Scoves: Str 13, Dex 17, Con 10, Int 10, Wis 14, Cha 8.
Skills: Hide, Listen, Move Silently, Tumble.

Feat: Ability Focus (stunning fist), Stunning Fist.

Weapon: Unarmed strike (1d6), sling with 1o bullets (1d4,
so ft.).

Armor: None.

Other Gear: Standard adventurer’s kit (without sunrods), 1

gp, 3 sp.

PALADIN

You have power over evil, given you by your glorious,
almighty deity.

Your devotion and pure, unwavering desire provides
strength that illuminates the darkest souls, saving some and
punishing those that can’t be redeemed.

Your faith wards you from harm, inoculates you from fear,
and gives you the hands of a healer—but your hands are
equally dynamic on the hilt of an avenging sword pledged
to divinity.

When wizards scheme, you pray.

When dragons roar, you take up your sword, fearless.
When devils from the Hells steal innocent souls, you
respond with sacred vengeance and send them fleeing back
to the pit whence they came.

Suggested Backgrounds (choose one): Ascetic, Noble Scion,
Soldier.

Suggested Personality Archetypes (choose one): Agent,
Companion, Crusader, Leader, Martyr, Prophet, Royalty,
Strategist.

CHARACTER THEMES

One or more of the following character themes could apply
to you.

Bound in Honor: You follow a strict code of honor.
Whenever a situation arises that might touch upon your
code, you voice the particular precept of your code, as if
part of a prayer to your deity.

In doing so, you hope that others will be inspired by your
good example, and perhaps begin to follow parts of the
code themselves.

Your code includes two or more of the following principles.
You might enunciate additional principles not described
here, depending on the deity or cause you serve.

“Before all else, a paladin is faithful.”

The faith of a paladin requires no proof—it is a heartfelt
knowledge that the goodness you do, or the evil you allow
to flourish, is all that you take from this world to the next.
“A paladin’s valor is a measuve of her faith.”

When things begin to go bad, your valor proves itself.
When knocked low, you get up.

You do not run from conflict if it can be won, and most
especially, you never leave compatriots to a fight that is
yours to win.

Fear is something that only less valorous men and women
experience.

“Humility in all things.”

You are modest regarding your own importance and always
submit to your deity’s will.

You know your place, but your place is important.

You are not proud or arrogant, though you challenge the
unenlightened with your creed.

“Patience outlasts all.”

You understand that it might take your entire life span to
make a difference in the world—you don’t hurry, you
persevere.

You have the god-supported tenacity not to quit your tasks,
once taken up.

“Loyalty to true friends, vengeance to betrayers and foes.”

You know that strength flows from solidarity, and solidarity
only comes when all trust each other.

Defeating the evils that plague the world is possible if all
are loyal.

Those who betray loyalty must be dealt with swiftly.
“Benevolence is a balm to all souls.”

A paladin is charitable and desires to safeguard others from
influences that would destroy their innocence or end their
lives.




Benevolence is no less a tool of your deity than your sword.
“Integrity is the foundation on which all things of value are built.”
You adhere to the ethical and moral standards of your deity,
acting in all ways as a beacon of truthfulness that others
might emulate.

Your character and sense of self relies upon your honesty.
How can one be truthful “to a fault”?

“Mercy for those that deserve mercy.”

Sometimes even the righteous can stray from the true path,
and thus you must occasionally show compassion.
However, mercy for unrepentant evildoers is tantamount to
doing evil yourself.

“Generosity is the left hand of [your deity].”

When you are willing to give of your wealth, or even more
important, your time, you show the real strength and depth
of your belief in your deity.

Only someone truly comfortable with her faith has the
spiritual reserve to be generous.

Chivalrous: You seek to be a paragon of the concepts of
justice and morality in behavior between people.

As such, you are brave in battle, loyal to your deity, and
willing to sacrifice yourself for that belief (see Bound in
Honor, above).

Toward your fellows you are merciful, humble, and
courteous.

Most important, you are gracious and gentle to those
worthy of high regard, and you might even seek to court
someone you admire.

If that person is unavailable and married to someone else,
especially if he or she is of higher status, your chivalry leads
you into a type of “courtly love”.

You dedicate your life to the object of your affection,
expressing your appreciation from afar through an intricate
system of colors and ribbons worn on behalf of your
beloved and favors done in his or her name.

It’s an elaborate dance, a game that the players freely enjoy
without expectation of commitment.

“For the Lady who has my heart, I dedicate this quest.”

“Leave this to me—honor commands that the final blow be mine.”
Merciless: Do any deserve mercy?

No.

Leniency and compassion are words used to describe weak
dealings toward those who have been judged and found
wanting.

This doesn’t mean that you seek to kill all those who, in
your judgment, are weak and faithless, but it does mean
that such creatures do not deserve your respect.

“There is no mercy, theve is only judgment.”

Moral Philosopher: Moral conduct, morality, and the
correctness of moral thought are paramount to you;
however, you know that morals vary by culture.

Is one moral code better than another?

Is an ethical code better, or as your brothers and sisters in
your order claim, are ethics a mortal-contrived sham that
hides the true reach of morals?

You don’t know, but you wonder.

“An ethical code establishes tradeoffs toward the greater good, and
weighs all the negative and positive vesults of an action, apart from
moval absolutes.

Thus, decisions ave based upon the greatest good for the greatest
number.”

Reverent: You begin almost every utterance with a
reference to your god.

“As the truth of [your deity] tells us...”

“If [your deity] allows...”

“In the name of [your deity], the beneficent, the merciful...”

If you do not begin an utterance with a reference to your
deity, you wrap up with one.

“...as [your deity] commands.”

“...may [your deity] light and guard me.”

“...that all may know the wisdom and majesty of [your deity].”
Zealous: You are a fervent servant of your deity.

You are diligent in your duties, show enthusiasm in
performing them on your deity’s behalf, and display a
powerful interest in anything related to your deity, whether
it's support or opposition.

You show your zeal to your friends and foes in one or more
of the following ways.

Exultant: You are joyful and proud when you think of your
deity, and are given to rejoicing and triumphal shouts.

See the Paladin Battlecries sidebar.

Disciple: You know the history of your deity, and those
saints and other people important to your deity.

You know the trials and tribulations of your deity and/or
your deity’s saints, and you reenact those trials in a yearly
ceremony.

Moreover, you dress according to a strict interpretation of
any doctrine your deity dispenses.

Missionary: You know with your gut that others would be
happier if they worshiped your deity as you do.

To this end you consistently (though not constantly—
annoyance isn’t a tool of conversion) exhort friends and
strangers to convert.

Tattooed: You've shaved your head and proudly display a
tattoo of your deity’s holy symbol across your brow and
naked head.

Tract Giver: You always carry with you several tracts that
describe the glories of your deity, and pass these out (or
leave them to be found) wherever you think they'll do the
most good.

(To this end, you have an arrangement with a printer, or at
least a letterist).

You are not a vocal missionary, preferring to work in more
subtle ways.

“Consider the benefits that would be yours if you find grace with
[your deity]l—surety, confidence, and comvadeship, at the very
least!

CHARGING SMITE

Despite the glorious vision of a shining knight atop a
warhorse charging into combat, the reality in the D&D
game is that it’s far from easy (and sometimes impossible)
to bring a big animal along on your dungeon crawl.

To avoid the drain on time and resources created by a
special mount you might not even be able to use, you can
select the charging smite alternative class feature instead.
You still leap into the fray, taking the fight to the enemy,
but you do so in a manner that better matches the typical
combat found in a D&D game.

Level: sth.

Replaces: If you select this class feature, you do not gain a
special mount.

Benefit: Beginning at sth level, if you smite evil on a charge
attack, you deal an extra 2 points of damage per paladin
level to any evil creature you hit (in addition to the normal
bonus damage dealt by a smite).

If the charge attack misses, the smite ability is not
considered used.

This is a supernatural ability.




STARTING PACKAGES

Package 1: The Cavalier

Elf Paladin

Ability Scoves: Str 13, Dex 12, Con 12, Int 8, Wis 12, Cha 15.
Skill: Ride.

Feat: Mounted Combat.

Weapons: Longsword (1d8/19—20), lance (1d8/x3), shortbow
with 20 arrows (1d6/x3, 60 ft.).

Armor: Scale mail (+4 AC), heavy wooden shield.

Other Gear: Standard adventurer’s kit, wooden holy symbol,
21 gp.

Package 2: The Destroyer

Dwavf Paladin

Ability Scoves: Str 13, Dex 8, Con 16, Int 10, Wis 12, Cha 13.
Skills: Knowledge (nobility and royalty), Sense Motive.
Feat: Power Attack.

Weapons: Greataxe (1d12/x3), five javelins (xdé, 30 ft.).
Armor: Scale mail (+4 AC).

Other Gear: Standard adventurer’s kit, wooden holy symbol,
34 gp.

Package 3: The Vanguard

Human Paladin

Ability Scoves: Str 12, Dex 8, Con 14, Int 10, Wis 13, Cha 15.
Skills: Diplomacy, Heal, Sense Motive.

Feats: Improved Initiative, Shield Specialization (heavy).
Weapons: Longsword (1d8/19—20), two javelins (1d6, 30 ft.).
Armor: Chain shirt (+4 AC), heavy wooden shield (+2 AC).
Other Gear: Standard adventurer’s kit, wooden holy symbol,

10 gp.

RANGER

You travel to places where few others dare to tread.

Relying on a potent combination of stealth, woodcraft,
magic, and fighting skill, you are the master of the
wilderness.

Where others see a trackless forest, you see an
impenetrable refuge.

Where others see a burning desert, you see a deadly trap for
enemies you lure within.

Where others see impassable mountains, you see high
roads to new lands.

You are the ultimate explorer, self-reliant and adaptable.
No other adventurer comes close to your independence
and sheer versatility.

Suggested Backgrounds (choose one): Drifter, Farm Hand,
Mariner, Soldier, Tribal Origin.

Suggested Personality Archetypes (choose one): Agent, Explorer,
Orphan, Rebel, Renegade, Savage, Seeker, Wanderer.
CHARACTER THEMES

One or more of the following character themes could apply
to you.

Bounty Hunter: Unlike other rangers, you are equally at
ease in the wilderness or in the cities and towns of
humankind.

You hone your woodcraft and tracking skills to use them
against other people instead of forest-dwelling monsters.
You might be a cold-hearted mercenary, an intrepid tracker,
or even an outlaw or highwayman who uses woodcraft to
get close to your quarry.

For you, the lore of the wilderness is a tool that you employ
for your particular ends.

Your choice of favored enemy makes you more effective at
tracking (and defeating) particular quarries, so choose
wisely.

It's not unusual for a bounty hunter to choose his own race
as a favored enemy—not because you're a misanthropic
killer, but simply because you want to be especially good at
following villains who happen to be of your race through
the wilderness.

Keep a record of each quarry you stalk over the course of
your career, and preferably a trophy or souvenir from each
success.

Show off your trophies and boast a little about your
victories when you have the chance.

You want word to get around about who you are and what
you do, so that villains who find you on their trail will be
more likely to panic, slip up, and make a fatal mistake.
“The price is 100 gold—no less, no more.”

“Only one bounty has ever escaped me—so far.

1 keep a constant eye out, just in case.”

Driven Avenger: When you were a child, your town was
burned to the ground by orcs, or displacer beasts devoured
your family, or a dragon hunted your tribe to extinction.
Whatever the tragedy, you have been left with an endless
thirst for vengeance against the monster or monsters that
ruined your life.

The monsters responsible for your loss are at the top of
your list of favored enemies.

Your back-story prominently features a tragic loss at the
hands, claws, talons, or fangs of these monsters.

Create a suitable tale of woe and suffering, and write it
down—ryou'll tell it over and over again to anyone who
asks.

In any situation or challenge you confront, look for signs
that your mortal enemies are somehow involved.

For example, if drow enslaved your village, you should
suspect drow involvement in almost any problem you
encounter.

“The drow are behind this.

You'll see.”

“Only drow attack with such precision.”

“Ididn’t like the way that innkeeper was watching us.

1 bet he's secvetly in league with the drow, spying on us for them
“The only good drow is a dead drow.”

Master of Beasts: You have allies everywhere you go.
The birds and beasts are your friends, and even the fiercest
creatures suffer your presence.

While your animal companions do not help you in battle
like the druid’s help her, you value them for more than
their fighting skill.

Animals give you senses that you otherwise would not
possess, allow you to keep watch over vast areas without
being seen, and can carry messages over great distances.
Avoid fighting naturally occurring animals if possible.
Instead of killing a cave-dwelling brown bear in your path,
see if you can lure it away from its lair or merely frighten it
off.

Sometimes you have to resort to lethal methods to fight off
dangerous animals, but there is no honor in such a battle;
you should help your companions to avoid encounters of
this sort instead of killing animals that are only acting as
their nature dictates.

It's not unusual for a ranger of this sort to be uncomfortable
around other people.
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Keep your thoughts to yourself, and don’t use two words
when one will do.

People are cruel and deceitful, but you can always trust an
animal to act in accordance with its nature.

When you have to interact with humanoids, stay short and
to the point, and speak bluntly.

When you can, use animal metaphors to make your point.
“If you hope to catch Drethaas, you must run like the deer all day
and through the night.

Can you keep up with me?”

“The ogre is licking its wounds in its den.

Now we can finish the monster.”

“We have his scent now.

He won't get away.”

“I have the eyes of an eagle.

No orc will pass by this place unseen.”

Wayfinder: You live for the opportunity to tread new lands
and see things no one has seen before.

You measure yourself against the raw power of nature by
crossing unfordable rivers, climbing impassable mountains,
and mastering uncrossable deserts.

The lure of treasure and the challenge of fearsome foes
serve only as excuses for you to head out on your next
journey.

Before you die, you want to see more of the world than
anyone before you has seen.

You are restless and uneasy in times of idleness.

You chafe at long delays, because when you're waiting for
something to happen you're stuck in one spot.

Urge your companions to push on another mile, venture
into just one more room, or at least give you a chance to
scout just over the next hill before stopping for the night.
Keep a journal of your travels, noting the weather, the
creatures you encountered, the places you visited, and the
spot where you camped for each night.

Overland travel is your special area of expertise, so make
sure you voice your opinion when the party debates the
question of how to move from one place to another.

If your friends are wise, they'll listen to you.

Because you are widely traveled and interested in a variety
of things, you naturally relate new experiences to things
you've seen or done before.

“This cave’s a little bit like that second chamber in the Caverns of
Creeping Shadows.

You remember, the one with the weird green-glowing fungus-balls
and the gricks?

Do you think we might find gricks here too?”

“Let’s find a safer place to cross.

In my experience, this is just the sort of mountain stream that will
batter you to pieces and carry you over a waterfall if you fall in.

I don’t want to have to go looking for your body.”

“This desert's got nothing on the Anvil of Searing Pain.

Now that was a desert.”

“Careful!

T'll bet you these ovcs ave headhunters, like those Blood Moon
warriors we ran into a few months back.

Look, they've got kukris just like those Blood Moon ovcs.”

DISTRACTING ATTACK

A ranger’s animal companion isn’t neatly as tough as a
druid’s, and thus works best as a scout or occasional flanker
in combat.

If your ranger would prefer to avoid the hassle of taking
care of an animal companion, you can get some of the same
benefit with the distracting attack alternative class feature.
Though not as effective as an actual flanker, the ability to
spread out your attacks to affect multiple enemies is a nice
side effect.

Level: 4th.

Replaces: If you select this class feature, you do not gain an
animal companion.

Benefit: Beginning at 4th level, whenever you hit an enemy
with a weapon attack (whether melee or ranged), that
enemy is considered flanked by you for the purpose of
adjudicating your allies’ attacks.

For example, if your rogue ally attacked that enemy, not
only would she gain a +2 bonus on her melee attack roll but
she could also add her sneak attack damage to a successful
melee attack.

This flanked condition lasts until either the enemy is
attacked by one of your allies or until the start of your next
turn, whichever comes first.

This is an extraordinary ability.

This ability has no effect on creatures that can’t be flanked.
STARTING PACKAGES

Package 1: The Archer

Elf Ranger

Ability Scoves: Str 12, Dex 17, Con 12, Int 10, Wis 13, Cha 8.
Skills: Climb, Hide, Listen, Move Silently, Spot, Survival.
Feat: Point Blank Shot, Track.

Weapons: Longsword (1d8/19—20), longbow with 20 arrows
(1d8/x3, 100 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer’s kit, 19 gp.

Package 2: The Hunter

Half-Elf Ranger

Ability Scoves: Str 12, Dex 15, Con 14, Int 10, Wis 13, Cha 8.
Skills: Hide, Knowledge (nature), Listen, Move Silently,
Spot, Survival.

Feat: Alertness, Track.

Weapons: Longsword (1d8/19—20), dagger (1d4/19—20, 10
ft.), longbow with 20 arrows (1d8/x3, 100 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer’s kit, 17 gp.

Package 3: The Skirmisher

Human Ranger

Ability Scoves: Str 12, Dex 15, Con 14, Int 10, Wis 13, Cha 8.
Skills: Climb, Heal, Hide, Jump, Move Silently, Spot,
Survival.

Feats: Dodge, Mobility, Track.

Weapon: Longsword (1d8/19—20), short sword (1d6/19—20),
3 javelins (1d6, 30 ft.).

Armor: Chain shirt (+4 AC).

Other Gear: Standard adventurer’s kit, 5 gp.




DO ONE JOB, AND DO ITWELL

While rangers have a lot of skill points to spend, you will find that

it's just not possible to maximize your skill ranks in all the things

that rangers do. Depending on your particular character theme,

you might need to prioritize your skill purchases as follows.
Bounty Hunter: Craft (trapmaking), Ride, Search, Survival,

Use Rope. Survival is the most important of these for a tracker.

ROGUE

The world owes you a living.

You are the ultimate opportunist, keeping your eyes open
for the next big chance to come your way.

Fortune favors the bold, and while you might not always
fight with noteworthy valor, you certainly have the boldest
of aspirations.

You are a trickster, a rapscallion, a scoundrel.

You don'’t fight fair, and if you can help it, you don't fight at
all.

Stealth, guile, and daring are your weapons.

Why fight when another act of daring—such as an
impossible climb or a brazen bluff—might serve to help
you pass an obstacle and deliver the prize into your hands?
Suggested Backgrounds (choose one): Artisan, Drifter,
Guttersnipe, Mariner.

Suggested Personality Archetypes (choose one): Agent,
Challenger, Daredevil, Explorer, Mercenary, Orphan,
Rebel, Renegade, Simple Soul, Strategist, Trickster,
Wanderer.

CHARACTER THEMES

One or more of the following character themes could apply
to you.

Braggart: You have a true gift for self-aggrandizement and
letting your mouth run away from you.

Sometimes this can lead to trouble, but let’s face it: Anyone
as clever, quick, and good-looking as you should be
renowned for her deeds, and shouldn’t knuckle under in
the face of so-called authority.

If some jumped-up constable or high so-called noble
doesn’t like the way you carry yourself, it's his problem, not
yours.

He probably wishes he had half your charm and style.

Take every opportunity to insult, belittle, and deride your
enemies.

What better way to show off your wit and inventiveness,
while entertaining your friends?

Don'’t let a combat pass without a quip.

“Are you trying to kill me with your axe or your breath, you
malodorous fiend?”

“Hey, you dried-up old husk of a wizard!

You wanted to live forever looking like that?”

“Where's the evil plan?

Come on, you've got to have an evil plan!

How can you call yourself a crazed cultist if you don’t have an evil
plan?”

Make sure stories told about your deeds reflect well on you;
if part of the story is a little boring or doesn’t cast you in a
good light, there’s no harm in adding some embellishment.
There’s no conversation that can’t be improved by talking
about yourself a little—or a lot.

You're the most interesting person around, after all.

Cross-class skills such as Gather Information and Intimidate
can be useful, too.

Driven Avenger: Hide, Listen, Move Silently, Spot.

Master of Beasts: Handle Animal, Knowledge (nature), Ride

Wayfinder: Climb, Knowledge (geography), Survival, Swim,
Use Rope

“Was Lord Gerrat there when I stole the Dragon Egg Ruby from
under a demilich’s skull?

Did he stand next to me when 1 faced down the frost giant jarl
with nothing but this kukri so that my friends could get away?
Then Lovd Gevrat can wait a few hours, because I'm not leaving
this tavern while the music's still playing and everyone is
dancing”

“Yes, yes, that's all very intevesting, but let's talk about me.”
Above all, maintain your self-confidence!

If you don’t believe in yourself, who will?

People exaggerate their troubles, so you should feel free to
whittle them back to size.

“Oh, sure I've fought dragons before!

Great big ones, fire-breathing of course, bigger than castles!
They're not so tough.”

“They just call it the Tomb of Horrors to scare off the morons.

It's a sham, a put-on!

We'll walk right in and steal every last copper from the place, just
you wait and see!”

Common-Born Hero: You view yourself as a champion of
the people, fighting against injustice and tyranny with a sly
sense of humor, a larcenous streak, and an intuitive grasp of
the art of derring-do.

You can't stand to let a bully go unpunished, and most
monsters and villains are nothing more than particularly
big and scary bullies.

While you are certainly happy to profit from your
adventures, you live for the gratitude and appreciation of
the common folk.

Returning a stolen treasure to its rightful owner—
especially an owner who is otherwise impoverished—is
more satisfying than simply enriching yourself.

Even if it's difficult to part with a hard-won prize, you trust
that suitable rewards will follow when you do the right
thing.

You don't have to give away everything you find, but you
should see to it that your successful adventures help as
many people as possible.

More so than most other characters, you take an interest in
the common people you encounter in your travels.

Keep a list of the minor NPCs you encounter, as well as
what they need or what they want.

Ask your DM to provide your character with opportunities
to meet and help common folk if these are not a feature of
his game.

(DMs will appreciate it if you don't pester them for details
on every person in the village, though).

“Madam, why so sad?

Here, take this gold coin and buy your family a feast!”

“I swear on the blood of my mother, theve will be justice in this
town!”

Skulk: You're an artist, not a common thief.

You are a bold and daring warrior, but instead of putting
your faith in ironmongery and clumsy charges, you seek
victory in the shadows.




You have no battle cry or trademark move—you don’t want
to be seen or heard before you strike.

Some might question your courage, but none can doubt
your effectiveness.

Surprise is your biggest asset, so you are a master of skills
and talents that let you creep into places where you can
take your enemy unaware.

Seek out opportunities to scout out the lay of the land and
locate potential enemies without a big, noisy party of
adventurers at your heels, giving away your position and
waking up every monster in the dungeon.

If you can silently take out a weak or unsuspecting foe on
your own, great—but remember, it’s your job to avoid
giving the villains a chance to strike back.

Make sure you can handle anything you start when your
allies aren’t at hand.

You are rarely loud or boastful; you know what you can do,
and that's the only measure that counts.

You find it easier to speak little and hear much, keeping
your opinions to yourself.

When you do voice an opinion, you tend to be terse and
offer little or no explanation.

“T'll take care of the sentries.”

“Give me ten minutes to get into position before the rest of you
storm in.”

“Five ogres ahead—two sleeping, three more awake.

I don’t want to leave them behind us.”

Specialist: You are a consummate professional.

Master of a set of rare and valuable skills, you view
adventures as jobs—nothing more and nothing less.

You don’t accompany adventuring parties to test yourself
against ferocious monsters or to halt the depredations of
murderous villains.

You go along for your fair cut of the loot, and you have no
use for the thickheaded heroics of muscle-bound sword
swingers or crusading zealots.

If you wind up in a fight, you probably bungled the job.
Rogue specialists come in four basic flavors: lockpicks (who
concentrate on Open Lock), trapfinders (who need Search
and Disable Device), swindlers (who use Bluff, Disguise,
and Gather Information), and acrobats (who rely on
Balance, Jump, Climb, and Tumble).

In each case, the key to success is your ability to amass a lot
of ranks in key skills other characters are unlikely to
duplicate.

Magic can eventually obviate the usefulness of a swindler,
lockpick, or acrobat thanks to spells such as charm person or
levitate, but trapfinders provide a capability that is very hard
to replace.

If you are going to be a specialist, consider being a
trapfinder first.

Keep notes on various obstacles you encounter, especially
the ones you can’t get around or through on your first try.
Someday you're going to go back with the right tools (or
perhaps a little more training) and defeat each and every
one.

You can be opinionated, and you believe that most
obstacles can be overcome through the use of your special
skills.

You are confident and pragmatic.

“I never met a lock I couldn’t open.”

“Better let me go fivst.

Otherwise someone’s likely to get killed.”

“Hmmmph.

Goblin-work.

Shoddy.”

DISRUPTIVE ATTACK

More than perhaps any other character, a rogue’s ability to
fully contribute to a fight varies dramatically based on the
enemies she faces.

Against a mummy, flesh golem, or shambling mound, the
rogue’s damage-dealing drops precipitously.

The disruptive attack alternative class feature allows a rogue
to be effective in combat against such creatures by making
them vulnerable to the attacks of her and her allies.

It’s also useful against creatures vulnerable to your sneak
attacks, creating interesting tactical decisions for you in
such fights.

Level: 4th.

Replaces: If you select this class feature, you do not gain
uncanny dodge at 4th level.

Instead, you gain uncanny dodge at 8th level (when you
would normally gain improved uncanny dodge).

Benefit: Beginning at 4th level, through careful study
you're able to find exploitable flaws in any creature’s tactics
and defenses.

Whenever you hit a target that is flat-footed against your
attack, or whenever you hit a target that you flank, you can
choose to sacrifice your sneak attack damage in order to
apply a —5 penalty to that creature’s AC for 1 round.
Multiple hits on the same target don’t stack.

This extraordinary ability works even against creatures
normally immune to extra damage from sneak attacks, such
as undead.

STARTING PACKAGES

Package 1: The Archer

Halfling Rogue

Ability Scoves: Str 6, Dex 17, Con 12, Int 13, Wis 14, Cha 10.
Skills: Climb, Disable Device, Hide, Listen, Move Silently,
Open Lock, Search, Spot, Tumble.

Languages: Common, Goblin, Halfling.

Feat: Point Blank Shot.

Weapon: Morningstar (1d6/x3), light crossbow with 20 bolts
(1d6/19—20, 80 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer's kit, thieves’ tools, 10 gp.
Package 2: The Duelist

Elf Rogue

Ability Scoves: Str 10, Dex 17, Con 10, Int 14, Wis 8, Cha 13.
Skills: Balance, Bluff, Disable Device, Hide, Listen, Move
Silently, Open Lock, Search, Spot, Tumble.

Languages: Common, Draconic, Elven, Orc.

Feat: Combat Expertise.

Weapons: Rapier (1d6/18-20), dagger (1d4/19—20, 10 ft.),
shortbow with 20 arrows (1d6/x3, 60 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer’s kit, thieves’ tools, 6 gp.
Package 3: The Explorer

Human Rogue

Ability Scoves: Str 13, Dex 15, Con 12, Int 14, Wis 10, Cha 8.
Skills: Climb, Disable Device, Gather Information, Hide,
Jump, Listen, Move Silently, Open Lock, Search, Spot,
Tumble.

Languages: Common, Goblin, Undercommon.

Feat: Alertness, Combat Reflexes.

Weapons: Longspear (1d8/x3), morningstar (1d8), light
crossbow with 20 bolts (1d8/19—20, 8o ft.).

Armor: Studded leather (+3 AC).




Other Gear: Standard adventurer’s kit, thieves’ tools, 5 gp.

SCOUT

You navigate difficult terrain as easily as a commoner walks
down a cobbled lane.

Your natural talent and intensive training forged you into
the ideal investigator of both the green wilds and the dark
depths.

Where your compatriots find themselves caught on
brambles, tripped up on potholes, and wounded by caltrops,
you flow, jump, and sweep through all distractions offered
by the mute landscape.

Your ability to travel into difficult-to-reach locations
complements your ability to evade the eyes of both friend
and foe.

You are seen only where and when you choose to be.
Quick, trackless, difficult to pin down, and able to pierce
both physical barriers and lightless expanses, you are lethal
when you decide to make your presence known, whether
in a direct attack or when you make your report to the eager
company ready to act on the intelligence you gathered.
This class appears in the Complete Adventurer supplement.
Suggested Backgrounds (choose one): Drifter, Mariner, Soldier.
Suggested Pevsonality Archetypes (choose one): Agent, Daredevil,
Explorer, Orphan, Rebel, Renegade, Seeker, Wanderer.
CHARACTER THEMES

One or more of the following character themes could apply
to you.

Game Hunter: You eat what you kill, and you're none too
fond of fancy meals served in taverns.

To you, hunting animals for food in their proper season, by
climate, and factoring in animal diversity is a philosophy
and even a way of life.

You'd never eat a spawning fish out of season, and you
recoil in disgust at the thought of dining on veal or herded
animals.

This means you're kept busy hunting for your sustenance,
but luckily you know how to prepare and preserve large
catches in ways that ensure you can comfortably eat for a
month or more between big hunts.

Of course, you prefer fresh game to preserved, so whenever
you can give jerky a rest in favor of quail, squab, or coney,
you take time to set up a snare or head into the brush, only
to emerge an hour later with your fresh prize in hand.

You are not stingy with freshly caught game, and you know
many different ways of preparing your catch.

You cook for your compatriots as much as they'll allow, and
you enjoy trying new preparations with natural spices,
seasonings, and novel presentations.

“I know a recipe for coney better than anything you'll ever taste in
town.”

“It's not the season for salmon—don’t insult me by trying to serve
it.”

Military Heritage: You come from a military tradition,
having served either in the king’s army or in a large,
respected mercenary company.

You distinguished yourself, though you never achieved
high rank.

On the other hand, you were a noncommissioned officer,
and those who outranked you depended upon your
scouting expertise.

Because of your military heritage, you are familiar with
military jargon, and speak of “flanking maneuvers” and how
“strategy is large scale while tactics are small scale”.

Moreover, you like to assess all adventuring (and perhaps
even social) situations in terms of seven strategic principles
that served you well while you were “in service”.

“Figuring out the objective is half the battle.”

Once you throw out all distracting factors, what are you
really hoping to achieve?

“With enough munitions, we can mount a credible offense.”
You're not afraid to pay for magic arrows and other high-
quality offensive “hardware”.

“Without cooperation, we have nothing.”

You know the value that teamwork and mutual aid adds to
any dangerous situation.

You like to work out tactics ahead of time, and to establish
who in the party is responsible for what duty.

“We have to concentrate our attacks!”

It's foolish to scatter attacks across multiple enemies—if
members of your party concentrate their attacks on a
dangerous foe, that foe would be brought down quicker,
and thus unable to deal its own damage as long.

Then, on to the next foe.

“Always look for tactical advantage, then maneuver to veach those
positions.”

You point out to others in your party where each might be
positioned for best possible effect.

See Tactician on page 58 under the warmage character
themes.

“Surprise is one of my favorite weapons.”

You like to sneak ahead and get the lay of the land before
engaging enemies.

“Keep it simple!”

Plans are well and good, but complicated schemes go out
the window the moment the first arrow is fired.

Plans that are too involved almost always collapse.

Sniper: You are especially skilled in field craft and
marksmanship, allowing you to target selected enemies
from concealment at range.

Ideally, you move into a position against a foe unaware of
your presence, use as few attacks as possible to down the
target, then withdraw without being seen.

Of course, in a conflict when you support a larger party of
adventurers, you do not withdraw, but instead rely on your
comrades to keep the foe or foes from attacking you
directly.

In return, you concentrate your fire against foes most
dangerous to your party.

You developed your field skills on your own, or perhaps
you were trained in a military detachment of the king’s
guard or in a special unit fielded by a large mercenary
company.

World Traveler: You've seen it all.

Well, you've seen a lot in your travels, and you don’t mind
audibly comparing the place where you currently find
yourself with other places you've allegedly traveled to.
Even when you haven't physically traveled to a locale you
like to brag about, you indicate (if pinned down) that you've
read all about the locale in question; after all, a scout has to
keep on top of these sorts of things.

“The way this tower is laid out reminds me of Tarmind Spire.
Tarmind—the spive was named after the sorcever who built it—
was a demonbinder.

Tarmind Spire was where he caged all the demons he bound.




Anyway, keep an eye out for demons.”

“This waterfall puts me in mind of the Falls of Shandarm.

Those falls plunge a hundred feet in a voaring cascade of white
whose thunder can be heard for miles.

Local tribes cast coins, gems, even magic items into it, thinking
that their sacrifice will grant them fortune and long life.

1 don’t know if that's true, but theve's a fortune hidden below the
cataract.

Maybe we should search the basin here?”

“Whenever I travel through a mine, I think of the Mines of
Minwray.

The dwarves found the Minwray mine—they didn’t delve it
themselves.

1t was a great barrow of interconnected passages, following the
vein of some mystevious mineral, delved by a vanished race.

By the time the dwarves found it, the mineral was completely
exhausted.

But the dwarves expanded the dig, hoping to find some trace of
what the mysterious Minwray had mined so assiduously.”

“I hate these deep ravines—did I ever tell you about the Skarvos
Ravine?

Twenty miles long and half a mile deep, the ravine shelters a
sprawling citadel of crude dark stone in the deepest, darkest root of
the fissure.

No one’s ever returned from the citadel who explored it, so no one
knows what is inside.”

DUNGEON SPECIALIST

The scout’s mobility gives her a significant advantage over
foes in combat.

While any scout can hold her own in an underground
setting, some specifically train for the dark, enclosed spaces
found in dungeon environments.

If you select the dungeon specialist alternative class feature,
you give up some of your speed to turn the dungeon into a
three-dimensional combat environment.

You'll shine in small rooms and tight corridors, though area
spells become a bit more dangerous for you.

Level: 3rd.

Replaces: By choosing the dungeon specialist alternative
class feature, you give up both fast movement (normally
gained at 3rd level and improved at 11th level) and evasion
(normally gained at sth level).

Benefit: At 3rd level, you gain a climb speed equal to one-
half your base land speed (rounded down to the next 5-foot
increment), and you can attack with a light weapon
normally while climbing.

At 11th level, your climb speed improves to equal your base
land speed.

Having a climb speed grants you a +8 racial bonus on Climb
checks and allows you to take 10 on Climb checks even if
rushed or threatened.

You also retain your Dexterity bonus to AC while climbing,
and enemies gain no special bonus on attacks against you
while you are climbing.

See Movement Modes, MM 311, for more details.

At sth level, you learn to use confining areas to your
advantage.

Whenever you are standing on the ground and adjacent to a
wall, you gain a +2 bonus to AC and opponents gain no
bonus on their attack rolls when flanking you.

This is an extraordinary ability.

You lose both of these benefits when wearing medium or
heavy armor or when carrying a medium or heavy load.
STARTING PACKAGES

Package 1: The Archer

Halfling Scout

Ability Scoves: Str 12, Dex 17, Con 12, Int 10, Wis 13, Cha 8.
Skills: Climb, Disable Device, Hide, Listen, Move Silently,
Open Lock, Search, Spot.

Feat: Point Blank Shot.

Weapons: Spear (1d6/x3), dagger (1d3/19-20), shortbow
with 20 arrows (1d4/x3, 60 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer’s kit, thieves’ tools, 20 gp.
Package 2: The Hunter

Elf Scout

Ability Scoves: Str 14, Dex 17, Con 10, Int 10, Wis 13, Cha 8.
Skills: Disable Device, Hide, Listen, Move Silently, Open
Lock, Search, Spot, Survival.

Feat: Track.

Weapons: Spear (1d8/x3), throwing axe (1d6, 10 ft.),
shortbow with 20 arrows (1d6/x3, 100 ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer’s kit, thieves’ tools, 15 gp.
Package 3: The Skirmisher

Human Scout

Ability Scoves: Str 14, Dex 15, Con 12, Int 10, Wis 13, Cha 8.
Skills: Disable Device, Hide, Jump, Listen, Move Silently,
Open Lock, Search, Spot, Tumble.

Feats: Dodge, Two-Weapon Fighting.

Weapons: Two short swords (1d6/19—20), 5 javelins (1d6, 30
ft.).

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer’s kit, thieves’ tools, 30 gp.

SORCERER

You weave spells like poets compose sonnets.

You require no dusty tomes, no grueling apprenticeships,
no protracted study of arcane phenomena—all you need is
your inborn talent to wield raw magic.

As a child, you knew you were different from others, and
when you uttered your first spontaneous spell, your
suspicions were confirmed—sorcery infused your blood!
But where did this awesome gift arise from?

Could it be a mere knack, or is it true that you can claim
dragons as ancestors?

It might be that your ability to manifest magic through
mere force of will is your inheritance from those ancient
creatures.

Suggested Backgrounds (choose one): Artisan, Ascetic, Drifter,
Noble Scion.

Suggested Personality Archetypes (choose one): Companion,
Daredevil, Innocent, Mercenary, Orphan, Renegade,
Royalty, Sage, Seeker, Simple Soul, Wanderer.
CHARACTER THEMES

One or more of the following character themes could apply
to you.

Mysterious Stranger: No one knows the real you, and you
prefer to keep it that way.

Though you have allies, and might even have a few friends,
your background is a mystery to all.

Of course, in the absence of fact, rumor and legend rush to
fill the void.

While you might not actively spread misinformation, it
pleases you to hear others tell fantastic stories about where
(and how) you were born or raised, your exploits, and the
true extent of your powers.




When other characters ask about your background, don’t
ever give a straight reply.

Dance around the truth, making ominous statements in
place of answers.

Let them believe what they would like—and let your
actions give them every reason to believe the most fantastic
possibilities.

A few ranks of Bluff (and/or cross-class ranks of Intimidate)
are particularly useful for pulling off this theme.

In keeping your secrets, it's useful to be able to lie directly
to someone’s face, or to stare someone in the face until he
or she slinks away nervously.

“Many before you have pondered my ovigin.

Your questions, like those, must remain unanswered...for your own
safety.”

“You wouldn’t be the first to make the mistake of undevestimating
my power.”

Genealogist: You amass oral histories, search records, and
seek out family stories to discover the truth about your
ancestors and living relatives.

Though your overall goal is to prove that you are indeed
descended from dragons, you've acquired a lot of secondary
knowledge concerning now-defunct kingdoms, the
movement of people across the landscape, great wars and
philosophical movements, and other historical curiosities.
While still ongoing, your search of your family history has
led you to uncover distant cousins and even a few buried
family secrets.

For instance, you learned that your great grandfather didn’t
die in service to the king’s guard as everyone believes.

It turns out he shipped to sea with a privateer.

Over the course of decades, he worked to become the
captain of his own ship.

You've never been able to discover the final fate of your
grandfather’s ship, but you are constantly on the lookout
for fresh information.

Despite the interesting revelations you discover and the
people you now know you can count as distant relatives,
your true quest remains: You've never once turned your
mind from the thought of your dragon ancestry.

“My grandfather had secvets that no one could have guessed.

1 wonder if he had a hidden hoard?”

“You'd do well to learn your own ancestry.

How do you truly know what you ave if you don’t know from
where you've come?”

Misunderstood Rebel: You've never fit in.

No one understands you, and truth to tell, you don’t care
anymore.

Your dark, brooding clothing, pale features, and much-
tattooed flesh is part of who you are, and if people can’t
accept that, it’s their problem, not yours.

Moreover, you relish locations that others find horror-
inducing, including necropolises, haunted citadels, and
cursed cathedrals.

Though you still draw breath, you feel as if you have
something in common with ghosts, vampires, and other
humanoid-shaped undead—although none have yet
seemed overly interested in doing anything other than
attempting to kill you.

You have a knack for writing dark and dismal tales, and
whether with pen or out loud, you have composed several
stories featuring cursed families, being buried alive, and the
fall of cities into hellish rifts.

“Who cares?”

“I wrote a story once about a girl who was dead for a year and
never knew it...”

Pretender: This character theme relies on you having taken
1 or more ranks in Bluff.

Your natural charisma leads you into making preposterous,
but somehow reasonable-sounding claims regarding a wide
variety of topics.

You most effectively use this talent when playing games of
chance, especially cards.

For instance, when playing the high-stakes game of three-
dragon ante, your ability to bluff effectively is a tactic
you've come to rely on when you want to make the other
players believe your weak hand is strong, or that your
strong hand is weak, depending on how the dragons fall.
However, when you are faced with stressful situations, your
propensity to invent answers to hard questions out of
whole cloth could get you into trouble at least