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“We're very near the village," Bianca observed, looking back
over her shoulder at her traveling companion. “I can see lights up
ahead through the trees.”

Behind her, &meraud nodded. Tt would be good to find an inn
and rest these weary bones,” he said. “Not to mention those of the
horses, for they've had to carry us all this way.”

The two travelers urged their mounts along the winding
forest trail. Ahead lay a distant glow that promised a hot meal
and, if they were lucky, relatively clean beds..

Twilight hovered on the edge of darkness as the pair cleared
the forest and saw the small village just beyond the trees. Bianca
strained her eyes in the fast—fading light, scanning the nonde=
script buildings until she found what she sought. “There'saninn,”
she said, relief evident in her voice.

“Now if only they have rooms,” €meraud replied.

“You know, for a bard, you're uncharacte ristically pessimistic,”
Bianca said. 1 thought you were supposed to lift our spirits and
remind us of just what our noble purpose is.”

€meraud shrugged as he urged his horse forward to ride
alongside Bianca. his handsome features took on a somber look in
the near=darkness. “It’s not always easy, my lady knight, to
remain hopeful in a land so filled with sorrow and opprcssion."

Bianca brushed a few strands of dark blonde hair out of her
eyes, thankful that her long braid kept most of her otherwise
unruly tresses under control. “Youfeel it, too, then?” she asked, her
voice quiet as if hesitant to give voice to her doubts. “Cverywhere
I go, it's as if something cold and malevolent presses down on me

and not just on me, on everything around us.”

“Youre thinking of what we left behind in the clearing,”
Emeraud said.

Bianca nodded. “T haven't been able to cleanse my mind of the
images of those poor souls — a whole family, it seemed.”

“But at least we destroyed the monster that slaughtered
them,” @meraud reminded her. "At least you made certain thatit
would never kill again.”

Bianca finally allowed a slight tinge of bitterness to creep into
her voice. “It was probably one of their sons — at least before it
became that foul creature we destroyed. Where is the satisfaction
in that? We came upon a family of peasants lying in pools of their



own blood — and we ended their line forever by slaying its last
surviving member.”

“Who had become a bestial shapechanger and would have
inflicted his curse upon the rest of his family, had he not killed them
in his rage,” €meraud said, his trained voice clipping the words so
that each syllable struck Bianca like a blow.

She lowered her head, blinking back the hot tears that once
again threatened to escape her eyes.

You're right, my dear €meraud,” she said, her voice gainin
strength as they entered the village and headed for the brightly=lit
inn. “We did what we had to do.”

“And we gave the family a decent burial, too. Don't forget that
last courtesy.”

The lady knight and her companion bard rode up to the inn,
gratified to see a boy of perhaps twelve summers coming from the
stables behind the inn to take their horses.

As she dismounted and handed off the reins of her mount, Bianca
pulled out a coin for the boy, who looked up at her with a mixture of
awe and admiration. She became aware of how she must appear, a
young woman clad in chain mail and dusty, worn traveling clothes,
a sword hanging from her belt and the sweat of many miles and
battles clinging to her skin. Then she focused more closely on the lad,
and on the aura of innocence that seemed to radiate from him as he
took the reins from her and stroked her horse’s neck.

“T'N take good care of the animals, my lady,” the youth said, his
clear voice brimming with joy as Bianca’s horse nuzzled his neck.

She waited until the boy had taken €meraud’s horse as well and
led the pair of mounts into the stable before she turned to her
companion, gesturing at the boy's departing form.

“That,” she said, a smile returning to her face, “is why we do
what we do. So that perhaps he may avoid the darkness that
threatens to overwhelm us all.” She turned to Emeraud and took his
arm. “Let's see about rooms and a meal.”
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| feel and seek the light [ cannot see.

—Samuel Taylor Coleridge, Il Zapolva
=] vil thoroughly infests the Domains of
/ Dread. In other realms, pantheons of
\ } good and just gods warch over the inno-
cent and oppressed. In the realms of
Ravenloft, the Powers dominate help-
less masses of humanity, These dark forces are not
completely unopposed, however. Just as there is
darkness in the world, there is light as well. Because
untainted and incorruptible heroes are so rare, the
forces of evil often underestimate their valiant
adversaries. Of all the legends of this realm, stories
of heroes who fight against overwhelming odds are
often among the most heroic — even when they
are also the most tragic.

Heroes of Light illumines the world of virtu-
ous heroes, offering a challenge beyond the simple
conflicts of “gooed versus evil” or even murkier
conflicts between shades of gray. This is a world
where heroism and virtue are not simply arbitrary.
There's more to being “good” than declaring it as
your alignment. More importantly, a hero cannot
justify his actions simply by declaring his enemies
“evil," particularly in a realm where finding
someone's motivations is not simply a matter of
casting a detect alignment spell.

Morality is an integral part of Ravenloft’s
passion plays. The heroes of the Dread Domains
must actually demonstrare virtue, not just in
thought, but in action as well. More than any single
creed or religion, the strongest belief a hero can
espouse in this realm is that the seductive lure of
evil eventually leads to dire punishments. The
world itself tests the virtues of heroes, often leading
them astray with offers of supernatural power.
Characters become good or evil because of the
deeds they perform, and sometimes, as a result of
ethical and moral challenges. For heroes who can
overcome such challenges, the faint spark of virtue
thar burns within them can flare into a brilliant
flame — one that not only drives back darkness,
but burns vile enemies who would extinguish ir
torever.

The effects of evil are relatively obvious in the
Dread Realms. Dark gods suborn their insidious
minions, twisting them into hase and ignominious
forms. The Powers remake men in their own hid-
eous image. Villainous characters succumb to
tempration, eventually becoming as monstrous
outside as they are within. Like the first signs of
moral corruption, the early stages of degeneration

may be easily hidden, but unfortunately for the
victim, such secrets cannot be hidden forever, A
character degenerating into evil becomes bestial,
deformed, or devious, developing dark gifts be-
stowed by the Powers. In the end, even free will is
obliterated, as the hero who ance stood against evil
becomes enslaved by the darklord of his domain.
The rewards of virtue are subtle, but they are
there nonetheless. Virtue is not simply “its own
reward,” for when the forces of light reach into the
murky depths of the Dread Domains, they em-
power the heroes who can channel such strengrh.
When the powers of light present their avarars
with aid, the distinction between good and evil is
not simply one of philosophy, belief, or intent. Just
as there is tangible evidence of the existence of evil
in this world, there is evidence of virtue as a
powerful force in its own right. Virtuous heroes
may be quite rare, but when they reveal their true
nature, the shadows of evil retreat. Even exemplars
of heroism stand little chance of driving all evil
from the Dread Realms, but with each victory over
darkness, their numbers, like their power, grows.

fueling the Brilliant flame

This book does not preach any one creed of
virtue, We can show the kinds of benefits virtuous
heroes receive, but you must decide which heroes
are worthy of such accolades. If horror is personal,
then so is virtue, No two heroes may define it the
same way, and in every case, they pursue it for
personal reasons. Some may see virtue as simple
innocence or abstinence, but for the “herves of

light" it is the strength to resist corruption. Even if

acrusade isultimately futile orimpossible, a doomed
hero is no less heroic than one who automartically
triumphs over evil. If anything, his willingness to
risk and lose all for what is right is what makes him
a true hero.

Regardless of rthe cause, something must fuel
the burning ambitions of a hero. There i1s no one
formula for that fuel. Turn to the citizens of the
realms, and you'll hear a vast array of legends and
memories. Bards who remember tragic and valor-
Ous Sagilﬁ ﬂf l‘ht‘ \'irtlll]l].\' ln}ly dr}i“«' C(JI‘l'lp.']rI!‘il')ll!i
between the greatest ones, but heroes come from
all realms and races. Alchemists know thar as
different substances burn, rhcv pnn‘]uce different
shades and color of flames, but nonetheless, all

heroes blaze with the same intensity. Of course, if

you ask a mystical Vistani, he'll know several
archetypes of uncommon heroes — even if he does




interpret their actions as one would the cards of a
tarokka deck. Throughourt all the rimeless tales of
heroes, a few notable themes recur.

Che Exceptional

The largest category of virtuous heroes con-
sists of ordinary people thrown into extraordinary
circumstances. Particularly in relatively modern
realms — such as the “Renaissance realms” of
Lamordia, Dementlieu, Mordent, and Richemulot
— they form a legion of extraordinary gentlemen
and ladies. These exceptional individuals believe
that courage and reason can keep the terrors of the
night from overwhelming their domain. Even in
less civilized or primitive lands, extraordinary he-
roes stand up for what is right. For instance, a
barbarian from a remote wasteland can show great
heroism by opposing the distant darklord who
oppressively rules it, particularly if no one else will
take up such a crusade.

Che Rigbteous

Protecting the innocent is one of the greatest
forms of virtue. Ordinary folk may choose to re-
main neutral in the struggle between light and
darkness, but righteous heroes cannot rurn away
from those in need. For some, bearing witness to
evil, and doing nothingabout it, makes any witness
an accomplice to evil, Righteous courage doesn't
have to mean charging, sword drawn, at any mon-
ster that comes crawling toward your home. Caring
for the sick or injured, speaking for the oppressed
when no one else will, rescuing those in distress,
sheltering the needy, and seeking justice are all
righteous acrs, Warriors who stand up for what is
right, ready to do battle while others cower and
hide, are simply the most visible of the righteous
heroes.

Che Cuminous

When a warrior cannot destroy evil, a scholar
may at least try to understand it. Inspired by the
accomplishmentsof men like Rudolph van Richten,
this legion of scholars, metaphysicians, doctors,
and occultists quest for a spark of truth in a realm
of darkness. Knowing the truth behind the horrors
of the supernatural may help explain how they
function. By explaining the unknown, a scholar
can sometimes calm fears of the unknown. For
more martial heroes armed to slay the monstrous
abominations of dread domains, knowledge is of-
ten their most potent weapon. Knowledge of a
villain's weakness can turn the tide of battle far

-

more effectively than a puissant swordsman or
mighty myrmidon. A virtuous scholar does not shy
away from the truth, no matter how hideous, mon-
strous, or damaging to one’s sanity it may be. If that
means risking his own life to witness his enemies
first-hand, so be it.

Che Civilized

Although the heroes of some domains may see
this next belief as arrogant, citizens of educared,
industrious, and technologically advanced domains
sometimes see themselves as more qualified to deal
with the unknown than their “unfortunate” neigh-
bors. Since backward realms remain isolated by the
Mists, they are typically out of sight and out of
mind. It is easy to see, then, why they would define
civilized heroes as the realm’s best defense against
the force of evil.

Lawful heroes may come to define those who
protect the values of society as inherently “good.”
This is often accompanied by a certain faith in the
worthies of this society — a belief that in some
cases, upper class individuals of proper education,
lineage, and background possess the qualities nec-
essary to preserve that society. Comparable to our
own world, these delusions may seem almost Vic-
torian in their nature, even in domains where
wheel-lock pistols and polearms are the most so-
phisticated weapons of war.

Peroism and Cragedy

Ravenloft's bards tell tales of great heroism,
not just as inspiration, but also as cautionary tales.
A few mad idealists believe they can drive the Dark
Powers from Ravenloft forever, but most virtuous
heroes accept that they will never fully rid the
realm of evil. On the rare occasion when a darklord
is destroyed, another madman inevitably takes his
place. An innocent saved today may fail prey to
corruption tomorrow, and, given sufficient temp-
tation, even the greatest of heroes may become
greater villains. A frightened populace cowers be-
fore the overwhelming force of evil in the world.
Does mean that heroism is ultimately futile? Of
course not.

The bravest heroes may descend into dark-
ness, but the most idealistic ones stand a greater
chance of resisting corruprion. Heroes who give up,
who submit to what they cannot destroy, often
become as impotent and terrified as the masses they
once protected. At that point, evil's victory is
absolute. Fanatic heroes profess that death is pref-
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erable to dishonor, and so gladly give their lives
fighting skirmishes in a lengthy campaign against
the forces of darkness, one that endures for genera-
tion. Despite tragic and often violent deaths, heroes
live on in sagas, the treatises of scholars, the chil-
dren they protect, and the land itself. Virtue is not
simply a reward; it is a legacy. Any character who
joins with the heroes of light is an inheritor of that
legacy, and the powers professed in this book are
their rightful inheritance.

Virtue and Corruption

Just as there are shades of darkness in the
world, from faint shadows to blackest evil, heroes
know of the gradations of light, from the wan
illumination of a peasant who resists simple temp-
tation to the brilliant incandescence of the most
esteemed paladins. In Ravenloft, there is no way to
definitively measure good and evil or even to
identify them. From our point of view, however, we
can quantify such qualities through game mechan-
ics — including the system described below.

In the Ravenloft Core Rulebook, the seven
stages of corruption are explained in the Ways of the
World chapter. In that description, all characters
and NPCs exist in one of three moral states: they
are either innocent, corrupted, or somewhere in
between. For the purposes of this book, there is
considerable moral leeway within the third car-
egory. To enhance this aspect of the game, the
characters of this book belong to one of the follow-
ing six stages of morality:

Innocent Children begin in thisstate of grace
until they grow up — or see too much. You cannot
take this as a feat; it's a special quality.

Blessed Thecharacterhastaken the Blessed
feat, passed a test of virtue, or gained the special
quality: Virtue's Challenge.

Moral Good characters from
other realms begin with this stage of virtue.

Penitent Neutral characters from other
realms begin with this stage of virtue.

Unclean The character has succumbed to
the Caress, the first stage of corruption. Theoreti-
cally, an evil character from another realm would
begin at this stage of corruption.

Corrupted The character has succumbed to
the second or later stage of corruption.

In the next chapter, many of the virtues be-
stowed by feats and prestige classes are only available
to the Virtuous. That term includes characters who

S L}Aﬁﬁmﬂ;ai’”*’&u_—m S S .

are Innocent, Blessed, Moral, or Penitent. In other
words, a player character who has not succumbed
to the Caress of Evil, the first stage of corruption, is
a virtuous hero. When using these terms, the DM
will need to make a few additional ethical distinc-
tions, both in rules and in stories.

Innocent: An Innocent has a soul completely
free of the raint of evil. An innocent humanoid has
never commitred any act worthy of a powers check,
regardless of success or failure. An Innocent char-
acter gains a +3 divine bonus against any spell
effect or supernatural ability that requires a powers
check or is used by an evil creature; however, the
character has a —2 competence penalty to Horror
checks and Sense Motive checks. Evil clerics can
turn Innocent characters as they would undead.

Blessed: Some characters can take attain this
state of virtue by taking the Blessed feat (after
meeting its requirements). Others take a vow to
protect the virtuous, such as the one mentioned in
the special quality: Virtue's Challenge (see Chap-
ter One). Any Innocent can voluntarily become
Blessed instead.

Blessed characters have none of the benefits or
drawbacks of the Innocent, but they receive ben-
efits ordinary people do not possess. For a start, all
Blessed characters receive a +1 sacred bonus on
Fear and Horror checks. This quality is also a
prerequisite for many of virtue's rewards. As an
exception to the rules, divination spells can reveal
that someone is Blessed.

Moral: A person who has attempted a powers
check, but never failed one, is considered Moral.
Most ordinary folk of good alignment fall into this
category, at least until they are corrupted. Unless
the DM decides otherwise, all good characters
brought into Ravenloft from other campaigns be-
gin in this state of grace.

This does not mean that ordinary folk do not
occasionally compromise with evil, or that they
always openly display virtue when given the chance.
Good commoners may choose to ignore evil, or
they may fear for their own safety enough to refuse
help to heroes opposing it. Adventurers who arrive
in a rown announcing their intention to purge it of
evil will probably receive a cold welcome. Villagers
fully expect reprisals for helping heroes oppose
their oppressors. While they may believe in truth
and justice, they lack the moral fortitude to be-
come heroes. A Moral person is simply one who has
not been rewarded for an act of evil.

- -



Penitent: Neutral characters brought into
Ravenloft from other realms are considered Peni-
tent, asare most ordinary folk of neutral alignment.
Penitent characters have a —1 profane penalty on
their Fear and Horror checks.

As an optional rule, a Penitent character who
has never failed a powers check can become Moral
by losing a permanent character level and chang-
ing his ethical alignment from neutral to good.
Thus, lawful neutral, “true” neutral, and chaotic
neutral can make this sacrifice to become Moral.

Unclean: A character who has succumbed to
the first stage of corruption, the Caress, is consid-
ered Unclean. Evil characters brought into
Ravenloft from other realms automatically suc-
cumb to this first stage of corruption. It is fully
detailed and defined in the Ravenloft Core
Rulebook.

It is possible, albeit difficult, for a character
who has succumbed to the Caress to become Peni-
tent. The anchorite class ability: absolution offers
one option (see Chapter One). A character ab-
solved of his first transgression loses all the “benefits”
of the Caress; he is then considered Penitent.

Under no circumstance can a character become
Penitent more than once.

Corrupted: Few beyond the first stage of cor-
ruption can find redemption. There is little hope
for the poor soul. Unless he consistently and con-
tinually seeks to atone for his evil actions (see
Chapter Three of the Ravenloft Core Rulebook),
the rest of his existence becomes an inexorable
descent into corruption, madness, and evil.

Virtue Defined

Again, any character who is Innocent, Blessed,
Moral, or Penitent is considered Virtuous. Some of
the prestige classes in the next chapter have “Vir-
tuous” as a prerequisite; others only allow Blessed
characters to benefit. In each of these cases, a
character who becomes Unclean or Corrupted
loses the benefits of that prestige class, trading in
levels of that class for another “default class” listed
in the description. The Fall from Grace sidebar in
the next chapter has more details on this me-
chanic.

Playing a virtuous hero presents a different
approach to Ravenloft, one where a hero doesn't
compromise with evil, but actively resists it. He




invests years of experience in an arduous struggle
for perfection. Should he stray from the straight
and narrow path, he may lose all the benefits he has
gained. Yet if he can rise to the challenge of
remaining virtuous in a world beset by evil, he may
grow in power. Some of the greatest paladins even
attempt to oppose the darklords. Rewarding that
virtue, instead of merely punishing failure, is the
purpose of this book.

Pow to Use Chis Book
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eroes of Light is the second of two

Ravenloft supplements designed to il-
( ) lustrate the conflict between good and

evil in the Dread Realms. This volume

provides guidelines for players and DMs
who wish to create characters with a firm belief in
goodness and justice and a staunch determination
to fight the powers of evil. Its companion volume,
Champions of Darkness, offers details for players
and DMs who wish to design characters who are
determined towalk in the shadows, and who struggle
against their own inner darkness.

This book provides PCs with guidelines for
bringing new dimensions to the concept of “good”
characters, expanding on the principles of virtue
and exploring the many ways in which heroes can
express their commitment to waging the good
fight. The information contained within these
pages offers ways for you to create uniquely heroic
characters both native to Ravenloft and newly
arrived from outside the Mists.
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The Introduction: Why Virtue discusses the
reasons for playing characters dedicated to the
cause of good in a world surrounded by Dark Powers
and controlled by doomed and corrupted creatures.
A system for quantifying the stages of “goodness”
lays the groundwork for creating true “heroes of
light.”

Chapter One: Creating the Virtuous Hero
presents a variety of prestige classes suitable to
characters who choose to dedicate themselves to
the heroic fight. New feats appropriate for these
characters are also detailed.

Chapter Two: Heroic Societies in Ravenloft
presents a quartet of organizations that can lend
support to heroic characters, providing them with
contacts and allies, spiritual counseling or, occa-
sionally, material support.

Chapter Three: Who’s Blessed describes a
gallery of characters who fit the appellation “he-
roes of light,” including the Wanderers, a group of
unlikely heroes who wander the dark lands of
Sithicus. Some of these illustrious individuals may
be useful in your campaign as NPCs, or as guide-
lines for players and DMs who wish to build their
own heroes.

Chapter Four: The Heroic Campaign dis-
cusses themes for running heroic campaigns in the
Dread Realms. Inaddition toastep-by-step manual
for campaign creation, this chapter includes a
section on how to integrate personal relationships,
such as romance, into the lives of your heroic
characters.
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“Can’t you chant any faster?” André called, pulling both his pistols in one practiced
move and taking aim at the line of rotted, shambling creatures that approached them
from the ruins of the still=smoking village. “We need whatever divine blessings you can
give us now!”

Taking aim at the first two soulless zombies, while they were still too far away for
close combat, André fired at first one, then the other creature, striking each one solidly
in the chest. Bits of putrid flesh splattered from the gaping holes in their bodies.

“That is for Clarice,” André muttered to himself. And for my poor unborn child as
well.” he tossed the spent pistols to a younger man standing behind him, who caught
them deftly and proceeded toreload the matching weapons as André pulled out the first
of several gunpowder bombs and lit its fuse.

The chanting stopped, and André felt new strength of purpose infuse his spirit.
“Thank you, Father,” he said absently, “that was much needed.”

Counting to three, he tossed the bomb in a slow, lazy arc, timing his throw so that
the weapon exploded just above the headsof another pair of zombies. The smellof charred
rotting flesh soon filled the air.

“Your pistols, sir,” his assistant said. André opened hishands and the powdermonkey,
Guillaume, placed the reloaded weapons in his master’s grip.

“Many thanks,” André said. Guillaume had come to him only recently, drawn by
André’s reputation as an expert with powder and shot. Like him, the boy had lost his
family tofoul creatures such as the ones they now fought. In afew years, if they both lived,

Guillaume might become a skilled marksman. For now, he kept André’s pistols primed
and loaded.

“There are more in the distance,” Father Bruno's voice held a tremor of concern.
“how much longer can we fight them?” The priest stepped forward to stand beside
André, his holy symbol clutched tightly in his hand.

"hold them at bay, Father,” André said. “We fight them until theyre nothing but
ash.”

The cldcrly priest, a veteran of many battles against the undead, thrust his holy
symbol, a golden disc with a rosy hue, toward the zombies. “In the name of the
Morninglord, turn aside and trouble us no more.”

Father Bruno felta chill travel through him as his struggled to exert his faith. €ach
day, it seemed, the powers of evil brought more to bear against those like himself and his
friend André, who refused to accept the rule of darkness. A prayer of devotion on his lips,
Father Bruno renewed his faith in the Morninglord’s hope and felt a surge of power flow
through him, driving back the undead host.

“Good,” André said. “That gives me more time to shoot. Just keep them where they
are and we'll pick them off, one by one.”

he fired twice more, praying that his aim would not fail him until the creatures had
all fallen back into eternal darkness.
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O Duty! If that name thou love,

Who art a light to guide, a rod

— William Wordsworth, “Ode to Duty”

urvival in the Domains of Dread is dif-
( ) ficult enough for an ordinary man or

fully remain ignorant of evil in their

midst throughout their lives. They take
solace in the idea that others stronger than they
land. In weakness, they find absolution.

Even experienced heroes may become com-
placent about coexisting with evil. While slaying a
his minions may appear as an ultimately futile task.
Although a typical adventurer may become cor-
rupt, he may rationalize his failure, claiming that
and their minions. Yet with each failure, he is
drawn inexorably under the control of those same
powers.
if he cannot heal the land around him, he struggles
to maintain virtuous behavior in a land beset by
corruption. As darkness descends on a domain, the
contrast. Extremists refuse even to obscure their
motives, seeing falsehood as a compromise with
the corrupt world around them. More pragmatic
powers of light until they reveal themselves as
avatars of distant and forgotten gods. Attaining
rewards for virtue is far more difficult than suc-
but those who can resist temptation and survive
long enough can achieve feats worthy of legend.
Tales attest that exemplars of heroism possess

To check the erring, and reprove;
woman. Many common folk purpose-
must undertake the onerous task of healing the
lesser monster isdifficult, destroying a darklord and
he has turned the Dark Powers’ gifts against them
The virtuous hero has higher aspirations. Even
brilliance of a true hero shines even brighter by
heroes spend years in hiding, steadily mastering the
cumbing to the quick and easy lure of corruption,
undeniable strengths.

|

Prestige Classes

()

any prestige classes represent difficult
paths a hero may choose to follow in his
life. For instance, some of the most
powerful prestige classes represent the
obligations and benefits of a religious
sect, an order of knighthood, a rarefied approach to
magic, a dangerous crusade against the occult, ora
life of studious scholarship.

As part of this, a few of the prestige classes
listed below have benefits and class abilities that
are arguably a bit better than some of the standard
classes. In these cases, the character must uphold a
higher moral standard, at least as defined in the
rules for virtuous heroes earlier in this chapter.
Should that prove insufficient, it bears repeating
the prestige classes are an entirely optional addi-
tion to a campaign, purely at the discretion of the
DM.

A few of the paths listed below may not seem
particularly moral at first, but they pertain to once
ordinary people whose lives are changed by their
crusade against evil. Even a fighter who vows to
avenge innocents who have been slain holds to a
certain code of conduct. Even if his methods are
brutal or violent, hisneed to punish and destroy the
wicked changes his life forever.

Of course, a hero does not always need to
follow a treacherous path to its doomed conclu-
sion. He may follow the path long enough to take
afew levels in a particular prestige class, but one he
steps off it, he may never find his way again. In
several of the cases listed below, a hero who be-
comes corrupt loses the class abilities of his chosen
prestige class. In these cases, the levels in the
prestige class revert to levels of another class; see
the Fall from Grace sidebar for more details.




Hncborite Inquisitor
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The lawful good sect of the anchorite religion
hunts evil in a world dominated by dark powers.
The inquisitors of this sect travel wherever the
weak are oppressed to investigate their oppressors.
Their knowledge of the Mists allows them to travel
wherever the bishops of the church might send
them. Once the inquisitor succeeds in his quest, his
mistwalking abilities can help him escape the ter-
rors he has unleashed.

Through mystical means, anchorite inquisi-
tors give daily reports of the evil that infests the
land —and of course, they have a lot toreport. The
Church of Ezra must carefully consider where and
when to send its paladins and anchorites. All too
often, the inquisitor himelf must face such evil
alone, or with a few companions he personally
chooses. In addition to Ezra's benediction to pro-
tect the weak and care for the sick, inquisitors vow
to find truth and fight for justice. Their powers
allow them to see the world with eyes unclouded,
yet with them come an obligation to act on the
truths they uncover.

Hit Die: d8

Requirements

To qualify to become an anchorite inquisitor
(Ani), a character must fulfill all the following
criteria.

Base Attack Bonus: +3
Knowledge (arcana): 8 ranks
Sense Motive: 8 ranks

Feats: Trustworthy

Special: Lawful good alignment

Restriction: Evil Dead and Heavy Metal (see
below).

Morality: The character must be Virtuous
(see the Introduction). If he ever becomes Un-
clean or Corrupted, his “default class” is cleric.

Class Skhills

Theanchorite's class skills (and the key ability
for each skill) are: Concentration (Con), Craft
(Int), Diplomacy (Cha), Heal (Wis), Knowledge
(arcana) (Int), Knowledge (religion) (Int), Pro-
fession (Wis), Sense Motive (Wis), and Spellcraft
(Int). See Chapter Four in the PHB for skill de-
scriptions.

Skill Points at Each Level: 4 + Int modifier

Class features

All the following are class features of the
anchorite inquisitor prestige class.

Weapon and Armor Proficiency: Like cler-
ics, anchorites are proficient with all types of armor
(light, medium, and heavy), and with shields.

However, they must vow to never wear light or

Spells per day
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% Level Base Fort Ref Wil
Attack Bonus Save Save  Save  Special
< ! +0 +2 +0 +2 Prestige domain: mists, candle
communion, fight
2 +1 +3 40 +3 Detect virtue
3 +2 +3 4l +3 Shield of Ezra
< 4 +3 +4 4l +4 Immune to charms
\= 5 +3 +4 4l +4 True seeing
"" 6 +4 +5 42 +5 Immune to compulsions
i 7 +5 +5 42 +5 Mistwalking
% 8 +6 +6 42 +6 Immune to possession
s ] +6 +7 +3 +7 Death ward
R 10 +7 +7 43 +7 Improved true seeing
P4

+1 per level of existing class

+1 per level of existing class
+1 per level of existing class
+1 per level of existing class
+1 per level of existing class
+1 per level of existing class
+1 per level of existing class
+1 per level of existing class
+1 per level of existing class
+| per level of existing class
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medium armor. Their favored weapon is the
longsword.

Spells: The anchorite casts spells as a cleric.
An anchorite in light or medium armor cannot
casts spells from the Mists domain.

Evil Dead: Although clerics can turn undead,
anchorites cannot. Levels of this prestige class do
not count towards turning attempts.

Heavy Metal: Anchorite wanderers ei-
ther wear heavy metal armor or none at all.
Those who travel without armor demon-
strate their utter faith in Ezra protection,
while those who wear
heavy armor demon-
strate their zeal to act
as protectors and de-
fenders of the faith.
Messengers of this
secret society do not
weararmor. An ancho-
rite wearing light or
medium cannot cast spells
from the Mist Domain or use
shield of Exra.

Prestige domain
(Mists): See Chapter Two
of the Ravenloft Core
Rulebook. A cleric must
learn the Mist Domain be-
fore he can take an anchorite
prestige class. If he already
has it when she takes this
class, he can cast expedi-
tious retreat once per day,
beginning at 1st level.

Ortherwise, he can be-
come an anchorite by
sacrificing one of his
former domains (and the
benefit of that domain)
for this one. He must then
take avow to protect the weak,
care for the sick, and protect

P

the virtuous from harm. In exchange for this vow,
the anchorite wanderer can cast light at will.

Light (Sp): At 1st level, in exchange for this
vow described above, the anchorite inquisitor can
cast light at will.

Candle communion (Sp): Once each day,
beginning at 1st level, the anchorite inquisitor is
required to report his activities to his church. Their

most common method is through this spell-

once per day.

<N like ability, which the character can use
0

R Two casters who have this ability
must use it at the same time. The time
for communion is usually agreed upon
long before the casting (such as every
night at dusk). Each Anchorite must
light a candle, then activates the
ability as a standard action. The
two can then communicate ver-
bally foranumber of rounds equal
to the highest-level character’s
total level, or until one or both
flames are extinguished The
candles can be up to 5 mile
apart per level of both casters
(so two 5th level casters can
be 50 miles apart). This spell
does not use the rules for
multiple casters. If the cast-
ers are in different domains,
the dark lord can sever all
such communication by
closing the borders to his
domain.
Detect Virtue (Sp):
At 2nd level, with a suc-
cessful Wisdom check (DC
20), the inquisitor can tell
if a willing person he is
touching is Innocent,
Moral, or Penitent. If the
check fails, the ability




reveals nothing. If the subject is unwilling, this
ability automatically fails.

If the inquisitor already has this as a feat when
he gains it as a class ability, he gains a +4 bonus to
this Wisdom check.

Shield of Ezra (Sp): See the Ravenloft Core
Rulebook, Chapter Two, for derails on this spell.
Three times a day, beginning at 3rd level, a lawful
good anchorite inquisitor can summon a luminous
mist to surround and protect him. This effect lasts
one round for each cleric, paladin and anchorite
level that the character has. This spell-like ability
grants the anchorite 25/+5 damage reduction
against metal weapons.

Immune to charms (Su): At 4th level, the
anchorite inquisitor becomes immune to charm
spells and other powers that simulate spells of
enchantment.

True seeing (Sp): At 5th level, the anchorite
inquisitor may cast true seeing three times per day as
a spell-like ability.

Immune to compulsions (Su): At 6th level,
the anchorite inquisitor becomes immune from
spells or effects that attempt to compel him to act
according to the will of another, including all spells
with the Enchantment (Compulsion) and En-
chantment (Charm) descriptor.
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Mistwalking (Su): Once per month, begin-
ning at 7th level, the anchorite inquisitor can
travel from one domain to another adjacent do-
main by walking through the Mists. The anchorite
can bring up to four other people with him while
mistwalking. For each additional level of anchorite
inquisitor, he may bring an additional traveler with
him, up to a maximum of 10.

Immune to possession (Su): At 8th level, the
anchorite inquisitor becomes immune to spells or
effects that attempt to take possession of his mind
or body.

Death ward (Sp): At 9th level, the
anchorite inquisitor may cast this necromantic
spell without a powers check.
Improved true seeing (Sp): Three times a day,
beginning at 10th level, the inquisitor can cast true
seeing, but with a few additional advantages. The
inquisitor can see the true form of items and crea-
tures that have been polymorphed, changed, or
transmuted, not only through spells or spell-like
powers, but also through supernatural or extraordi-
nary abilities. Unlike most divine spellcasters, they
can sense the presence of creatures like vampires,
lycanthropes, and doppelgangers.




Hncborite Wanderer
Ezra’s worshipers interpret her in many ways,
and sometimes come into conflict over their be-
liefs. Ezra is generally worshipped as a healer and
protector who sacrificed herself to the Mists to
watch over the virtuous. For a modest tithe of ten
copper pieces a year, anyone can join the Church
of Ezra. Only a few heroes are worthy of becoming
anchorites, clerics of the church who study the
mysteries of Ravenloft's Mists (and thus, the Mist
Domain).

The church has four distinct major sects, each
with its own objectives and methods. Each
follows a different ethical philosophy (and
accordingly, has one of four align-
ments: lawful neutral, true neutral, ;
lawful good, or lawful evil.) |
Churches may even vary widely >
from one domain to another. \
What is holy in one church may,

be considered heresy — or

even blasphemy — in an- //ﬁ‘ —

other. (-
Anchoritewanderers  ™((

=\
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do not concern them- ~~ >~
selves with the’ /
distinctions of the vari-

ous sects, remaining .
neutral in all suchcon>_ /
flicts.  Instead of
answering to the disparate -
voices of a host of squabbling /
sects, they regard religious \
conflict with equanigity. o
Their highest obligation reguires
them to travel the domains( to seek
people in need. While'lawful priests
of Ezra belong to a highly'structured |
and hierarchical church, true neutral
anchorite wanderers belong to a se-
cretsociety thatenables them to travel
quietly from one domain to the next.
This society works to protect them from
persecution — sometimes from other sects
of the Church of Ezra.

Like all of Ezra's followers, anchorite
wanderers must also follow a strict code of
conduct. They are required to protect the
virtuous from harm, always coming to the
aid of individuals in distress despite per-
sonal risk. Ezrademands that they protect
the weak, care for the sick, and generally

improve the human condition. Wanderers do not
fortify themselves in isolated churches; they ac-
tivelyseek out people who need their help. Religious
conflicts do not dissuade them; thus, many excel as
messengers and diplomats.

When neutral anchorites answer this higher
calling, their deity aids them in their travels by
giving them the power to walk through the Mists
that separate various domains. Ordinarily, ancho-




rites must become powerful divine spellcasters to
overcome these obstacles (usually by learning
teleport without error as a domain spell). Anchorite
wanderers risk the dangers of the Mists long before
they can command such powers. During their trav-
els, wanderers develop an extensive knowledge of
Ravenloft’s geography. Like all anchorites, they
are unique to Ravenloft, losing all their powers if
they somehow leave the Domain of Dread.
Hit Die: d8

Requirements

To qualify to become an anchorite wanderer
(Anw), a character must fulfill all the following
criteria.

Base Attack Bonus: +3

Knowledge (geography): 5 ranks

Knowledge (religion): 5 ranks

Feats: Run

Special: True neutral alignment; capable of
casting third-level divine spells.

Restrictions: Evil Dead and Heavy Metal (see
below).

Morality: The character must be Virtuous
(see Introduction ). If he ever becomes Unclean or
Corrupted, his “default class” is cleric.

Class Skills

The anchorite wanderer’s class skills (and the
keyability foreach skill) are: Concentration (Con),
Craft (Int), Diplomacy (Cha), Heal (Wis), Knowl-
edge (arcana) (Int), Knowledge (geography) (Int),
Knowledge (religion) (Int), Profession (Wis), Sense
Motive (Wis), and Spellcraft (Int). See Chapter
Four in the PHB for skill descriptions.

Skill Points at Each Level: 4 + Int modifier

Class features

All the following are class features of the
anchorite wanderer prestige class.

Weapon and Armor Proficiency: Like cler-
ics, anchoritesare proficient with all types of armor
(light, medium, and heavy), and with shields.
Their favored weapon is the longsword.

Spells: An anchorite gains spells as a cleric.

Evil Dead: Although clerics can turn undead,
anchorites cannot. Levels of this prestige class do
not count towards turning attempts.

Heavy Metal: Anchorite wanderers either
wear heavy metal armor or none at all. Those who
travel without armor demonstrate their utter faith
in Ezra's protection, while those who wear heavy
armor demonstrate their zeal to act as defenders of
the faith. Messengers of this secret society do not
wear armor. An anchorite wearing light ormedium
cannot cast spells from the Mist Domain or use
shield of Exra.

Prestige domain (Mists): See Chapter Two of
the Ravenloft Core Rulebook. A cleric must learn
the Mist Domain before he can take an anchorite
prestige class. If he already has it when he takes this
class, he can cast expeditious retreat once per day.

Otherwise, he can become an anchorite by
sacrificing one of his former domains (and the
benefit of that domain) for this one. He must then
take a vow to protect the weak, care for the sick,
and protect the virtuous from harm. In exchange
for this vow, the anchorite wanderer can cast light
at will,

Shield of Ezra (Sp): See Chapter Two of the
Ravenloft Core Rulebook. Three times a day,
beginning at 1st level, an anchorite wanderer can
summon a luminous mist to surround and protect
him. This effect lasts one round for each cleric,
paladin and anchorite level that the character has.
This spell-like ability grants the anchorite +10 to
all Fortitude and Reflex saves vs. damaging spells.

Mistwalking (Su): Once per month, begin-
ning at 2nd level, the anchorite wanderer can
travel from one domain to another adjacent do-
main by walking through the Mists. The anchorite
can bring up to four other people with him while
mistwalking. For each additional level of anchorite
wanderer, he may bring an additional traveler with
him, up to a maximum of 10. At this level, the
anchorite cannot mistwalk to islands.

Diplomacy (Ex): The anchorite wanderer
receives a +2 to all Diplomacy skill rolls.

Greater mistwalking (Su): As mistwalking,
but at a greater distance. The point of departure is
typically in one of three categories: Core, cluster,
or island. The destination can be in the same
category. This ability is gained at 4th level.
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Fast movement (Ex): At 5th level, the ancho-
rite wanderer’s speed is increased by +10 feet when
he is not wearing armor. A character cannot gain
the benefits of fast movement multiple times, even
if he gets it from multiple prestige classes.

Shield of Faith (Sp): Beginning at 5th level,
an anchorite wanderer can cast shield of faith three
times per day. The anchorite wanderer can only use
this spell-like ability if he is not wearing armor.

True mistwalking (Su): As mistwalking, but
the wanderer can travel through the Mists from
any one domain to any other domain, whether
Core, cluster, or island. The character gains this
ability at 6th level.

Expeditious retreat (Sp): At 7th level, the
anchorite wanderer gains the ability to cast expedi-
tious retreat as a spell-like ability three times day.

Ward against metal (Su): At 8th level, the
anchorite wander has DR 20/+2 against metal

Base Fort Ref will
1 0 +2 40 +2 prestige domain: Mists, shield of Ezra  +1 level of existing class
2. + +3 40 +3 Mistwalking +1 level to existing class
3 42 +3 4 +3 Diplomacy +2 +1 level to existing class
4 +3 +4 4] +4 Greater mistwalking +1 level to existing class
5 +3 +4 4] +4 Fast movement +1 level to existing class
Shield of faith
6 +4 +5 42 +5 True mistwalking +1 level to existing class
7. +5 +5 42 +5 Expeditious retreat +1 level to existing class
8 +6 +6 42 +6 Ward against metal +| level to existing class
9 +6 +6 43 +6 Absolution +1 level to existing class
10 +7 +7T 43 +7 Ezra's will +1 level to existing class

weapons of one of the following categories: swords,
axes, or polearms.

Absolution (Sp): At 9th level, an anchorite
wanderer can attempt to remove the effects of the
first stage of corruption, the Caress, by casting
atonement as a spell-like ability. The target must
attempt a Will save (DC 20) as part of his act of
repentance. The target loses one character level
(as with resurrection) and is then considered Peni-
tent. The subject is considered to have deliberately
committed a misdeed; thus, casting this spell costs
the caster 500 xp.

Ezra’s Will (Su): If the borders toadomain are
closed, the anchorite wanderer can make an op-
posed Will roll against the darklord to exit the
domain. If the attempt fails, the darklord knows
the exactly location of the anchorite wanderer,
and he continues to know it until dawn of the
following day. Ezra's Will can only be artempted
once per day. This ability is gained at 10th level.
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Black Powder Hcr

Heroes from medieval realms purge evil with
flame and sword. More modern adventurers have a
deadlier weapon in their arsenal: black powder.
Pragmatic warriors would consider a pistol or mus-
ket a desperate choice for a favored weapon. Not
only is it more difficult to load than a crossbow or
bow, but the presence of fire (or incendiary spells)
is extremely dangerous to any soldier burdened
with explosives. Even in the Renaissance realms, a
pistol or musket is often seen as a weapon best
discharged before a melee ensues. Only a madman
would carry multiple pistols or take dire risks with
homemade bombs.

The thirst for vengeance can drive aman mad.
An avenger fanatically pursues the study of one
weapon as the instrument of his vengeance, but the
black power avenger clearly places little value on
his own life. The avenger typically begins his career
in a mad passion for blood, eager to mete justice
against a monstrous or supernatural evil that has
caused him pain. A few plot to assassinate high-
ranking nobles, holding them responsible for the
suffering in their domains. While zeal, revenge,
and bloodlust aren’t particularly virtuous traits, an
avenger who survives his first crusade may become
avalued ally to heroes eager to drive back the forces
of darkness.

Requirements

To qualify to became a black powder avenger
(Bpa), a character must fulfill all the following
criteria.

Base Attack Bonus: +5

Alchemy: 5 ranks

Feats: Exotic Weapon Proficiency (firearms)

Special: The character’sdomain of origin must
be one with a Renaissance cultural level (CL 9).

Morality: The character must be Virtuous. If
he everbecome corrupted, he loses the class ability:
signature weapon.

Class Skills

The black powder avenger’s class skills (and
the key ability for each skill) are: Alchemy (Int),
Climb (Str), Craft [any] (Int), Craft [firearm] (Int),
Handle Animal (Cha), Jump (Str), Ride (Dex),
and Swim (Str).

Skill Points at Each Level: 2+Int modifier.

Class features

All the following are class features of the black
powder avenger prestige class.

Weapon and Armor Proficiency: Like the
fighter, the black powder avenger is proficient in
the use of all simple and martial weapons and all
armor (heavy, medium, and light) and shields. His
favored weapon is usually a pistol or musket, al-
though some rely upon a bayonet as well.

Signature Weapon (Ex): At 1st level, the
black powder avenger chooses one particular
weapon as the instrument of his vengeance. The
character sacrifices one point of Wisdom; from the
moment this sacrifice is made, the weapon gainsan
enhancementbonus to attack and damage of +1 for
every three levels the character has in this prestige
class (maximum +3). Only the black powder
avenger gets the bonus for using this weapon. In the
hands of anyone else, the weapons functions nor-
mally. If the character loses this signature weapon,
he may sacrifice another point of Wisdom to dedi-
cate another one, but the first weapon loses its
enhancement if the avenger ever finds it again.
Most black powder avengers give their signature
weapon a name, and treat it as if their lives depend
on it.

As an exception to the rules, if the black
powder avenger finds a way to grant an enhance-
ment bonus to his ammunition, it does not stack
with the enhancement bonus of his signature
weapon.

Bonus Firearms Feats: At 1st level, the black
powder avenger gets a bonus feat related to the use
of firearms. This feat is in addition to any other
bonus feats that the character might normally
receive. The avenger gains an additional bonus
feat at 2nd level and every two levels thereafter
(4th, 6th, 8th, etc.). These bonus feats must be
drawn from the following list: Ambidexterity, Far
Shot, Point Blank Shot, Precise Shot, Rapid Shot,
Shoton the Run, Two-Weapon Fighting, Weapon
Finesse (bayonet, musket, or pistol), Weapon Fo-
cus (bayonet, musket, or pistol), Weapon
Specialization (bayonet, musket, or pistol), Quick

Draw.
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Create Black Powder (Ex): For the cost of Craft masterwork ammunition (Ex): This is

one gold piece in materials and a successful Al- the improved version of craft black powder. At 5th
chemy check (DC 10), a black powder avenger can level, the black powder avenger can create master-
make enough black powder for ten bullets in one work ammunition.

day. The availability of these materials is up to the Powder monkey: At 6th level, the black pow-
DM. Moldlng the bullets requires a second Al- der avenger gains an apprentice as

chemy check (DC 10) and a second day. The
black powder avengergains this ability at
3rd level.
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create  ES
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ties of powder
byusing the Craft rules,

and substituting Alchemy for
Craft (see PHB, Chapter 4). In this
way, the black powder avenger can
create a gunpowder keg, gunpowder
horn, ammunition, or silvered ammunition
(see Chapter Two of the Ravenloft Core
Rulebook). The character gets a +2 insight
bonus to these Alchemy check. Since he isnff)._ P
actually using Craft, however, the characte '\“)
can't make masterwork ammunition until he’ \:_
reaches 5th level.

Justas a wizard is expected to have material
components and a rogue has lockpicks, the
black powder avenger has basic equipment for
mixing powder, molding bullets, and fixing fire-
arms. When he reaches 5th level, these tools
confer a +2 equipment bonus for all Alchemy
checks for the class abilities: create black pow-
der and improved black powder.

Create Incendiary (Ex): At 5th level, the
black powder avenger becomes particularly good
at making bombs and smoke bombs (see Chap-
ter Two of the Ravenloft Core Rulebook). The
character may use the Craft rules to construct
bombs, substituting Alchemy for Craft. He gets
a +2 insight bonus to these Alchemy checks.
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Base Fort Ref Will
Level AttackBonus Save Save  Save  Special
1 +1 +2 +0 +0 Signature weapon
2 +2 +3 40 +0 Firearms feat
3 +3 +3 4l +1 Create black powder
4 +4 +4 4l +1 Firearms feat
5 +5 +4 4l +1 Create incendiary, craft masterwork ammunition
6 +6 +5 42 +2 Firearms feat, powder monkey
7 +7 +5 +2 +2 Quick reload
8 48 +6 42 +2 Firearms feat
7 +9 +6 43 +3 Evasion
10 +10 +7 43 +3 Detonation 3/day, firearms feat

cohort (see DMG, Chapter 2). This is in addition
to any cohorts that the character can gain as a
result of his leadership score. The powder monkey's
starting level is one-half the normal level of a
cohort listed in the DMG. As long as you treat him
fairly, he'll offer to carry your explosives for you. In
exchange, you must also train him in the basics of
firearms use. Most powder monkeys have the same
tragic backgrounds as black powder avengers; thus,
they also value vengeance above their own sur-
vival. If the powder monkey survives long enough
to qualify for this prestige class, the GM may have
him fight beside you. Full statistics for the powder
monkey are generated by the GM.

Quick Reload (Ex): At 7th level, the black
powder avenger can reload a musket or pistol as a
move action instead of a standard action. Thus, he
can load, fire and move up to five feet in the same
combat round. However, reloading a pistol still
incurs an attack of opportunity.

able 1-3: Black Powder Hvenger

Evasion (Ex): As the rogue class ability, the
black powder avenger gains evasion at 9th level
(see PHB, Chapter 3). Detonation (Ex): Three
times a day, the black powder avenger can
“overtamp” the powder in his signature weapon to
inflict hellish amount of damage. Preparing the
charge and detonating it are each full-round ac-
tions. The avenger uses his normal base artack
bonus (including all relevant modifiers) with an
additional +4 competence bonus to the attack.
The threat range for a critical hit is doubled, and
the attack deals maximum possible damage (re-
gardless of whether it is a normal or a critical hit).
This ability is gained at 10th level.

After using detonation, the avenger cannot
use the signature weapon again until he spends an

hour repairing the weapon with a Craft (firearms)
check (DC 10).




Blessed paladm Requirenents
The blessed paladin holds herself to a higher To qualify to became a blessed paladin (Blp),
standard of morality than most heroes — danger- a character must fulfill all the following criteria.
ously so. She declares herself an agent of a just and Base Attack Bonus: +4
good god, even though that deities' influence in Knowledge (religion): 5

ranks
Feats: Blessed. The
paladin must pass a test of
virtue (see above).
Restriction: Own Two Feet
(see below).

Morality: The char-
acter must remain
Blessed. His default class
is paladin. See the spe-

cial quality: Moral
Compass listed be-
low.

the Dread Domains is considerably dimin-
ished. Although no commoner would
understand the purpose of an esoteric r&f
and forgotten god like Heironeous or (/'_’_
other lawful good outlander /:i"‘:”
deities, the blessed paladin , )
struggles to maintain a ° /2' :
tenuous link with the di- 551 > /
vine. A blessed order .~~~

of knighthood 7

may only ik e

consist of ~ -

one or twoi =

exemplars, but the paladin nonetheless obeys the
lawful strictures she would in any other realm, and
doubly so in Ravenloft. Most heroes of this sort
crusade for many years as a cleric or “ordinary”
paladin before adopting the strict code of a blessed
order.

A blessed paladin takes a vow forsaking all
wrongdoing. After she takes this vow, she shines
like a beacon to creatures of evil who try toscry
or divine her presence. The vast majority of
Ravenloft's denizens are obscured in their
motives and morality, but the blessed pala-
din cannot hide her alliance with the
forces of light. Her code of honor regards
such subterfuge as dishonorable. She no
longer wishes to hide, for she is ready
to face the worst horrors the world can
hurl at her. Commoners state that the
candle that burns twice as bright burns half
as long — the same principle applies to
blessed paladins.

Darklords are keenly aware of the
presence of such an exemplar. Most paladins
provide a persistent “pain” to the lord of a
domain. This disruption is much greater for a
blessed paladin. Dreams and visions of the hero’s
actions may torment the evil overlord by day
ornight. It is the hero's destiny eventually to
face this powerful nemesis in single com-
bat. The Powers themselves demand it.

Hit Die: d10
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Class Skhills

The blessed paladin’s class skills (and the key
ability for each skill) are: Concentration (Con),
Craft (Int), Diplomacy (Cha), Handle Animal
(Cha), Heal (Wis), Knowledge (religion) (Int),
Profession (Wis), Ride (Dex), and Scry (Wis). See
Chapter Four in the Players Handbook for skill
descriptions.

Skill Points at Each Level: Z + Int modifier.

Class features

All the following are class features of the
blessed paladin prestige class.

Weapon and Armor Proficiency: Blessed pala-
dins are proficient with all simple and martial
weapons, with all types of armor (heavy, medium,
and light), and with shields.

Own Two Feet: The blessed paladin does not
gain a mount as a magical beast. Furthermore,
levels in this prestige class don't count as paladin
levels when improving a mount. Of course, a pala-
din who has a special mount before taking this
prestige class can keep it, as long as he can endure
the restrictions Ravenloft places upon these beasts
(see Chapter Two of the Ravenloft Core
Rulebook).

Moral Compass (Ex): The character remains
a blessed paladin until he takes any action that
requires a Powers check. To keep him on the right
path, the blessed paladin develops the ability at 1st
level to sense when he is about to stray. As part of
this, when the player announces his character is
about to take an action that would require this
check, the DM should warn him. If the blessed
paladin even attempts an action that would require
a Powers check, his levels of blessed paladin revert
to levels of paladin. (See the Fall from Grace
sidebar.) As long as the character obeys this stric-
ture, he can also cast light at will.

The DM should note that this class ability has
a hidden advantage — under particular circum-
stances, the paladin instinctively knows whether
an act will force a powers check. Thus, he may have
some instinctual insight into whether a given sub-
ject is evil, neutral, or good. If this becomes a
problem, the DM has the option of calling for a
Wisdom check (DC 15) to recognize right from
wrong in these morally questionable situations. On
afailed check, the paladin does not know whether
his action will force a powers check. While it may
be argued that it is unfair to force the paladin to
suffer the consequences of a power check if he

doesn’t know whether an action might call for one,
a true paladin would never perform an action that
might conceivably call for a power check. In other
words, if he has to make a wisdom check to figure
out if it is evil or not, he probably shouldn't even
consider taking the action. If he does do it anyway,
he has to suffer the consequences just like anyone
else.

Virtue’s Challenge (Ex): At 2nd level, the
blessed paladin takes a solemn vow to defend the
innocent. Once he completes this vow, the DC for
a darklord to scry the location of a blessed paladin
is reduced (DC = 15 — paladin’s combined level of
the paladin classand blessed paladin prestige class).
However, the paladin can also attempt to scry the
darklord’s exact location (DC = 25 — paladin’s
combined level of paladin and blessed paladin).

Although spells cannot be used to detectalign-
ment in Ravenloft, any Divination spell cast on the
paladin now reveals that he is lawful good. Obvi-
ously, this means that the minions of a domain’s
darklord will begin to hunt the blessed paladin
down.

In exchange for this burden, the paladin’s
benefits from protection from evil improve. That
class ability now works against creatures not known
to be evil. Just as the paladin reveals his only moral
alignment under certain circumstances, so do his
evil enemies. (If the GM considers this trouble-
some, he can require the same Wisdom check
specified under the Moral Compass class ability).

Detect Virtue (Sp): At 31d level, the blessed
paladin gains the ability to detect an individual's
current state of virtue. By focusing his concentra-
tion for one round, the blessed paladin can tell if
the object of his concentration is Innocent, Blessed
or Moral. This ability, however, does not enable
the paladin to determine if a character has strayed
from virtue nor the degree of corruption that an
individual possesses.

Fervor (Ex): Normally, acharacter with nega-
tive hit points is unconscious and may take no
actions, while a character with 0 hit points is
disabled, and may take only partial actions (see
PHB, Chapter 3). Beginning at 4th level, a blessed
paladin is considered disabled even if he has nega-
tive hit points. He continues to lose one hit point
each round until he is stabilized, of course, and he
dies when he has —10 hit points. If stabilized, the
character will begin to lose hit points again if he
performs any strenuous action such as running,
attacking, casting a spell, etc.




Holy Ground (Sp): At 5th level, the paladin
can cast consecrate once per day as a spell-like
ability. The spell has additional effects when cast
by a blessed paladin. If it is cast in a sinkhole of evil
(see Ravenloft Core Rulebook, Chapter 3), the
effects of the sinkhole are reduced by one rank for
one day. If the paladin can dedicate a shrine, altar,
or temple to his deity, and defend that location for
seven days, the effects on the sinkhole are perma-
nent. As soon as the sinkhole’s effects are reduced,
the darklord is aware of the effect. No doubt he will
dispatch his minions immediately to desecrate it.

Sacred Alliance (Su): At 6th level, the pala-
din can activate this ability as a free action five
times a day. Anyone standing within 5 feet of the
blessed paladin receives the benefits of bless and
greater magic weapon. Bestowing this effect upon
others is supernatural ability. As long as the blessed
paladin is using this ability, he gains its effects as
well.

Improved Aura of Courage (Su): At 7th
level, the paladin can activate this ability as a free
action five times a day. Allies within 10 feet of the
paladin gain a +4 morale bonus on saving throws

Cable 1-4: Blessed Paladin

Base Fort Ref Wil

Level AttackBonus Save Save  Save  Special Spells

1 +l +2 +0 +0 Moral compass +1 level as paladin
S +3 40 +0 Virtue's challenge, +1 level as paladin

improved protection from evil

B 43 +3 4+ +1 Detect virtue +1 level as paladin
4 +4 +4 4+l +1 Fervor +1 level as paladin
9 45 +4 4 + Holy ground +1level as paladin
6 +6 +5 42 +2 Sacred alliance +1 level as paladin
7T +7 +5 42 +2 Improved aura of courage +1 level as paladin
8 +8 +6 42 +2 Hallowed ground +1 level as paladin
7. a9 +6 43 +3 Death ward +1 level as paladin
10 +10 +7 +3 +3 Last stand

against Fear and Horror checks. Hallowed Ground
(Sp): At 8th level, the blessed paladin can cast
hallow once a day, and the spell has the additional
effects of Holy Ground (see above).

Death Ward (Sp): Although this is a necro-
mantic spell, at 9th level, the blessed paladin can
cast it three times per day without a powers check.

Last Stand (Su): At 10th level, by perma-
nently sacrificing a point of Wisdom, the blessed
paladin can summon the darklord of the domain.
The paladin must be standing on holy ground he
has consecrated using his Holy Ground class abil-
ity. If the paladin leaves this holy ground, the
darklord is no longer compelled to travel to it. The
darklord automatically knows the exact location of
the blessed paladin until the next dawn.

If the blessed paladin engages the darklord in
melee combat on holy ground, he gains a +2 sacred
bonus to all attacks against the darklord. If he does
not have Improved Critical for the melee weapon
he is holding when the darklord steps on holy
ground, he gains that feat for the duration of
combat.
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Blessed Defender

The blessed defender is willing to take a stand
against evil in the world, acting as an example for
others. His highest obligation is to protect the
virtuous, particularly those with the moral forti-
tude to stand up for what is right. Early in his
crusade, he seeks out heroes worthy of his alliance.
Asthey continue toaid him, he trains them to fight
as a unit, not by standing behind them, but by
fighting alongside them. Together, they hunt the
forces of evil with their combined strength.

Unlike the forthright nature of the blessed
paladin, the blessed defender spends years building
his strength to prepare for his ultimate challenge:
a confrontation with the darklord of a realm. Even-
tually, he is ready to reveal himself to the greatest
force of evil in his domain. He takes a vow similar
to that of the blessed paladin, but at its conclusion,
he names the darklord he is seeking to destroy. As
an exemplar of virtue, he is ready for when the most
powerful minions of the Dark Domains begin hunt-
ing him.

Hit Die: d10

Requirements

To qualify to became a blessed defender (Bld),
a character must fulfill all the following criteria.

Base Attack Bonus: +4

Knowledge (religion): 5 ranks

Feats: Blessed. The blessed defender must pass
a test of virtue (see above).

Restriction: Evil Dead (see below).

Morality: The character must remain Blessed.
His default class is paladin. See the special quality:
Moral Compass listed below.

Class Skills
The blessed defender's class skills (and the key

ability for each skill) are: Concentration (Con),
Craft (Int), Diplomacy (Cha), Handle Animal
(Cha), Heal (Wis), Knowledge (religion) (Int),
Profession (Wis), and Ride (Dex). See Chapter
Four in the PHB for skill descriptions.

Skill Points at Each Level: 4 + Int modifier

Class features
All the following are class features of the
blessed defender prestige class.
Weapon and Armor Proficiency: Blessed
defenders are proficient with all simple and martial

weapons, with all types of armor (heavy, medium,
and light), and with shields.

Spells: The blessed defender gains spells as a
paladin.

Evil Dead: Although paladins can turnundead,
blessed defenders cannot. Levels of this prestige
class do not count towards turning attempts.

Moral Compass (Ex): The character remains
a blessed paladin until he takes any action that
requires a Powers check. To keep him on the right
path, the blessed defender develops the ability at
Ist level to sense when he is about to stray. As part
of this, when the player announces his character is
about to take an action that would require this
check, the DM should warn him. If the blessed
defender even attempts an action that would re-
quire a Powers check, his levels of blessed defender
revert to levels of paladin. (See the Fall from Grace
sidebar.) As long as the character obeys this stric-
ture, he can also cast light at will.

The DM should note that this class ability has
a hidden advantage — under particular circum-
stances, the defender instinctively knows whether
anact will force a powers check. Thus, he may have
some instinctual insight into whether a given sub-
ject is evil, neutral, or good. If this becomes a
problem, the DM has the option of calling for a
Wisdom check (DC 15) to recognize right from
wrong in these morally questionable situations. On
afailed check, the defender does not know whether
his action will force a powers check.

Defender’s Edge (Ex): At 2nd level, the
blessed defender receives the feat Expertise whether
or not he meets the feat’s prerequisites. At 3rd
level, the defender may use his Expertise to act in
defense of a chosen ally within 2 meters of his own
location by intercepting attacks meant for that
individual. The adjustments to attack and AC
increase by -1/+1 every three levels thereafter.
Once the defender chooses an individual to pro-
tect, he may not alter his choice for the duration of
the combat.

Detect Virtue (Sp): At 3rd level, with a
successful Wisdom check (DC 20), the blessed
defender can tell if a person she is touching is
Innocent, Moral, or Penitent. If the check fails, the
ability reveals nothing. If the subject is unwilling,
this ability automatically fails.

If the character already has this as a feat when
she gains this as a class ability, she gains a +4 bonus

to this Wisdom check.
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Leadership (Ex): Also gained at 3rd level, this
ability is still subject to the restrictions on it from
the Ravenloft Core Rulebook. Fortunately, a
blessed defender can test prospective followers
with Detect Virtue.

Sacred Alliance (Sp): At4th level, the blessed
defender can activate this ability as a full-round
action once per day. At the moment
this ability is activated, the blessed
defender designates everyone
within ten feet of his character
whom he considers an ally. Each
ally receives the ben-

efits of bless and magic e )
weapon for the next (
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duration and area of effect.
Inspire Courage (Sp): At 5th level, the blessed
defender can pray to his gods, instilling courage in
his allies. All allies within a 30-foot radius of the
paladin gain a +1 attack bonus, +1 to all skill
checks, and a +1 to Will saves (these bonuses are
competence bonuses). These benefits last one
minute per round of prayer, to a maximum of five
minutes.
Defensive Awareness (Ex): At 6th level, the
blessed defender gains the extraordinary ability
to react to danger before his senses would
normally allow him to even be aware of it. At
7thlevel andabove, he retains his Dexterity
bonus to AC (if any) regardless of being
caught flat-footed or struck by an invisible
attacker. Hestill loses any Dexterity bonus
to AC if immobilized.
Improved Aura of Courage(Su): At
P Tthlevel, the blessed defender can activate
/ thisability as a free action five times a day.
) Allies within 10 feet of the defender gain
a+4morale bonus on saving throwsagainst
Horror checks.

Healing Circle (Sp): At 8th level,
| theblessed defendercan cast healing circle
| three times per day. Once per day, if the
blessed defender is reduced to nega-

tive hit pointsbut not killed (in other
words, has more than -10 hit points),
he casts healing circle automatically as
a free action. The defender need not
be conscious to use this ability.
Virtue’s Challenge (Su): By
the time he hasreached 9th level,
the blessed defender has no




doubt spent years amassing a small army of heroes
to seek and destroy evil. He is now ready to reveal
himself to the most powerful creature in his do-
main.. The blessed defender takes a solemn vow to
destroy a darklord. Once he completes this vow,
the difficulty for a darklord to Scry the location of
a blessed defender is reduced (DC = 15 —defender’s
level; levels of paladin and blessed defender both
count towards this). However, the defender can
also attempt to scry the darklord’s exact location
(DC = 25 — defender’s level).

Inspired (Su): At 10th level, the blessed
defender gains a sacred bonus to all attacks when
he is within 5 feet of someone who is virtuous (he

Cable 1-5: Blessed Defender

is “standing next to” that character). He receives a
+1 sacred bonus if he is standing next to a Moral
character, a +2 sacred bonus if he is standing next
to another Blessed character, or a +3 sacred bonus
if he is standing next to an Innocent. He can be
“adjacent” to up to eight Medium-size characters,
but he only gets the benefit for the most virtuous
hero standing next to him.

Damage Resistance (Ex): Also at 10th level,
the blessed defender gains damage resistance of
5/-. When in direct his chosen dark lord (see
above), the blessed defender’s damage resistance
increases to 10/+3.

Base Fort Ref will

Level AttackBonus Save Save  Save  Special

1 +l +2 +0 +0 Moral compass +1 per level of existing class
2 +2 +3 40 +0 Defender’s edge +1 per level of existing class
3 +3 +3 4l +1 Detect virtue, leadership +1 per level of existing class
4 +4 +4 4l +1 Sacred alliance +1 per level of existing class
5 45 +4 41 +] Inspire courage +1 per level of existing class
6 +6 +5 42 +2 Defense awareness (Dex to AC) +1 as paladin

7 47 +5 42 +2 Improved aura of courage +| per level of existing class
8 +8 +6 42 +2 Healing circle +| per level of existing class
7 9 +6  +3 +3 Virtue's challenge +1 per level of existing class
10 +10 +f ¥3 +3 Inspired, damage reduction 5 +| as paladin
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Detective

The detective acts as the eyes and ears of the
law, enforcing the strictures society demands. He
may be an official agent of law enforcement or one
of the unofficial counterparts, as in the case of a
“consulting detective.” His greatest obligations are
to truth and justice, as well as the laws of the
domain in which he resides. All too often, the
worst crimes in a domain are motivated or perpe-
trated by the seductive lure of evil forces. When the
nobility or government he supports must turn a
blind eye to a shadowy crusade against corruption,
the detective must leave his position of authority,
turning instead to fellow adventurers and investi-
gators for aid.

The detective’s dedication to law is so great
that he must obey the laws of any domain he is in,
even if that domain is corrupt. If he consciously
breaks the law, he must take a level in another class
before he can take further levels as a derective.
Even then, he may suffer circumstance penalties
when dealing with legal authorities, circumvent-
ing some of the distinctive advantages of this
profession.

Hit Die: d6

Requirements

To qualify to became a detective (Dtc), a
character must fulfill all the following criteria.

Base Attack Bonus: +3

Sense Motive: 5 ranks
Feats: Track
Special: Lawful alignment

Class Shills

The detective’s class skills (and the key ability
for each skill) are: Alchemy (Int), Appraise (Int),
Bluff (Cha), Concentration (Con), Craft (Int),
Decipher Script (Int, exclusive skill), Diplomacy
(Cha), Disguise (Cha), Escape Artist (Dex), Gather
Information (Cha), Hide (Dex), Jump (Str), Knowl-
edge (Int), Knowledge [law] (Int, exclusive skill),
Listen (Wis), Move Silently (Dex), Profession
(Wis), Search (Wis), Sense Motive (Wis), Speak
Language (Int), Spellcraft (Int), Spot (Wis). See
Chapter Four in the PHB for skill descriptions.

Skill Points at Each Level: 8 + Int modifier.

Class features

All the following are class features of the
detective prestige class.

Weapon and Armor Proficiency: A detective
is proficient with all simple weapons. Additionally,
the detective is proficient with one of the following
weapons: longbow, composite longbow, longsword,
rapier, sap, short composite bow, short sword,
shortbow, or whip. Detectives are also proficient
with light armor, medium armor and shields.

Scene of the Crime (Ex): At Ist level, by
analyzing the scene of a crime and studying minute
clues, the detective can assess the motives or back-
ground of a single criminal. This ability draws on
the detective’s familiarity with the criminal mind.
The detective makes a Search check for the entire
crime scene; the result determines what he can

find.




Determine motive DC 15
Determine race and gender DC 20
Determine primary class DC 25

Knowledge (law) (Ex): Also at 1st level, the
detective gains one rank in this unique and restric-
tive prestige class skill.”. At first level, he must
declare his domain of origin. When he makes a
check regarding the laws of a different domain, he
suffers a -10 penalty to all rolls. This penalty can be
negated if the detective spends at least one month
in the other domain, studying its laws and history
for at least one hour per day. The detective can
make skill checks to learn what actions are legal,
what typical punishments for crimes might be, the
identities of the domain’s most wanted criminals,
and answer other legal questions. Other types of
information are available at the DM's discretion.

Target Bonus (Ex): At 2nd level, the detec-
tive understands his quarry so well that he gains a
+1 competence bonus to attack rolls against one
specific individual. To receive this benefit, the
detective must spy on the target for one day. The
detective also applies this bonus to Bluff, Listen,
Search, Sense Motive, and Spot checks when using
these skills against the chosen target. The detec-
tive gains an addition +1 competence bonus at 5th
level and again at 8th level.

Chemistry (Ex): Alsoat 2nd level, the detec-
tive becomes a master of analyzing alchemical
substances. He gains a +4 insight bonus to Al-
chemy checks that do not involve making items.
Investigative Feat (Ex): Beginning at 3rd level,
the detective gains an additional bonus investiga-
tive feat with additional feats at 7th and 9th level.
These bonus feats must be drawn from the follow-
ing list: Alertness, Sharp-Eyed, Skill Focus
(Diplomacy), Skill Focus (Sense Motive), Trust-
worthy.

Uncanny Dodge (Ex): At 4th level, the de-
tective learns to evade many kinds of attacks,
retaining his Dexterity bonus to AC regardless of
being caught flat-footed or attacked by an invisible
foe. He still loses his Dexterity bonus to AC if
immobilized.

Ethical Hunch (Ex): At 10th level, after
talking to an individual for one full minute, the
detective can deduce the ethical alignment of the
character with whom he is conversing. On a suc-
cessful Sense Motive check (DC 25), the detective
learns whether the individual is lawful, neutral, or
chaotic. A second Sense Motive check (DC 30)
can tell whether that character is good or evil.

Cable 1-7: Detective
Base Fort Ref  Will
Level AttackBonus Save Save  Save
1 +0 +0 2 +0 Scene of the Crime, Knowledge (law)
2+l +0 43 +0 Target bonus +1, chemistry
3 42 +] +3 +1 Investigative feat
4 43 +1 +4 + Uncanny dodge (Dex bonus to AC)
5 43 +1 +4 +1 Target bonus +2
6 +4 +2 45 +2 Uncanny dodge (can't be flanked)
7 45 +2 45 +2 Investigative feat
8 46 +2  +6 +2 Target bonus +3
7 +6 +3 46 +3 Investigative feat
10 +7 3 47 +3 Ethical hunch
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Dilettante

With wealth comes privilege. When ordinary
people find their way to great wealth, they find the
opportunity to shelter themselves from the harsh
realities of the “real world.” Even heroes may come
into wealth, whether through looted treasure, po-
litical patronage, auspicious marriage, or the sudden
demise of wealthy relatives. Surrounded by luxury,
they may soon forget the tribulations of work,
want, or suffering.

The wealthy and influential are tempted to
remain isolated from those who are less fortunate
than themselves. Even the wealthy cannot fully
escape from the petty evils of avarice, vanity,
jealousy, or false pride. Aristocrats prefer to remain
distant from the concerns of mere commoners, but
the dilettante continues to meddle in the affairs of
others. If she is heroic, she may even strive to use
her wealth and influence to make the world
a better place.

In the Renaissance realms, male
dilettantes are sometimes known as “dan-
dies.” Women dilettantes are often courted
for their wealth, but their financial advantages
grant them freedom and independence few mar-
riages can provide.

Hit Die: d6

Requirements

To qualify to became a dilettante (Dtt), a
character must fulfill all the following criteria.

Base Attack Bonus: +2

Diplomacy: 5 ranks

Feats: Wealth

Special: The player and DM should explain
how the character has suddenly come to a posi-
tion of wealth and privilege. If both agree, this
could become part of the plot of an adventure;
upon its completion, the character acquires her
first level of this prestige class.

Class Skhills

The dilettante’s class skills, and the key ability
for each, are as follows (see Chapter 4: Skills for
skill descriptions): Appraise (Int), Bluff (Cha),
Diplomacy (Cha), Innuendo (Cha), Intimidate
(Cha), Knowledge (Int), Listen (Wis), Perform
(Cha), Ride (Dex), Sense Motive (Wis), Speak
Language (none). See Chapter Four in the PHB for
skill descriptions.

Skill Points: 6 + Int modifier.

Class features

All the following are class features of the
dilettante prestige class.

Weapon and Armor Proficiency: The dilet-
tante is proficient with all simple weapons.
Additionally, the dilettante is proficient with one
of the following weapons: longbow, composite
longbow, longsword, rapier, sap, short composite
bow, short sword, shortbow, or whip. Dilettantes
are proficient with light armor, medium armor, and

shields.
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Spells (Sp): The dilettante even dabbles in
magic, gaining spells as a bard on alternate levels.

Provenance (Ex): Once each week, begin-
ning at 1st level, the dilettante can roll a d20
against her level. If she succeeds, she receives a
sudden windfall of money. She may choose one of
her character classes and roll her “starting wealth”
again; the money is in her possession within a
week. This class ability replaces the benefits of the
Wealth feat.

Dabbler (Ex): At 2nd level, the dilettante
may choose a non-exclusive skill she does not have
as a class skill. When she take this skill, it becomes
a class skill for her. She may choose a second non-
exclusive skill at 5th level and a third at 7th level.

Inspire Confidence (Ex): Beginning at 3rd
level, a dilettante can use oratory to inspire confi-
dence inallies. To inspire confidence, the dilettante
must speak, and the allies must hear the dilettante
speaking, for at least one round. The dilettante
must make a Diplomacy check with a DC equal to
10 +1 per five allies to be inspired (including the
dilettante).

An ally inspired with confidence gains a +1
attack bonus, +1 toall skill checks,anda +1 to Will
saves (these bonuses are competence bonuses).
The effect begins as soon as the dilettante ends an
inspirational speech and lasts for 10 minutes for
every round that the dilettante spent inspiring the

allies, to a maximum of 5 hours for 30 rounds of
inspiration. Thus, a dilettante who speaks for 6
rounds grants the bonus for 60 minutes. The dilet-
tante may attempt to use this ability once per day.
Whether or not the Diplomacy check succeeds,
the dilettante may not attempt to inspire confi-
dence again for at least 24 hours.

The confidence inspired by the dilettante in-
creases as the dilettante attains levels. This bonus
increases by +1 at 6th level and again at 9th level.

Master Diplomat (Ex): At 4th level, the
dilettante gains the bonus feat Skill Focus (Diplo-
mat), with a +3 bonus, rather than the normal +2.
Ifthedilettante already has that feat before gaining
this class ability, the bonus increases to +4.

Seen About Town (Ex): At 8th level, the
dilettante gains the bonus feat Skill Focus (Gather
Information), with a +3 bonus, rather than the
normal +2. If the dilettante already has that class
feat before gaining this ability, the bonus increases
to +4.

Leadership (Ex): At 10th level, thedilettante
gains the Leadership feat. The dilettante has found
companions who will rally to her aid. This ability
is still limited by the restrictions found in Chapter

Two of the Ravenloft Core Rulebook.

B S

Cable 1-6: Che Dilettante
Base Fort Ref Will

Level Attack Bonus Save Save Save Special

1 +0 +0 +2 +2 Provenance

2 4 +0 +3 +3 Dabbler

3 42 +1 +3 +3 Inspire confidence +1

4 43 +1 +4 +4 Master diplomat

B A +4  +4  Dabbler (2ndskill)

6 +4 +2 +5 +5 Inspire confidence +2

7 +5 +2 +5 +5 Dabbler (3rd skill)

8 +6 +2 +6 +6 Seen about town

7  +6 +3  +6 +6 Inspire confidence +3

10 +7 +3 +7 +7 Leadership
W\ o r—

Spells

+1 level as bard
+1 level as bard
+1 level as bard
+1 level as bard

+1 level as bard.
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Rnight Errant

The knight errant does not owe fealty to a
feudal lord. As a reward for his service, or perhaps
as a test of his worth, he roams a domain seeking
wrongs to right, evils to chastise, and innocents to
rescue. Although he is not obligated to follow the
same code of conduct as a paladin, he must be
lawful enough to obey the dictates of the local

nobility, even if their decisions are swayed by the
local darklord. However, he cannot follow orders
that require him to commit evil acts or make
powers checks, which is no doubt part of the reason
he took up such a quest in the first place.

In the Renaissance realms, these heroes are
sometimes known as cavalrymen. Many are former
military men who have retired to find their own
way in life. Because they have managed to remain
uncorrupted by the horrors of war, many are confi-



dent that they are strong enough when that path
leads them toward conflict with the forces of evil.

Hit Die: d10

Requirements

To qualify to became a knight errant (KnE), a
character must fulfill all the following criteria.

Base Attack Bonus: +3
Ride: 5 ranks

Feats: Mounted Combat
Special: Lawful alignment.

Morality: The knight errant must be Virtu-
ous. His default class is fighter.

Class Skills

The knight errant’s class skills (and the key
ability for each skill) are: Climb (Str), Craft (Int),
Diplomacy (Cha), Handle Animal (Cha), Heal
(Wis), Jump (Str), Profession (Wis), Ride (Dex),
and Swim (Str). See Chapter Four in the PHB for
skill descriptions.

Class features

All the following are class features of the
knight errant prestige class.

Cable 1-8: Rnight Errant

Base Fort Ref Wwill
Level AttackBonus Save Save Save Special
1 +1 +2 +0 +0 Mounted combat Feat
a2 +3 +0 +0 Mounted combat feat
3 43 +3 +1 +1 Ride +2
4 44 +4 +1 +1 Mounted combat feat
5 45 +4 4] +1 Exceptional mount

Weapon and Armor Proficiency: Knights
errant are proficient with all simple and martial
weapons, with all types of armor (heavy, medium,
and light), and with shields. They prefer the lance,
for obvious reasons.

Mounted Combat Feat (Ex): The knight
errant gains an additional bonus feat at 1st, 2nd,
and 4th level. These bonus feats must be drawn
from the following list: Mounted Archery, Spirited
Charge, Ride-By Attack or Trample.

Exceptional Mount (Su): Upon or after reach-
ing 5th level, a knight errant can call an unusually
intelligent, strong, and loyal steed to serve her in
her crusade against evil. This mount is usually a
heavy warhorse (for a Medium-size character) ora
war pony (for a Small character). This mount has
all the advantages of a magical beast. Like the
paladin’s mount, it has improved evasion and the
ability to share saving throws. The mount also has
the benefits of a Bestial Conscience (see the “Feats”
section for more details).

A knight errant must be Virtuous to keep this
mount; if he becomes corrupted, the magical beast
has such a strong sense of virtue that it attacks its
former master.
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Metapbysician
The student of metaphysics seeks not only to
heal the body and mind, but also the spirit of her
patients. She struggles to master magic and the
study of the supernatural as scientific endeavors.
The mysteries of the human mind, the physical
sciences, and even reality itself are laid bare by the
metaphysician’s insight. The metaphysician as-
pires to be more than human (or “more than a mere
humanoid”), holding himself to a higher standard
of morals and ethics than those who do not pursue
his obscure studies.

Metaphysicians are eager to share what they
have learned with other scholars, but sadly, the
esoteric nature of their studies makes their discov-
eries unfathomable to the common man. The
metaphysician is willing to lecture others on what
he has learned, and his insights make him a master
of public speaking. No two metaphysicians can
agree on the same terminology, however, which
makes such lectures a mélange of pseudo-scientific
babble and egotistical ravings.

Powerful metaphysicians believe they can tran-
scend the very limitations of reality, eventually
ascending to the intellectual purity of the astral
plane. By then, egotism, delusions, or arrogance
begin to overwhelm the once rational mind. Tor-
mented by the horrors of the realm of Ravenloft,
the metaphysician can only find a surcease to his
suffering outside the boundaries of the physical
world in realms of platonic contemplation. Few
have the drive to master this prestige class.

Hit Die: d4

Requirements

To qualify to became a metaphysician (Mps),
a character must fulfill all the following criteria.

Base Attack Bonus: +3

Sense Motive: 5 ranks

Feats: Trustworthy

Special: The character must know how to cast
0-level arcane spells.

Restriction: Cloud Men's Minds (see below).

Morality: The metaphysician must hold him-
self to a higher standard of morals and ethics than
mere mortals. He must be Virtuous. If he strays
from this path, his default class is sorcerer.

Class Shills

The metaphysician's class skills (and the key
ability for each skill) are: Alchemy (Int), Concen-

tration (Con), Craft (Int), Knowledge (arcana)
(Int), Profession (Wis), Scry (Int, exclusive skill),
and Spellcraft (Int).

Skill Points at Each Additional Level: 4 + Int
modifier.

Weapon and Armor Proficiency: Like the
sorcerer, metaphysicians are proficient with all
simple weapons. They are not proficient with any
type of armor, or with shields. Armor of any type
interferes with a sorcerer’s arcane gestures, which
can cause his spells to fail (if those spells have
somatic components).

Cloud Men’s Minds: The metaphysician gains
spells as a sorcerer, but must choose one school of magic
as an area of expertise. He can only learn mind-
affecting sorcerer spells and spells from his chosen
school. Mind Healer (Ex): At 1st level, the meta-
physician begins her study of logic and reason by
studying madness. Any character afflicted with
Madness gains a +4 bonus to Will saves for recov-
ering from it while under the care of a trained mind
healer.
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Lecturer (Ex): Also at 1st level, the metaphy-
sician gains one rank in Perform, with “lecture” as
his specialization.

Spell Focus (Mind-Affecting) (Sp): At 2nd
level, the metaphysician gets the effect of Spell
Focus for any spell described as a “mind affecting,”
as if mind-affecting spells were a separate school of
magic.

Alchemical Healing (Sp): At 3rd level, the
metaphysician becomes a master of chemistry and
pharmacy. He can craft one cure light wounds po-
tion each day with a successful Alchemy check
(DC 15). Crafting the potion takes eight hours of
work and 20 gp of alchemical supplies.

As a master of chemistry, the metaphysician
also gains a +4 insight bonus to Alchemy checks
that do not involve making things.

Hypnosis (Ex): At4th level, the metaphysican
gains this exclusive skill as a class skill.

Master Lecturer: Beginning at 5th level, a
metaphysician can use his lectures or poetics to
produce extraordinary effects on those around him
once per day per level. Depending on the ranks he
has in the Perform skill, he can inspire courage in
allies, fascinate a creature, make a suggestion to a
fascinated creature, or help others perform skills
better. As with casting a spell with a verbal compo-
nent (see PHB, Chapter 10), a deaf metaphysician
suffersa 20% chance to fail with lectures. If he fails,
the attempt still counts against his daily limit.

If a metaphysician already has one level of
bard when he becomes a Master Lecturer, he gains
a +2 competence bonus on all Perform checks for
using inspire courage, inspire competence, fascinate,
Or suggestion.

The metaphysician gains the following Master
Lecturer abilities as he increases his ranks in the
Perform skill.

Inspire Courage (Su): A master lecturer with 3
or more ranks in Perform (lecture) can inspire
courage in his allies, bolstering them against fear
and improving their combat abilities. To be af-
fected, an ally must hear the metaphysician lecture
for a full round. The effect lasts as long as the
metaphysician lectures and for 5 rounds after he
stops lecturing, or 5 rounds after the ally can no
longer hear the metaphysician. While lecturing,
the metaphysician can fight but cannot cast spells.
Affected allies receive a +2 morale bonus to saving
throws against charm and fear effects and a +1
morale bonus to attack and weapon damage rolls.

Inspire courage is a supernatural, mind-affecting
ability.

Inspire Competence (Su): A master lecturer
with 6 or more ranks in Perform can use his poetics
to help an ally succeed at a task. The ally must be
able to see and hear the metaphysician and must be
within 30 feet. The metaphysician must also see
the ally. Depending on the task that the ally has at
hand, the metaphysician may use his words to lift
the ally’s spirits, helping the ally focus mentally.
The ally gets a +2 competence bonus on his skill
checks with a particular skill (chosen when the
metaphysician begins to lecture) as long as he or
she continues to hear the metaphysician’s lecture.
The DM may rule that certain uses of this ability
are infeasible — giving a tirade to make a rogue
move more quietly, for example, is self-defeating.
The metaphysician can maintain the effect for 2
minutes (long enough for the ally to take 20).
Inspire competence is a supernatural, mind-affect-
ing ability.

Fascinate (Su): A master lecturer with 3 or
more ranks in Perform can use his lectures or
poetics to fascinate a creature. The creature to be
fascinated must be able to see and hear the meta-
physician and must be within 90 feet. The
metaphysician must also see the creature. The
creature must be able to pay attention to the
metaphysician. The distraction of a nearby combat
or other dangers prevents the ability from working.

The metaphysician makes a Perform check,
opposed by his foe's Will.. If the creature resists the
fascination attempt, the metaphysician cannot
attempt to fascinate that creature again for 24
hours. If the saving throw fails, the creature sits
quietly and listens to the lecture for up to 1 round
per level of the metaphysician.

While fascinated, the target’s Spot and Listen
checks suffer a —4 penalty. Any potential threat
(such as an ally of the metaphysician moving
behind the fascinated creature) allows the fasci-
nated creature a second saving throw against a new
Perform check result. Any obvious threat, such as
casting a spell, drawing a sword, or aiming, auto-
matically breaks the effect.

While fascinating (or attempting to fascinate)
a creature, the metaphysician must concentrate, as
if casting or maintaining a spell.

Suggestion (Sp): A master lecturer with 9 or
more ranks in Perform can make a suggestion (as the
spell) to a creature that he has already fascinated
(see above). The suggestion doesn’t count against




the metaphysician’s daily limit on metaphysician
lectures (one per day per level), but the fascination
does. A Will saving throw (DC 13 + the
metaphysician’s Charisma modifier) negates the
effect

Rationalist (Ex):At 6th level, the metaphysi-
cian not only has a broad knowledge base regarding
the occult, but also a thorough understanding of
the supernatural. When the metaphysician en-
counters a supernatural creature or magical
phenomenon that would force a Fear or Horror
check, she can give a brief lecture to bolster the
morale of her allies.

Every ally listening to the rationalist’s lecture
gains a +2 bonus to Fear or Horror checks caused by
that creature or phenomenon (these bonuses are
competence bonuses). The benefits last for one
minute per round spent lecturing, to a maximum of
five minutes. Unfortunately, some rationalists fac-
ing the unknown are so paralyzed by their
encounters with the supernatural that they end-
lessly lecture while their companions actually
confront the horrors before them. This ability can
be used three times per day.

Ethereal Empathy (Su): At 7th level, the
metaphysician’s insight now extends beyond the
mere limitations of physical matter. As such, he
may consider himself far superior to mere mortals,
speaking of his inevitable ascent to the astral plane.
This feat appears in Chapter Two of the Ravenloft
Core Rulebook, If the metaphysician already has
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this feat when he gains this class ability, he gains a
+2 competence bonus on all Wisdom checks to use
it.

Ethereal Jaunt (Sp): At 8th level, the meta-
physician gains the ability to become ethereal, asin
the spell ethereal jaunt (see PHB). This spell-like
ability may be used three times per day.

Skeptic (Su): At 9th level, after mastering the
mundane limitations of matter and the mind, the
metaphysician becomes so arrogant that he is resis-
tant to the magic of other arcane spellcasters. By
chanting a mantra of metaphysical precepts as a
full-round action, the metaphysician can shield
himself and anyone within 5 feet of him from the
arcane spells of others. For the duration of his
chanting, he and everyone within five feat of him
gains a Spell Resistance of (5 + character level).

Astral Projection (Sp): Normally, this ac-
complishmentis the purview of sorcerersand wizards
who are 18th level or higher. At 10th level, the
metaphysician can attain this ultimate state of
intellectual perfection once per week. Unfortu-
nately, the strain takes its toll on this ambitious
intellectual. If his total character level is less than
18, the metaphysician develops a delusion for 24
hours (as defined in the Madness rules in Chapter
Two of the Ravenloft Core Rulebook). At the
conclusion of the spell’s duration, the
metaphysician’s mind automatically returns to the
realm of Ravenloft.

Base Fort Ref Will

Level AttackBonus Save Save  Save

1 +0 +0 40 +2 Lecturer, mind healer +1 per level as sorcerer
2 + +0 +0 +3 Spell focus (Mind-Affecting) +1 per level as sorcerer
3 4l +1 +1 +3 Alchemical healing +1 per level as sorcerer
4 42 +1 +1 +4 Hypnotism +1 per level as sorcerer
5L - +2 +1 +1 +4 Master lecturer +1 per level as sorcerer
6 43 +2 42 +5 Rationalist +1 per level as sorcerer
7 43 . A +5 Ethereal empathy +1 per level as sorcerer
8 +4 +2 +2 +6 Ethereal Jaunt +1 per level as sorcerer
R #3 43 +6 Skeptic +1 per level as sorcerer
10 +5 +3 43 +7 Astral Projection +| per level as sorcerer




Scholar

When a hero’s higher calling is truth and
knowledge, he must often pursue the same sense of
dedication as a paladin or priest. Granted, most
scholars don't face the same immediate physical
danger that heroes do, but some are willing to
accompany adventurers on their crusades, taking
up the opportunity to do research “in the field.”
While this may seem reckless, heroes facing the
unknown sometimes gain a definite advantage by
bringing along an expert. Few scholars openly
claim to be masters of the arcane, occult, or
supernatural sciences, but many reputable sorts are
drawn to such fascinating and forbidden studies.

An insidious DM may grant a party of adven-
turers the patronage of a wealthy individual or
esteemed university in the Renaissance realms, but
only on one condition. The heroes must take a
scholar with them to observe what they see and
experience. Scholars who manage to escape the
“ivory tower” of academe learn to apply their vast
array of knowledge in whatever profession they
pursue.

Hit Die: d6

Requirements

To qualify to became a scholar (Sch), a char-
acter must fulfill all the following criteria.

Base Attack Bonus: +1
Knowledge (any four): 5 ranks

Special: The character must be literate. If a
character cannot read, he can take the Literacy feat
to overcome this disadvantage.
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Base Fort Ref Wil
Level AttackBonus Save Save  Save  Special
1 +0 +0 +0 +2 Knowledgeable
2 +| +0 40 +3 Labyrinth of knowledge
3 +2 +1 +1 +3 Eidetic recall, knowledgeable
4 +3 +1 +1 +4 Improved skill focus, knowledgeable
5 +3 +1 +l +4 True scholar, lifelong learning

Class Skills

The scholar’s class skills (and the key ability
for each skill) are: Alchemy (Int), Bluff (Cha),
Concentration (Int), Craft (Int), Decipher Script
(Int, exclusive skill), Diplomacy (Cha), Disable
Device (Int), Disguise (Cha), Escape Artist (Dex),
Forgery (Int), Gather Information (Cha), Hide
(Dex), Innuendo (Wis), Intuit Direction (Wis),
Jump (Str), Knowledge (any) (Int), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Perform
(Cha), Pick Pocket (Dex), Profession [scholar]
(Wis), Read Lips (Int, exclusive skill), Search
(Int), Sense Motive (Wis), Spellcraft (Wis), Spot
(Wis), Swim (Str). See Chapter Four in the Players
Handbook for skill descriptions.

Skill Points at Each Level: 6 + Int modifier.

Class features

All the following are class features of the
scholar prestige class.

Weapon and Armor Proficiency: At Istlevel,
a scholar is proficient with three simple weapons.
He is not proficient with other weapons, armor, or
shields. However, each time he gains a level in this
prestige class, he can learn to use another simple
weapon.

Knowledgeable (Ex): At 1* level, the scholar
gains four ranks in Knowledge skills. This is the
equivalent of have a +2 in two Knowledge skills.
The scholar gains another four ranks at 3rd and 4th
levels. A character can never have more ranks in a
skill than his maximum allowed rank.

Labyrinth of Knowledge (Ex): At 2nd level,

the scholar has access to a personal library that can
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be housed in his normal living quarters The library
is not easily portable, and so cannot be taken on
adventures without considerable effort. If the
scholar has access to his personal library, he gains
a +4 competence bonus on any skill check that
could benefit from consulting it. Note that if the
character does not have at least one rank in a
particular Knowledge skill, he cannot make a skill
check for that particular information.

Eidetic Recall (Ex): At 3rd level, if the scholar
does not have the Eidetic Memory feat (see Feats,
below), he gains it immediately. If a character with
Eidetic Recall also has Eidetic Memory, he can

take 10 or 20 on checks to remember specific
details.

Improved Skill Focus (Ex): At 4th level,
whenever the scholar takes the Skill Focus feat, he
gains a +3 bonus instead of a +2.

True Scholar (Ex): At 5th level, the scholar
gains a +2 insight bonus on all Knowledge checks.
However, a Knowledge skill remains untrained for
the scholar until he adds skill ranks to it.

Lifelong Learning (Ex): At 5thlevel, a scholar
learns to extend his knowledge to any other profes-
sion he pursues. For each level he earns in another
class or prestige class afterwards, he gains two extra
skill points per level. For instance, a Scholar 5/Bard
1 would have eight skill points instead of six for his
first level of bard. This doesn't apply to classes or
prestige classes that grant eight skill points, how-
ever, such as the rogue.
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Crue Innocent

Any innocent who can survive the perils,
temptations, and corruption of Ravenloft un-
touched has the essence of a hero. The true innocent
is that rare individual who can maintain her inno-
cence until adulthood. From an early age, her
appearance and demeanor set her above other
children, making her seem almost supernatural.
Because this unusual background is above and
beyond what one would expect for a player charac-
ter, this is primarily appropriate for NPCs. An
adventurous and open-minded DM may allow it as
an option for a first-level character, but not with-
out some serious consideration.

A few true innocents are marked in some way
at birth, either by distinctive birthmarks, unusual
physical features (such as red hair in a village where
everyone is blonde), or simple physical beauty.
Such children are feared almost as much as they are
praised, for the presence of a child with such purity
inevitably draws the attention of evil forces. Such
adversity makes keeping one's innocence even
more difficult. When the girl becomes a woman, or
the boy becomes a man, the Innocent must choose
whether to accept that destiny or cast it aside.
Accepting such amonumental role in arealm ruled
by evil changes that person into a true innocent.

If someone — whether a party of heroes, a
village, or even a secret society — can keep the
fated individual sheltered and safe until adulthood,
the true innocent holds the potential to change the
world. The cathartic moment when the NPC takes

Cable +-12: Crue Innocent

NPC Base Fort Ref Will
Level AttackBonus Save Save  Save
Ist +0 +0 +0 +0
2nd  +1 +0 +0 +0
3rd 4l +1 +1 +1
4th  +2 +1 +l +]
S5th +2 +1 +1 +1

the first level in this prestige class is often accom-
panied by a dangerous or heroic event in the
domain, one the forces of evil cannot help but
notice. Appropriately, true innocents are particu-
larly useful in certain esoteric and evil rituals of
sacrifice.

Hit Die: d6

Requirements

To qualify to became a true innocent (Trl), a
character must fulfill all the following criteria.

Base Attack Bonus: +1

Skill: None

Feats: None

Special: Any Innocent commoner or Inno-
cent character with an NPC class can take this
prestige class, provided that individual has enough
experience to meet its prerequisites. A character
with levels in a PC class cannor take this NPC
prestige class.

Morality: Innocent. The default class is com-
moner.

Class Shills

The true innocent ‘s class skills (and the key
ability for each skill) are: Climb (Str), Craft (Int),
Handle Animal (Cha), Jump (Str), Listen (Wis),
Profession (Int), Ride (Dex), Spot (Wis), Swim
(Str), and Use Rope (Dex). See Chapter4: Skills in
the Player’s Handbook for skill descriptions.

See Chapter Four in the PHB for skill descrip-

tions.

Skill Points at Each Level: 4 + Int modifier

Special

Simple faith, inspire courage
Protection from evil

Divine grace

Improved aura of courage
Lay on hands

A
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Class features _

All the following are class features of the true
innocent prestige class.

Weapon and Armor Proficiency: The true
innocent is proficient with one simple weapon.
She is not proficient with weapons, armor, or
shields.

Simple Faith (Su): Innocence isa prerequisite
of this prestige class. If the True Innocent loses this
state of grace, she loses all the benefits of this class.
Her default class is commoner.

Inspire Courage (Sp): At st level, the true
innocent can give a brief prayer to instill courage in
the Virtuous. An ally inspired with courage gdins a
+1 attack bonus, +1 to all skill checksand a +1 to
Will saves (these bonuses are competence bo-
nuses). These benefits last for one minute (up toa
maximum of five minutes) for each round of prayer,

Protection from Evil (Sp): At 2nd level, the
true innocent can cast protection from evil. As with
the paladin’s ability, this only works on creatures
known to be evil. At the DM's discretion, the True
Innocent may attempt a Will save (DC 20) in the
presence of evil to recognize it for what it is. If the
check succeeds, the ability is activated.

Divine Grace (Ex): At 3rd level, a true inno-
cent applies her Charisma modifier (if positive) as
a bonus to all saving throws. This is in addition to
normal saving throw bonuses.

Improved Aura of Courage (Su): At 4th
level, a true innocent is immune to fear (magical or
otherwise). Allies within 10 feet of the true inno-
cent gain a +4 morale bonus on saving throws
against fear effects. Unlike the paladin’s ability,
this also applies to Fear saves.

Lay on Hands (Su): At 5th level, the true
innocent can heal wounds by touch. Each day she
can cure a total number of hit points equal to her
Charisma bonus (if any) times her level. She may
choose to divide her curing among multiple recipi-
ents, and she doesn’t have to use it all at once. Lay
on hands is a spell-like ability whose use is a
standard action. Unlike the paladin, she is too
selfless to use this ability on herself. In addition, she
cannot use this ability to deal damage to undead
creatures.
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bite Hrcanist

E The white arcanist possesses great knowledge
and power, along with the responsibility that this
entails. He dares to fathom the secrets of necro-
mancy, but is careful to preserve the sanctity of his
own soul while doing so. The white arcanist not
only risks the possibility of corruption by dabbling
in the necromantic arts, but also faces the tempta-
tions of the powers he commands. Only the very
virtuous and morally responsible can walk the
narrow path between these two fates. If the white
arcanist can complete this dangerous journey, he
may overcome the limitations of life and death.

Hit Die: d4

‘ Requirements
) To qualify to became a white arcanist (WhA),
a character must fulfill all the following criteria.
Base Attack Bonus: +2
Knowledge (arcana): 5 ranks
Feats: Spell Focus (Necromancy)
Special: The white arcanist can be a human,
£ halfling, or dwarf. He must also have the ability to
' cast Ist-level arcane spells.
Morality: The white arcanist must remain
Virtuous. His default class is sorcerer. He gains an
additional benefit at 2nd-level if he is Blessed.
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Class Skills

The white arcanist’s class skills (and the key
ability for each skill) are: Alchemy (Int), Concen-
tration (Con), Craft (Int), Knowledge (arcana)
(Int), Profession (Wis), Scry (Int, exclusive skill),
and Spellcraft (Int). See Chapter Four in the PHB
for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class features

All the following are class features of the white
arcanist prestige class.

Weapon and Armor Proficiency: Like sorcer-
ers, white arcanists are proficient with all simple
weapons. They are not proficient with any type of
armor or shields. Armor of any type interferes with
the hero’s arcane gestures, which can cause his
spells to fail (if those spells have somatic compo-
nents).

Spells (Sp): The white arcanist learns spells as
a sorcerer, albeit with a few restrictions after 1st
level (see Necromantic Focus, below). He also
gains one level of sorcerer spell casting ability per
two levels of white arcanist.

Spell Penetration (Sp): At Ist level, the white
arcanist must choose a school of sorcery as an area
of expertise. He immediately gains the spell pen-
etration feat for spells from his chosen school.

Fort Ref will
< " Level AttackBonus Save Save  Save  Special
y el +0 +0 40 +2 Arcane knowledge, spell penetration
B 2 +1 +0 40 +3 Major arcana (fear, 3/day)
Necromantic focus
3 +1 +1 +1 +3 Darkvision 60 ft.
4 42 +1 +1 +4 Major arcana (disrupt undead 3/day)
-5 42 +1 4l +4 Resistant to mind-affecting spells
6 43 +2  +2 +5 Major Arcana (speak with dead 3/day)
g 3 +2 42 +5 Pale protection
8 +4 +2 +2 +6 Major arcana (invisible to undead1/hr)
\ 7 +4 +3 43 +6 Major arcana (ethereal jaunt 3/day)
10 +5 +3 +3 +7 Living death

+1 per level of existing class

+1 per level of existing class

+1 per level of existing class

+1 per level of existing class

+1 level of existing class




) ‘\‘

e

Creating the Vi

-~

U] derd - — - =

Arcane Knowledge (Ex): Beginning at st
level, just as bards pick up stray knowledge while
wandering the land, arcanists learn a vast amount
of arcane and occult lore while traveling. An
arcanist may make a Knowledge (arcana) check
with a bonus equal to his level to see whether he
knows some relevant information about local no-
table people, legendary items or noteworthy places.
Unlike the Ravenloft version of the bard, the
white arcanist doesn’t need to spend time familiar-
izing himself with a domain he is studying. Instead,
he chooses one domain as his “home domain.”
Count the minimum number of domains that the
arcanist would have to travel through to get to the
domain that he is studying, Each intervening do-
main confers a —1 to this check. The white
arcanist can add one to his roll for
every class level he has

gained.

The white
arcanist’s knowledge \
base isn't as broad as ! '

the bard’s however. It k
only applies to the arcane
and occult. This check will not
reveal the powers of a magic item, but
may give a hint as to its general function. The
arcanist may not take 10 or take 20 on this check;
this sort of knowledge is essentially random. The
DM determines the DC of the check by con-
sidering the table for bardic knowledge in
the PHB.

As an exception to the rules, a
white arcanist who Falls from Grace
(see sidebar)) doesn’t lose this class
ability.

Necromantic Focus (Sp): The
white arcanist may continue to
cast spells he knew before he
gained levels in this prestige
class. Beginning with 2nd
level, any further spells the
white arcanist learns must
either come from the
school he chose at first
level or from the
school of Necro-
mancy.  This
means that the
0 level and 1st
level spells he

knows are not restricted.

If the white arcanist is Blessed, he can also cast
gentle repose on other Blessed characters at will; he
does not need to make a powers check to cast this
spell.

Major Arcana (Sp): Beginning at 2nd level,
the white arcanist gains the ability to cast certain
spells, collectively known as his major arcana. The
white arcanist does not need to make a powers
check for using the class abilities based upon these
spells.

If a white arcanist ever becomes corrupted, all
his white arcanist levels revert to levels of sorcerer.
As an exception to the rules, he retains these five
classabilitiesif he Falls from Grace (see the sidebar),

but he must make powers checks
when using them afterward.

At 2nd level, the white
arcanist can cast fear three times
per day. At 4th level, the white

arcanist may also cast disrupt
undead three times per day.

At 8th level, once per

hour, the white arcanist
can cast invisibility to
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undead. If an intelligent undead makes his saving
throw to see through this ward, or if the arcanist
takes an action that ends the spell, he must wait
one hour before casting the spell again.

At 9th level, the white arcanist can cast ethe-
real jaunt three times per day.

Darkvision (60 ft.) (Su): The white arcanist
gains this ability at 3rd level. If the white arcanist
already has darkvision, he can add another 60 feet
to its range when he gains this class ability.

Resistant to Mind-Affecting Spells (Su): At
5th level, the white arcanist gains a +6 sacred
bonus to resist spells with the mind-affecting de-
scriptor (such ascommand, hypnotism, or suggestion) .

Major Arcana (Sp): At 6th level, the white
arcanist may add speak with dead 3 x day to his list
of spells from his major arcana.

Pale Protection (Su): At 7th level, the white
arcanist begins to appear unnaturally pale, and the
flow of his blood becomes sluggish. He gains a +6

fall from Grace

sacred bonus to saving throws against poison, stun-
ning, and disease.

Living Death (Su): At 10th level, the white
arcanist becomes an intelligent undead. Immedi-
ately apply the ghost template from the MM,
Appendix 3. As part of this, the character effec-
tively has no Constitution, and all his Hit Dice
become d12's. He gains the manifestation ability,
but does not immediately gain any special abilities.
Instead, each time he gains a level in another class,
he can gain one of those abilities (including those
listed in the Ravenloft Core Rulebook). The
maximum number of special abilities gained in this
fashion is equal to the character’s Charisma modi-
fier.

The undead white arcanist remains indepen-
dentof the will of the darklords until he reaches the
final stage of corruption. If he has remained uncor-
rupted through ten levels of this prestige class,
perhaps he holds some faith that he will never face
that eventuality.
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A character that no longer meets the prerequisites for a prestige class loses all the benefits of that
prestige class. At that point, some changes in the character are necessary. If you must, remove the character
from play long enough for his ethical (and game mechanic) issues to be resolved. The DM should consider

the following guidelines in the interim.
The Simple Method:

You lose all the class abilities of that prestige class. You revert to the default class, but don't gain any
of its class abilities until you take another level in that class.

The Precise Method:

* When a prestige class reverts to a “default class,” the character’s attack bonus, saving throws, and
hit points do not change. These progressions are the same for the prestige class as they are for the default
class.

® Class skills and skill points do not change for those levels, even if the prestige class has more ranks
than the default class. After all, a character cannot forget what he has learned.

® The character does not gain the class abilities of the default class, either. If he does gain another level
in the default class, he can replace the class abilities of the lowest level of the default class you've gained.
For instance, if you lose a prestige class and default to a 5th-level paladin, you do not automatically gain
aspecial mount. When you gained another level and became a 6th-level paladin, however, you would gain
that special ability.

® The character does not lose feats or bonus feats. If a feat has Virtuous or Blessed as a prerequisite,
he still loses the benefits of that feat, but for different reasons.

® The character’s list of spells known does not change. For instance, a sorcerer’s selection of spells
remains the same. If he had a restriction before, he doesn’t have it anymore.

Ifthe character wishes to once again qualify for his lost prestige class, he must exert every effort to atone
for past failures, renew his commitment to combat evil and undergo considerable danger and testing on
arduous quests to restore his good name and sense of self. Once he has sufficiently atoned (when both player
and DM agree that the character has shown remorse and a renewal of himself), he may once again begin
advancing in his prestige class. He begins at the bottom of the experience points needed to advance to the
next level when doing so. Should he lose his way again, the prestige class is thereafter barred to him.
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Most of the feats listed below are only avail-
able to characters who abide by the rules for Virtuous
heroes listed in the previous chapter. Remember
that a character who no longer meets the prerequi-
sites for a feat loses the benefits of that feat, as well
as any others that depend on it. In most cases, if a
character improves enough to fulfill the prerequi-
site again, the character regains the benefits of the
feat. If the obligation is dependent on his level of
virtue, however, the hero may find it impossible to
recover from corruption. Once he reaches the
second stage of corruption, the feat he has pur-
chased not only disappears, but can never be
replaced, even if the hero should somehow redeem

himself. When heroes fall, they fall hard.

Bestial Conscience

If you share an empathic link with a familiar,
you are moral enough to attempt to sway its emo-
tions when it contemplates an evil or treacherous
act. You can overcome a few of the limitations of a
Dread Companion (see Chapter Two of the
Ravenloft Core Rulebook), but only if you are
vigilant.

Prerequisite: Good alignment. Arcane
spellcaster with a familiar, or paladin with a mount.

Benefit: Justasa Dread Companion is privy to
your thoughts, you are marginally aware of its
thoughts and feelings. You can attempt a Sense
Motive roll to sense when this magical beast is
contemplating treacherous or evil deeds (DC = 10
+ dread companion’s Will save). Whether the DM
allows you to make this check at any time, insists
that you wait until he calls for such a roll, or makes
the roll secretly is a matter of personal preference.

In any case, when you sense this prevarication,
you can make an opposed Will check to dissuade
it from doing something you find morally distaste-
ful. If you are Blessed (see below), youreceive a +5

sacred bonus to both of these checks.

Blessed

You are not only aware of the existence of evil,
but have pledged to oppose it. By attaining a state
of grace, you have avoided the Caress of Evil, the
first stage of Corruption. If you lose this feat, you
lose the benefits of every feat that has it as a
prerequisite.

Prerequisite: Special (see below)

Benefit: All blessed characters receive a +2
morale bonus on Fear checks and Horror checks.
Divination spells can reveal that someone is Blessed.

How a character takes this feat depends on her
alignment:

¢ An Innocent character can take this feat
voluntarily. She simply loses her quality of Inno-
cence and becomes Blessed instead.

e A Moral character must take the Test of
Virtue feat as a prerequisite. Taking the feat is a
sign to the DM that the character aspires to be
Blessed. If the character then passes a test of virtue,
that feat is replaced by the Blessed feat. See the
Test of Virtue sidebar for more details.

* Once a character reaches the first level of
corruption, she cannot benefit from this feat unless
she become Penitent again. A characterwhoreaches
the second stage of the corruption, the Entice-
ment, permanently loses any benefit from this feat.
It can never be replaced or swapped with another
one. Her sacrifice has been in vain, for she has
betrayed her ideals.

Optional Rule: A Penitent character who has
never been corrupted — that is, who hasn’t suc-
cumbed to the first stage of corruption, the Caress
— can sacrifice a character level to become Moral.
If the character is of a neutral alignment (whether
chaotic neutral, “true” neutral, or lawful neutral),
she must adopta good alignment at that time. After
advancing one level, she can then attemptanother
test of virtue.

Conscience

Your conscience aids you when you attract the
attention of the Dark Powers.

Prerequisite: Blessed

Benefit: Once per game session, you may
reroll the “ones” die of a percentile roll for a powers
check. You must accept the result of that reroll.

Dabbler

You have the ability to learn many skills usu-
ally unavailable to those of your profession or class.

Prerequisite: Your domain of origin must have
a Renaissance cultural level, or you must have
spent at least a year in a Renaissance domain.

Benefit: Choose a non-exclusive skill you do
not have as a class skill. When you take this feat, it
becomes a class skill for you.

Special: Each time you take thisfeat, it applies
to a different skill.
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Detect Virtue

You are able to sense another person’s moral
character if she is willing to let you do so.

Prerequisite: Virtue's Challenge (special abil-
ity) or Blessed (feat)

Benefit: With a successful Wisdom check
(DC 20), you can tell if a willing person you are
touching is Innocent, Moral or Penitent. If the
check fails, the ability reveals nothing. If the sub-
ject is unwilling, this feat automatically fails.

Eidetic Memory

Your ability to tap into your memories is pro-
digious and you remember even the slightest detail
of past events as if you were experiencing them
again.

Prerequisite: Int13+

Benefit: Extraordinary gentlemen and gallant
lady adventurers often have a highly developed
sense of attention to detail when recalling their
exploits. A character with this feat gains a +10
competence bonus on any Intelligence check to
remember details of specific memories. The char-
acter cannot take 10 or 20 on this check, however.
The character also gains a +5 competence bonus
on any Will save to resist a spell that would alter
that memory (such as modify memory).

Peroism

You gain inner strength and the will to resist
your fears from you past efforts. This feat is only
available to a Ravenloft commoner or a character
whose current level is an NPC class. The character
vows to perform an act of heroism when he takes
this feat. If he does so, and survives, he gains the
first level of a player character class.

Prerequisite: Innocent or Blessed characters
can take this feat.

Benefit: After performing this act of heroism,
the character gains a +1 sacred bonus against Fear
saves.

Pope

You can inspire others with your faith in their
abilities. Some heroes are more confident in their
abilities when they know they are aided by the

virtuous.

Prerequisite: Blessed

Benefit: Once each day, you can grant an-
other good character a +4 sacred bonus to any one
skill. You must state a brief blessing involving the

name of a good deity (from any realm) to bestow
this blessing. The subject must be able to see and
hear you.

Flaw: On behalf of the Dark Powers, one evil
character or creature within one mile can make a
Wisdom check (DC = 10 + your level) when you
invoke this ability. On a successful check, the evil
character knows your exact location at that mo-
ment, and it knows that you are Virtuous.

Riss of Dawn

Yourdedication to the light gives you a benefit
in preparing your spells.

Prerequisite: Good alignment, arcane
spellcaster

Benefit: You regain all of your spells at dawn.
When the sun rises, this feat takes effect. Even if
you cast all your spells minutes before sunrise, you
will regain them with the first rays of the sun.

Normal: Normally, an arcane spellcaster who
casts a spell must wait twenty-four hours before she
can cast the spell again.

Rnowledgeable

You are a quick learner, a true Renaissance
scholar. You're driven to dabble in a vast array of
scientific and artistic fields.

Prerequisite: Int 13

Benefit: Each time you take this feat, you gain
another four ranks in Knowledge skills. (If Knowl-
edge skills are class skills for you, this is the
equivalent of two +2 bonuses.) In no case can you
have more ranks in a Knowledge skill than your
maximum rank.

Cibrary

You possess a collection of books, one that
features many a quaint and curious volume of
forgotten lore.

Prerequisite: Literacy

Benefit: Each time you take thisfeat, itapplies
to two Knowledge skills. When you can access your
personal library, you gain a +2 competence bonus
to all informational checks involving those two

skills.

Literacy

It is often said that knowledge is the greatest
weapon against the forces of evil. Even if you don't
agree, you should be able to look up who said it.

Prerequisite: none




Benefit: If you couldn’t read before, you can
read now. If can already read, or if you've taken this
feat asecond time, you gain a +4 bonus when using
Search checks to find information in books. (See
the sidebar on “Searching for Knowledge” for more
details on such checks.)

Resolute

You maintain the faint hope that virtue, by its
very nature, can ultimately triumph over evil.
Although modest, you believe that you are that
virtuous.

Prerequisite: Blessed

Benefit: You get a +2 sacred bonus against
Fear saves.

Sanctity
Your beliefs comfort you in your darkest hour.
Prerequisite: Blessed
Benefit: You get a +2 sacred bonus on Horror
saves.

Sanity

Because your morality grants you a measure of
mental stability, you find it easier tohold on to your
sanity in an unkind world.

Prerequisite: Blessed

Benefit: You get a +2 sacred bonus against
Madness saves.

Secret Society

You belong to a secret society that provides a
tangible benefit to its members.

Prerequisite: You must meet the qualifica-
tions of the society in question.

Benefit: You gain a +2 bonus to Innuendo
checks when secretly conversing with other mem-
bers of your society. Once a week, you can consult
with another member of the society about a matter
relevant to the group. At the end of that week, you
can take 20 on a Knowledge check (with a DC set
by the DM) to ascertain the answers to your ques-
nons.

Cest of Virtue

When a character takes this feat, it signifies to
the Gamemaster that he is ready to undertake a test
of virtue. The test lasts for the duration of one
character level. More precisely, it begins when the
character gains a character level, and lasts until he
reaches the following level.

For instance, if Camilla takes the Test of
Virtue feat when she reaches 3" level, the test
begins immediately; it lasts until she reaches 4"
level. Level drain doesn’t change this. If Camilla
loses two levels to a wight, she still can’t finish the
test until she’s 4™ level.

During that time, the character must try to
avoid taking any action that requires a powers
check. If he does take an action that requires a
powers check, he automatically fails the test of
virtue. If you succeed at the powers check, you can
try the test of virtue again after you've gained
another character level. If you fail the powers
check, of course, you've been corrupted.

The moment a character succeeds at this test,
the Test of Virtue feat is replaced by the Blessed
feat. He can then benefit from that feat as long as
he avoids the first stage of corruption. A character
must be Moral (see Introduction) before he can
attempt a test of virtue.

Prerequisite: A character taking this feat must
be Moral.

Benefit: The feat has no benefit until you pass
a test of virtue.

Unicorn’s fellowsbip

Animal companions summoned by a druid
are tormented by conflict, balancing their loyalty
to the druid against the demands of the local
darklord. A blessed druid’s virtue is strong enough
to resolve such conflict, calming the frenzied urges
of animal companions.

Prerequisite: Blessed, Druid

Benefit: Spells subject to the “Animal Com-
panions” rules (see Ravenloft Core Rulebook,
Chapter 2) are not altered for you. Because your
druid is blessed, her animal companions do not
shadow or spy on her but instead obey her com-
mands.

University Education

You have the benefits of having studied in a
place of higher learning.

Prerequisite: Your domain of origin must have
a Renaissance cultural level. If you do not take this
feat at first level, you must live for a year in a major
city within a domain with that level of technology
before taking this feat.

Benefit: All Knowledge skills become class
skills for you. You cannot make skill checks for a
Knowledge skill until you spend ranks in it, how-
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Whether through investment, political influ- : :
ence, or the untimely death of relatives, yougained 1 Searching for Knowledge
access to munificent resources when you took this
feat.

Generations of heroes have struggled to }
not only understand the supernatural world,
Prerequisite: none i but also document what they have found. ;
Benefit: Once each month, make a d20 roll § Unfortunately, the scarcity of printing presses,
against your character level. If this check succeeds, public libraries, and universities throughout ’
you can roll starting wealth again for one of your the Dread Realms limits the dissemination of !
character classes. The money arrives within a week | such knowledge. Even in realms that have
by a method chosen by the DM. You must choose | access to such advantages, treatises on the
a domain when you take this feat; you can only
access these windfalls while you are within that ’
domain. ‘

supernatural are often seized, censored, or
} burned by corrupt rulers.. The light of knowl-
edge is furtively passed from one luminary to
' the next, and only the diligent efforts of secret
society allow such treatises to see print. Now
that Rudolf van Richten is dead, even his
\ infamous tomes have begun to lapse into ob-
scurity, except for those that have passed into
the keeping of his spiritual inheritors, the
Weathermay-Foxgrove twins or his other ad-
mirers.

On the rare occasion when scholars find
esoteric tomes on the occult or supernatural,
studying them is still an arduous task. In

’ Ravenloft, characters can use the Search skill
to find knowledge hidden in any collection of

{  information, whether that's a private library,
stack of tomes, collection of correspondence,

\ or hall of public records. Instead of breaking
these searches down round by round through

Y five-by-five foot squares, this use of the skill

' resemblesaGather Information check. Search-
ing a library for information requires a Search
‘ check and 1d4 hours of research. A smaller
} collection, like a stack of letters in a desk, may
\ require a smaller increment of time, perhaps
|
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1d4 x 10 minutes.

Thorough investigators may want to at
least skim a book in its entirety to get the gist
of its message and contents. For a literate
character reading in a language he under-

I
K stands, “skimming” generally takes one hour
i
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per one hundred pages. This not only grants a
detailed summary of the book’s contents, but
also grants a +4 circumstance bonus to further
attempts to Search through the book for infor-
mation.
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“Marie Rosine, you look positively brilliant tonight!” The gaudily
dressed dandy bowed gracefully over the outstretched hand of the
young noblewoman whose entrance had caught the attention of
everyone at the soiree.

Marie Rosine inclined her head in gracious recognition of the
compliment. “And you are Claude Morain, are you not?” she asked,
her tone of voice implying that she knew the identity of the young
courtier perfectly well.

Claude finished his bow with a flourish and smiled. “We were
afraid you might not be able to attend this gathering,” he said. he
glanced toward the small crowd of strutting lords and ladies and a
few ambitious and overdressed merchants who had come together
at the house of Lord Bouvard for another insufferable showing of
bad paintings and worse sculpture.

“T would not miss