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and DMs, showcas- DRAGONS® Roleplaying Game. Primarily a player resource, it ing new and interesting options for characters and creatures focuses on new options and expanded rules for D&D play- utilizing the D&D combat rules. Players can read through the ers who want to create or advance
characters with a connec- entire book without hesitation—DMs can use the material to tion to the divine. Dungeon Masters can use this book as a generate their own surprises without any help! resource for creating or optimizing their own creations. The Devoted (Chapter 1): This chapter introduces three
DIVINE CHARACTERS new character classes: the spirit-bargaining shaman, the versatile shugenja, and the favored soul, who demonstrates A divine character is any character for whom worship of a an instinctive knowledge of divine magic. Each class has a greater power—often a deity but sometimes
a more abstract strong connection to divine power, but none casts spells in force or philosophy—is an important part of daily life. Divine the way a traditional cleric does. characters aren’t always clerics and druids, although it's hard to imagine a cleric for whom the divine relationship isn’t Prestige Classes
(Chapter 2): A large number of pres- important. For brevity, we call these characters “divine char- tige classes are presented here, all with a focus on divine acters,” although they aren’t divine or immortal themselves. magic or gifts from the gods. Whether you're playing a They’re characters with an
essential connection cleric, a druid, a fighter, or some other class, you should find to divine forces. If your character’s a prestige class here that appeals to you. allegiance to a deity is important, or if divine magic is a powerful Supplemental Rules (Chapter 3): This chapter force in your character’s life,
includes new and updated feats as well a variant then Complete Divine is the system that allows faith to play a direct hand book for you. in your character’s abilities. Magic Items (Chapter 4): A new kind of Not every D&D character magic item known as a relic is introduced, should necessarily give up
powered by your character’'s connection to the tavern for the cloister. the divine. There’s plenty of room in the Deities (Chapter 5): This chapter tells game for characters that pay you how characters who worship the deities the gods only lip service, or of the core D&D pantheon behave—from those who
proudly proclaim the prayers they chant to the quests they that they’re the masters of undertake. Dozens of new deities from the their own fate. But giving Living Greyhawk campaign are included as your character an allegiance well for campaigns seeking more variety in the to a set of beliefs and a
connection to forces beyond the divine realm mortal world can enrich the D&D experience, no matter the The Divine World (Chapter 6): This chapter dis- race and class of your character. Within these pages you'll find divine connections to prowess in battle, stealth, nego- cusses the afterlife of a soul in the
context of a D&D game tiation—and even arcane magic. Whether you're a cleric of and covers different roles for churches within a campaign. peerless faith, a shadowy killer-for-hire, a crusading paladin, or a wizard in search of greater mysteries, there’s something Domains and Spells (Chapter 7): From
the subtle in Complete Divine for you. spywork of chain of eyes to the destructive power of the obe- dient avalanche, new spells for clerics, druids, rangers, and paladins make up the bulk of this chapter. Some spells are equally effective for bards, wizards, and sorcerers. Addition- ally, clerics will find 21
new domains, ranging from Dream to Liberation. pggggqgqqqqqqqqqqqqgqaars SOURCES If you've been playing with a particular prestige class or feat that This book includes material from other sources, including we’ve picked up and revised, we hope you'll look at the new ver- Dragon magazine and
earlier works such as Defenders of the sion and see why we made the changes—but you don’t have to Faith and Faiths and Pantheons. Much of this material has been play with the revised material if you don’t want to. The Dungeon picked up and revised based on feedback and comments from Master,
as always, should make the final call about what material D&D players and DMs all around the world. We hope you like belongs in his or her game, and if you've been playing with an the changes we made to the prestige classes, feats, and other older version of something that appears in this book and
you're elements of the game as well as the large amount of brand- having fun doing it, don’t worry about making a change. We new material you'll find in these pages. think all the changes we’ve made are for the best, but it's your game, after all. Remember, however, that DUNGEONS & DRAGONS is
your game.4 pggqqqqqqqqqaqqqqqqqgaagrslilus. by Scott Roller hether it’s the cleric’s spell, the druid’s wild that the deity is worth following, and devote himself to shape, or the paladin’s holy sword, divine magic that cause. is magic tied to devotion. If your D&D char- acter is devoted to some higher authority
or WHY DO YOU SERVE? cause—often but not always a god—he can drawa measure of power from that connection. Such power The reasons for serving a divine authority can varygenerally comes with a price—by accepting the power ofdivine magic, he generally agrees to abide by a set of prin-
dramatically, even within the same faith or philosophy.ciples. He’s voluntarily limiting his behavior in exchangefor power. Players of divine characters should decide what moti- However, those limits often enrich a roleplaying experi-ence. A character with a connection to divine magic isn’t vates their
character’s behavior, because this can addjust a collection of combat statistics wandering aimlesslyfrom encounter to encounter. From the beginning of the depth to the character’s interactions with others.first adventure, he devotes himself to something greater,adheres to standards of conduct (whether
codified or not), True Belief: You believe in the righteousness ofand may even have mannerisms and speech patterns dem-onstrating that allegiance. your faith’s cause. No other deity, philosophy, or way While divine magic is about belief, it centers onbelieving in the worth of a deity, not merely believing
of life “gets it right” the way yours does. The levelin the existence of a deity. In a typical D&D campaign,few NPCs disavow that the gods exist. It's hard to deny of this belief can vary from quiet certainty to fullthe existence of Tiamat, for example, when a plane shiftspell can take the skeptic to her palace on
the first layer zealotry, depending on your character’s personalityof the Nine Hells. Believing in a deity’s existence isn’tenough to earn divine power—a character has to believe and the nature of his faith. Recent converts often fall into this category, as do holy warriors such as paladins and clerics.
Tradition: In many cultures, particularly nonhuman societies, people practice a religion as a matter of course. Individual practitioners prob- ably do not agree with every church precept, and may violate church rules when they figure they can get away with it. Traditionalists enjoy the ben- efits of their
religion—holidays, grand ceremonies, or certain ways of thinking—but often don’t concern themselves with the limits it may place on their 5daily lives. Still, they usually view themselves as devoted to choice if you want to pick two domains that no one deity the faith and never really think seriously about
giving up offers, such as the domains of Fire and Trickery in the core their religious practice. D&D game. This gives you a great degree of freedom when Power: Your devotion to the cause gives you power, imagining your character; the question “what philosophy whether physical, temporal, political, or
spiritual. This or belief system would find fire and trickery important?” motivation is common among leaders, who realize that has a number of interesting potential answers. But your their acceptance of the faith can aid them in their ascent character won’t have the built-in roleplaying hooks or to (and
keeping of) rulership. A drive for power need not automatic connections to NPCs that a cleric of FharlanghnCHAPTER 1 go hand-in-hand with hypocritical behavior—a cleric has, for example. THE may see his sincere and loyal devotion to the deity as a Serving Nature: Similar to serving an abstract
principle DEVOTED perfectly reasonable trade for the power gained by that is the notion of a character that simply advances the cause of devotion. nature. It's particularly easy to imagine druids and rangers Hypocrisy: Some individuals profess or even demon- that worship nature in the abstract rather
than venerating strate devotion (whether from mere habit or with other a specific deity of nature. Again, this frees your character gains in mind), but know full well that their hearts aren’t up to make her own way philosophically, but it doesn’t have in it. Their secret thoughts and public deeds reveal that the
built-in backstory that an Ehlonna-worshiping charac- their purportedly pious words are hollow. ter might have. WHAT DO YOU SERVE? The answer to the question, “What do you serve?” is not etched in stone, although changing your character’s A deity isn’t just a name you write on your character
sheet. belief system might have consequences (especially for If your character’s divine connection doesn’t affect his or paladins and divine spellcasters). But when you create her behavior, then you're missing out on some of the possi- your character, give your answer some thought. Not only bilities that
divine magic has to offer. Having spells or abili- does your answer affect how your character acquires the ties derived from divine power means that you serve—or at power of divine magic, but also it helps you tap into a least have an allegiance to—something. But what you serve rich vein of roleplaying
resources, making your charac- is up to you, and D&D gives you lots of choices. ter seem more real. Serving a Deity: This is the most common choice in most D&D campaigns. Characters that serve a deity CLASSES generally have an alignment that’s the same or similar to their deity’s, and they generally
try to advance that deity’s The following classes all share a connection to divine cause in the world. A follower of Obad-Hai, for example, is magic, and they can either supplement or replace some of probably neutral in alignment and protects the wilderness the classes described in the Player's Handbook.
whenever possible. Clerics and other divine spellcasters receive their spells by praying to the deity, who bestows FAVORED SOUL upon them a measure of divine power. The favored soul follows the path of the cleric but is able to Serving a Pantheon: Characters who serve a pantheon channel divine
power with surprising ease. She is able to venerate several deities, asking each god for intercession perform the same tasks as her fellow divine spellcasters but in matters that reflect the god’s interest (called a portfo- with virtually no study; to her, it comes naturally. Scholars lio). For example, a cleric that
worships a pantheon based wonder if favored souls have traces of outsider blood from on Greek gods might ask Hermes for an expeditious retreat unions, holy or unholy, centuries ago and generations spell, Athena for an oracular vision, or Hades for the removed. Others suggest that divine training of
the proper power to repel the undead. Clerics who choose to serve type awakens the ability, or that favored souls are simply a pantheon can choose their two domains from among imbued with their gifts by their gods when they begin all the domains offered by all the deities of the pantheon the cleric’s
path. In any case, favored souls cast their spells (except aberrant gods—those whose worship is not sanc- naturally, as much through force of personality as through tioned by the clerics of the pantheon as a whole). A cleric study. Though this gives them extraordinary divine abili- can only select an
alignment domain if his alignment ties no normal person could ever match, they see their gift matches that domain. The cleric’s alignment must match as a call to action, and so in some ways may lag behind their the alignment of some deity in the pantheon (excluding more studious colleagues. aberrant
gods). Adventures: Favored souls are often loners, wandering Serving an Abstract Principle: You don’t need to serve the land serving their deities. They are welcomed by their a deity to be a cleric. You can simply choose two domains churches but treated as unusual and are sometimes misun- you like
and act to advance the cause of a congruent phi- derstood. They are emissaries of their deities and outside losophy. (A cleric can only select an alignment domain if the church’s command structure—respected mystics not his alignment matches that domain.) This can be a good requiring the support
normally crucial to a priest’s success.6This makes them sometimes revered by human favored souls in civilized lands is Pelor, CHAPTER land sometimes envied by their cleric god of the sun. Among nonhuman races, favoredcousins. While favored souls are souls most commonly worship the chief deity
of THEoccasionally disrespected for their their racial pantheon.perceived lack of discipline, devout Unlike clerics, favored souls are not able DEVOTEDworshipers know that they are a to devote themselves to a cause or apowerful message from, and indeed source of divine power instead Illus. by T.
Baxaa living manifestation of, their deities. of a deity. Background: Characteristics: Favored souls cast Favored souls learndivine spells by means of an innate connec- of their connection with thetion rather than through laborious training divine at a young age. Even-and prayer, so their divine connection is
natural tually, a young favored soulrather than learned. These divine spellcasters understands the power thatknow fewer spells and acquire powerful spells she has been wielding unin-more slowly than clerics, but favored souls can tentionally.cast spells more often, and they have no need Favored souls,
as naturallyto select and prepare them ahead of time. inclined divine channelers, are also born loners. Unlike Alignment: Divine magic is intuitive to a clerics in a temple, they gainfavored soul, not a matter of careful prayer. little by sharing their knowl-This intuitive nature leads to a freer interpre- edge and
have no strong incen-tation of faith and doctrine, and so favored tive to work together.souls tend slightly toward chaos over law. Races: The innate talent of spontaneously channeling divine A favored soul is often of the same power is unpredictable, and it canalignment as her deity, though some show up
in any of the commonare one step away. For example, a races.favored soul could serve a lawful Divine spellcasters from savagegood deity and be neutral good lands or from among brutalherself. A favored soul may not humanoid tribes (such asbe neutral unless her deity is orcs or half-orcs) are

moreneutral. often favored souls than clerics. Religion: A favored soulcan be of any religion.The most commondeity worshiped A favored soulTable 1-1: The Favored SoulClass Base Fort Ref Will Spells per Day 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9thLevel Attack Bonus Save
Save Save Special 5 3 —64 Ist+0+2+2+2—65 Deity’s weapon focus 6 6 3 2nd+1 +3+3+3—664 Energy resistance (1st type) 6 6 5 3 3rd+2+3+3+3—6664 —66653
A4th+3+4+4+4 —66664 ———6 66 6 53 ——5th +3 +4 +4 +4 Energy resistance (2ndtype) 666664 — — 66 6 6 6 53 6th +4 +5 +5 +5 Deity’s weapon specialization 6 6 6 6 6 6 4 —66666653—7th+5+5+5+5— 66666664 —— Energy

resistance (3rd type) 66666 6 6 53—8th +6/+1 +6 +6 +6 — 66 6 6 6 6 6 6 4— Wings 66666666539th +6/+1 +6 +6 +6 — 6666666664 — 666666666610th +7/+2 +7 +7 +7 Damage reduction11th +8/+3 +7 +7 +712th +9/+4 +8 +8 +813th +9/+4 +8 +8 +814th +10/+5 +9 +9 +915th +11/+6/+1 +9 +9
+916th +12/+7/+2 +10 +10 +1017th +12/+7/+2 +10 +10 +1018th +13/+8/+3 +11 +11 +1119th +14/+9/+4 +11 +11 +1120th +15/+10/+5 +12 +12 +12 7CHAPTER 1 Other Classes: Favored souls have the most in Class Features common with members of other self-taught classes, All of the following are
class features of the favored soul. THE especially sorcerers, but also druids and rogues. They Weapon and Armor Proficiency: Favored souls are DEVOTED sometimes find themselves at odds with members of the proficient with all simple weapons, with light and medium more disciplined classes,
specifically clerics, whom they armor, and with shields (except tower shields). A favored lllus. by T. Baxa sometimes view as too wrapped up in doctrine and rigidly soul is also proficient with her deity’s favored weapon. defined attitudes. Although a favored soul is not proficient with heavy armor, wearing it
does not interfere with her spellcasting. Role: The favored soul serves as a group’s backup healer Spells: A favored soul casts divine spells (the same type and defensive magic specialist. She can hold her own in a of spells available to clerics), which are drawn from the fight, especially if she chooses to
focus on powers that aid cleric spell list. She can cast any spell she knows without her in combat. preparing it ahead of time the way a cleric must. To cast a spell, a favored soul must have a Charisma score Game Rule Information of 10 + the spell’'s level (Cha 10 for O-level spells, Cha 11 Favored souls
have the following game statistics. for 1st-level spells, and so forth). The Difficulty Class for a Abilities: Charisma determines how many spells the saving throw against a favored soul’s spell is 10 + the spell's favored soul can cast per day. Wisdom determines how level + the favored soul's Wisdom
modifier. hard the favored soul’s spells are to resist (see Spells, below). Like other spellcasters, a favored soul can cast only a cer- In addition to using Charisma and Wisdom for spellcasting, tain number of spells of each spell level per day. Her base a favored soul also benefits from high Dexterity,
Strength, daily spell allotment is given on Table 1-1: The Favored and Constitution scores. Soul. In addition, she receives bonus spells for a high Alignment: Any. Charisma. Hit Die: d8. Unlike a cleric, a favored soul’s selection of spells is limited. A favored soul begins play knowing four O-level Class Skills
spells and three 1st-level spells of your choice. At each The favored soul’s class skills (and the key ability for each new favored soul level, she gains one or more new spells, skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), as indicated on Table 1-2: Favored Soul Spells Known. Heal (Wis),
Jump (Str), Knowledge (arcana) (Int), Profession (Unlike spells per day, her Charisma score does not affect (Wis), Sense Motive (Wis), and Spellcraft (Int). See Chapter the number of spells a favored soul knows; the numbers on 4 of the Player’'s Handbook for skill descriptions. Table 1-2 are fixed.) Skill
Points at 1st Level: (2 + Int modifier) x 4. Upon reaching 4th level, and at every even-numbered Skill Points at Each Additional Level: 2 + Int favored soul level after that (6th, 8th, and so on), a favored modifier. soul can choose to learn a new spell in place of one she already knows. In effect, the favored
soul “loses” the old Table 1-2: Favored Soul Spells Known 7 89 spell in exchange for the new one. The new spell’s level — —— must be the same as that of the spell being exchanged, and Spells Known — —— it must be at least two levels lower than the highest-level Level 012 345 6 — —— favored
soul spell the favored soul can cast. A favored soul 1st43 — — — — — — —— may swap only a single spell at any given level, and must 2nd53 — — — — — — —— choose whether or not to swap the spell at the same time 3rd 54 — — — — — — —— that she gains new spells known for the level.
44h643 — — ——— —— Unlike a cleric, a favored soul need not prepare her5th653 — — — — — —— spells in advance. She can cast any spell she knows at any 6th 75 4 3 — — — — —— time, assuming she has not yet used up her spells per day 7th 7 6 4 3 — — — — —— for that spell

level. 8th 8 6 5 4 3 — — — —— Deity’s Weapon Focus: At 3rd level, a favored soul 9th 8 6 5 4 3 — — — —— gains the Weapon Focus feat with her deity’s favored 10th 9 6 6 5 4 3 — — —— weapon. If the character already has that feat, she can 11th 96 6 5 4 3 — 3 —— choose a different one. 12th
966654 33— Energy Resistance (Ex): At 5th level, a favored soul 13th 9 6 6 6 5 4 3 4 3— chooses an energy type and gains resistance 10 against that 14th 96 6 6 6 5 4 4 3— type. At 10th level and 15th level, the character gains resis- 15th96 6 6 6 5 4 5 43 tance 10 against another energy type
of her choosing. 16th96 66665543 17th966666565418th966666619th 9666666 20th96 6 6 6 6 6BCHAPTER 1 Deity’s Weapon Specialization: At 12th level, a favored Like the samurai (described in Complete Warrior), shugenjas soul gains the Weapon Specialization feat with her
deity’s are often members of the noble class, though they are not THE favored weapon. If she already has that feat, she can choose as bound by honor and the code of bushido as their martial DEVOTED a different one. counterparts. Wings (Ex): At 17th level, a favored soul gains wings Adventures:
Shugenjas often adventure to increase and can fly at a speed of 60 feet (good maneuverability). their magical knowledge and personal power. They are A good-aligned favored soul grows feathered wings, and particularly drawn to investigate disturbances in the natu- an evil-aligned favored soul gains
batlike wings. A favored ral harmony of the four classical elements (earth, air, fire, soul who is neither good nor evil may choose either type of and water). Some shugenjas dedicate their lives to keeping wings. the world’s magic in balance, while others simply crave the power that the unchecked elements
offer. Still others are Damage Reduction (Su): A 20th-level favored soul drawn to plumb the depths of magic for magic’s own sake, gains damage reduction. If the character is lawful-aligned, hoping eventually to learn the mysteries of void, the “fifth the damage reduction is 10/silver. If the character is cha-
element” that binds the others together. otic-aligned, the damage reduction is 10/cold iron. A favored soul who is neither lawful nor chaotic may choose either Characteristics: Shugenjas are much more than type of damage reduction. spellslinging sorcerers. In a fantasy culture inspired by real-world
Japan, they can be the foundation of religious Human Favored Soul Starting Package life—priests who teach the rituals of piety, venerate the Armor: Scale mail (+4 AC, armor check penalty —4, speed memory of long-departed ancestors, and even measure the passage of time. They study for years to
learn even the funda- 20 ft., 30 Ib.). mental elements of their magical practice, and are the most Heavy wooden shield (+2 AC, armor check penalty -2, literate class in many quasi-Asian societies. A shugenja’s spells are written on ofudas (nonmagical prayer scrolls) that 10 Ib.). the shugenja carries with
him, serving as a divine focus for Weapons: Heavy mace (1d8, crit x2, 8 Ib., one-handed, casting the spell. bludgeoning). Alignment: While many shugenjas attempt to follow the Light crossbow (1d8, crit 19—20/x2, range inc. 80 ft., 4 Ib., standards of honor and loyalty, and thus adhere to a lawful
alignment, not all shugenjas live up to those standards. Shu- piercing). genjas have no alignment restrictions. Skill Selection: Pick a number of skills equal to 3 + Int Religion: If you use shugenjas in your game, you should modifier. probably also develop an Asian culture with its own reli- gious traditions to
represent their home—even if the spe- Skill Ranks Ability Armor Check Penalty cific shugenjas in your campaign are thousands of miles Spellcraft 4 Int — away from it, hailing from a far-off land you don’t plan to Concentration 4 Con — visit. Some shugenjas exiled in a traditional D&D setting Diplomacy 4
Cha — express an affinity for Boccob, Obad-Hai, or Wee Jas, while Knowledge (arcana) 4 Int — others see a parallel between the code of bushido and the Intimidate (cc) 2 Cha — teachings of Heironeous. Listen (cc) 2 Wis — Spot (cc) 2 Wis — Background: Shugenjas are often members of the noble
Survival (cc) 2 Wis — class. They learn the practice of magic in religious orders attached to each clan or region, like their samurai kin. You Feat: Combat Casting. can easily invent your own shugenja orders, employing Bonus Feat: Toughness. the same principles you’d use when inventing your own
Deity: Pelor. domain. Spells Known: 0—detect magic, cure minor wounds, light, read magic; 1st—bless, command, cure light wounds. Races: Traditionally, Asian-themed D&D games have Gear: Backpack with waterskin, one day’s trail rations, dispensed with or replaced the nonhuman races, so shugen-
bedroll, sack, and flint and steel. Case with 10 crossbow jas have been overwhelmingly human. You can invent your bolts. Wooden holy symbol (sun disc of Pelor). Hooded own Asian races, use those described in Oriental Adventures, lantern, 5 pints of oil. or mix Asian culture with the elves, dwarves and
other Gold: 2d4 gp. races of traditional fantasy. With such a mix, dwarves and gnomes would be slightly more likely to become shugenjas SHUGENJA because they have an affinity for earth. A class inspired by the mythologies of Asian cultures, the Other Classes: Like samurai, shugenjas are set apart by
shugenja is a divine spellcaster who casts spells by attuning their noble station and tend to look down upon members himself to the primal energies around him and focusing such energy through his body to produce magical effects.100f other classes. Despite the Game Rule Information CHAPTER
1prevailing view of society, shu- Shugenjas have the following game statistics.genjas do not believe that mar- Abilities: Charisma THEtial prowess is the ultimate determines how power-expression of honor—in fact, ful a spell a shugenja can DEVOTEDthey look down on the samu- cast, how many spells
therai who settle any disagreement shugenja can cast per day,or matter of honor with a duel and how hard thoseto the death. Shugenjas have spells are to resist. Tolittle respect for members of cast a spell, a shugenjaother classes; however, shu- must have a Charisma score ofgenjas, especially
adventurers, 10 + the spell’s level + the shugenja’swisely understand that different Charisma modifier. High Dexterity isclasses have specialized skills and helpful for a shugenja (who typicallyabilities often needed for success. wears little or no armor) because it pro- vides him with an Armor Class bonus.
Role: Because they’re the preemi- A good Constitution gives a shugenja extra hitnent spellcasters in their culture, shugen- points, a resource that he is otherwise low on.jas’ spell lists run the gamut from top-notch Alignment: Any.combat spells to powerful healing and ver- Hit Die: d6.satile utility spells. But
they're less durablein a fight than their cleric brethren, and Class Skills lllus. by S. Belledinlike sorcerers, they have a limited set of The shugenja’s class skills (and the key abilityspells to choose from. for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis), Knowledge Oriental
Classes in Nonoriental (all skills, taken individually) (Int), ProfessionSettings: Some DMs may choose toallow classes such as the shugenja and (Wis), Spellcraft (Int). See Chapter 4 of thethe samurai in their nonoriental settings. Player's Handbook for skill descriptions.If they do, the character is most
likely tobe a traveler from a faraway land, most Skill Points at 1st Level: (4 + Int modi-likely trained in his homeland in his fier) x 4.oriental class. Specific details of thecharacter’s background can be worked Skill Points at Each Additionalout with the DM and the player. Level: 4 + Int modifier. A
shugenjaTable 1-3: The ShugenjaClass Base Fort Ref Will Spells per Day 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9thLevel Attack Bonus Save Save Save Special 5 3 Element focus, sense elements 6 4 1st+0+0+0+2 —65
—663 2nd +1+0+0+3 —66 4 —6653 3rd+1+1+1+3—6664 —66653————4th+2+1+1+4—66664————666653——5th+2+1+1+4—666664— —6666653 6th +3 +2 +2 +5 —
6666664 —666666533—7th+3+2+2+5— 6666666 44— —66666665538th +4 +2 +2 +6 — 6666666664 — 66666666659th +4 +3 +3 +6 — 6666666666 — 666666666610th +5 +3 +3 +7 —11th +5 +3 +3 +712th +6 +4 +4 +813th +6 +4 +4 +814th +7 +4 +4 +915th +7 +5 +5 +916th
+8 +5 +5 +1017th +8 +5 +5 +1018th +9 +6 +6 +1119th +9 +6 +6 +1120th +10 +6 +6 +12 11CHAPTER 1 Class Features 1st-level spell determined by his shugenja order. At each All of the following are class features of the shugenja. new shugenja level, he gains one or more new spells as THE Weapon
and Armor Proficiency: Shugenjas are pro- indicated on Table 1-4: Shugenja Spells Known. (Unlike DEVOTED ficient with all simple weapons and with the short sword spells per day, the number of spells a shugenja knows is (they often carry a masterwork short sword called a wakiza- not affected by his
Charisma score; the numbers on Table shi). They are not proficient with any type of armor, nor with 1-4 are fixed.) One spell of every level is determined by shields. In their home culture, it is considered inappropriate the shugenja’s order; sometimes these spells are normal for a shugenja to wear armor,
although shugenjas serving spells on the shugenja spell list, but often they are addi- with the military or traveling in foreign lands sometimes tions to the spell list. These spells are listed with the take the time to learn how to wear armor properly. Armor shugenja spell list below. Half of the spells a shugenja
check penalties for armor heavier than leather apply to the knows must be of his chosen element, as indicated on skills Balance, Climb, Escape Artist, Hide, Jump, Move Table 1-4. Silently, Sleight of Hand, Swim, and Tumble. Armor does not interfere with his spellcasting. A shugenja may use a higher-
level slot to cast a lower-level Spells: A shugenja casts divine spells (the same type of spell if he so chooses. For example, if an 8th-level shugenja spells available to clerics and druids), which are drawn from has used up all his 3rd-level spell slots for the day but wants the shugenja spell list (page XX).
He can cast any spell he to cast another one, he could use a 4th-level slot to do so. The knows without preparing it ahead of time, the way a wizard spell is still treated as its actual level, not the level of the slot or a cleric must (see below). used to cast it. To learn or cast a spell, a shugenja must have a
Charisma score equal to at least 10 + the spell level (Cha 10 for O-level Upon reaching 4th level, and at every even-numbered spells, Cha 11 for 1st-level spells, and so forth). The Diffi- shugenja level after that (6th, 8th, and so on), a shugenja can culty Class for a saving throw against a shugenja’s spell
is 10 choose to learn a new spell in place of one he already knows. + the spell level + the shugenja’s Charisma modifier. In effect, the shugenja “loses” the old spell in exchange for Like other spellcasters, a shugenja can cast only a certain the new one. The new spell’s level must be at least two levels
number of spells of each spell level per day. His base daily lower than the highest-level shugenja spell the shugenja spell allotment is given on Table 1-3: The Shugenja. In can cast. For instance, upon reaching 4th level, a shugenja addition, he receives bonus spells per day if he has a high could trade in
a single O-level spell (two spell levels below Charisma score (see page 8 in the Player's Handbook). the highest-level shugenja spell he can cast, which is 2nd) A shugenja’s selection of spells is extremely limited. A for a different O-level spell. At 6th level, he could trade in a shugenja begins play knowing
four O-level spells and two single O-level or 1st-level spell (since he now can cast 3rd- 1st-level spells of his choice, plus one 0O-level spell and one level shugenja spells) for a different spell of the same level. A shugenja may swap only a single spell at any given level, and must choose whether or not to
swap the spell at the Table 1-4: Shugenja Spells Known* Level 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 1st 0+2+2 o+1+1 — 2nd 0+3+2 0+1+1 — 3rd 0+3+2 0+2+1 — 4th o+3+3 o+2+10+140 —m — — — — — — 5th 0+4+3 0+2+2 0+1+1 — — — — — — —
6th 0+4+3 0+2+2 0+1+1 0+1+0 — — — — — — 7th o+4+4 0+3+2 0+2+1 0+1+1 — — — — — — 8th o+4+4 0+3+2 0+2+1 0+1+1 0+1+0 — — — — — 9th 0+5+4 0+3+2 0+2+2 0+2+1 0+1+1 — — — — — 10th 0+5+4 0+3+2 0+2+2 0+2+1 0+1+1 0+1+0 — — — — 11th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+1




0+1+1 — — — — 12th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+1 0+1+1 0+1+0 — — — 13th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+2 0+2+1 0+1+1 — — — 14th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+2 0+2+1 0+1+1 0+1+0 — — 15th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+2 0+2+2 0+2+1 0+1+1 — — 16th 0+5+4 0+3+2 0+3+2
0+2+2 0+2+2 0+2+2 0+2+1 0+1+1 0+1+0 — 17th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+2 0+2+2 0+2+1 0+2+1 0+1+1 — 18th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+2 0+2+2 0+2+1 0+2+1 0+1+1 0+1+0 19th 0+5+4 0+3+2 0+3+2 0+2+2 0+2+2 0+2+2 0+2+1 0+2+1 0+2+1 0+1+1 20th 0+5+4 0+3+2 0+3+2 0+2+2
0+2+2 0+2+2 0+2+1 0+2+1 0+2+1 0+2+1 *At each level, a shugenja gets an order spell for each spell level, starting at 1st. The “0” on this list represents that. The number in the middle is the number of spells of the shugenja’s favored element, and the final number is the additional number of spells known
of any element.12same time that he gains new spells known for the level. A The shugenjas of the Order of the Ineffable Mystery can CHAPTER 1shugenja still must honor his elemental focus. specialize in any of the four elements. The Ineffable Mys- tery also trains shugenjas who specialize the fifth
element, THE Shugenjas do not have spellbooks, though they write void. (See the void disciple prestige class in Chapter 2.)their spells on ofudas. These ofudas serve as divine focus DEVOTEDitems and must be read as part of the spellcasting process. Sense Elements (Sp): One of the first “spells” a
shugenjaShugenjas can use the Scribe Scroll feat to create magic learns—a magical effect so basic that it becomes a spell-likescrolls that work the same as a wizard or cleric’s scrolls. ability—is the ability to sense elements. As a full-round action, a shugenja can become aware of all sources of one
When casting metamagic spells, remember that the shu- chosen element (air, earth, fire, or water) within 10 feet ofgenja has not prepared the spell in advance, and is doing so him. The shugenja learns the size of the objects but not theiron the spot. The shugenja, therefore, must take more time precise
location or actual nature.to cast a metamagic spell than a regular spell. If its normalcasting time is 1 standard action, casting a metamagic spell By concentrating longer, a shugenja can either extendis a full-round action for a shugenja. For spells with a longer her magical senses or gather more
information about thecasting time, it takes an extra full-round action to cast the elements he has detected. Each additional round spent inspell. Shugenjas cannot use the Quicken Spell metamagic concentration allows the shugenja to add 5 feet to the radiusfeat. of his sense ability, to a maximum of 5
additional feet per shugenja level. Thus, at 4th level, Kitsu Mari can sense ele- Element Focus: All shugenjas have a favored element: ments to a maximum range of 30 feet by concentrating forair, earth, fire, or water. A shugenja’s choice of specialized five full rounds. Alternatively, the shugenja can focus
on oneelement is sometimes determined by the shugenja order in source of the sensed element per round, attempting a Spell-which he studies. At least half the spells a shugenja knows craft check to determine more about that single item. Theat each spell level must belong to his favored element, and
amount of information he learns depends on his Spellcraftthe spell dictated by his order often belongs to that element check result:as well. This is reflected on Table 1-4, which indicates howmany spells of each level must be spells of the shugenja’s Check Result Information Learnedfavored element. At
1st level, for example, the shugenja Kitsu 20 or higher Item’s general location (square containingMari must know at least three 0-level water spells—one it, or its nearest boundary if it is larger thanwater spell determined by his order and two additional 25 or higher a 5-foot square)water spells, plus two
other O-level spells of any element. Whether the item is natural or a spell effect.He also knows one 1st-level water spell from his order, one 30 or higher (A normal Spellcraft check against DC 20 +additional 1st-level water spell, and one 1st-level spell of 35 or higher spell level can then determine the
nature ofany element. Shugenjas automatically gain the benefits of the spell effect.)the Spell Focus feat (+1 to spell DCs) for spells from their Whether the item is a creature or an object.favored element, regardless of its school. The exact nature of the item (for example whether a creature is an efreeti or a
fire As the cost of specializing in one element, a shugenja is elemental, whether an object is gold orprohibited from learning spells associated with a different stone, whether air is breathable or not.)element. The prohibited element is dictated by the favoredelement, as described below. In subsequent
rounds, a shugenja can retry his Spellcraft check on the same item, shift his attention to a different Air: Air spells are subtle, involving travel, intuition, influ- item, or extend the range of his senses.ence, divination, and illusion. Earth is the prohibited ele-ment for air shugenjas. The Order of the All-Seeing
Eye and A 1st-level shugenja can use this ability three times perthe Order of the Spring Zephyr specialize in air magic. day. Every five levels he advances as a shugenja allows him to use the ability an additional time per day (four times at 5th Earth: Earth spells involve resilience and resolve, health level,
five times at 10th level, and so one). Like many divina-and growth, and the strength of its body. Air is the prohib- tion spells, a shugenja’s sense elements ability is blocked byited element for earth shugenjas. The Order of the Impen- 1 foot of stone, 1 inch of common metal, a thin sheet of lead,etrable
Crucible and the Order of the Perfect Sculpture or 3 feet of wood or dirt.specialize in earth magic. For example, Kitsu Mari enters a room and concentrates Fire: Fire spells are destructive and blatant, though they to sense water. (Athough he is a water shugenja, he couldalso deal with intelligence,
inspiration, and creativity. Water just as easily sense any other element, including fire.) Heis the prohibited element for fire shugenjas. The Order of the becomes aware of all sources of water within 10 feet. A basinConsuming Flame specializes in fire magic. of water rests on the nightstand, a person lurks
behind the door (living creatures are usually made of all four ele- Water: Water spells involve transformation, cleansing, ments) holding a vial of poison—Kitsu Mari discovershealing, and friendship. Fire is the prohibited element three sources of water within 10 feet of him: one Medium,for water shugenjas.
The Order of the Forbidding Waste- one Small, and one Fine. Focusing on the Medium sourceland and the Order of the Gentle Rain specialize in watermagic. 13and concentrating for a round, he makes a Spellcraft check spirit shamans gain an increasing array of spirit powers as and gets a result of 31.
He learns that the Medium source they advance in level. of water is a creature, that it is natural, and where it is. If the assassin behind the door has not already jumped out to Alignment: Spirit shamans, in keeping with the indif- attack him, he has learned that a creature is hiding behind ference of the
spirits, tend toward some measure of dispas- the door ... but more likely, he has learned this too late. sion. Unlike druids, they are more tribal than solitary, and involve themselves in the affairs of their fellows. Most spiritCHAPTER 1 Human Shugenja Starting Package shamans are neutral on at least one
alignment axis, but it is Armor: None (speed 30 ft). not uncommon to find a spirit shaman who has become so THE Weapons: Short sword (1d6, crit 19-20/%2, 2 Ib., light, caught up in the affairs of the living that she has lost her DEVOTED distance from human concerns. piercing). Light crossbow (1d8,
crit 19-20/x2, range inc. 80 ft., 4 Ib., Religion: A spirit shaman reveres the essence of religion more than the practice. She gains her magical powers from piercing). the spirits that inhabit all things, living and dead, animate Skill Selection: Pick a number of skills equal to 5 + Int and inanimate. She
combines ancestral worship with animal and nature worship. The typical spirit shaman, like a druid, modifier. pursues a mystic spirituality of transcendent union with nature rather than devoting herself to a divine entity. Still, Skill Ranks Ability Armor Check Penalty some spirit shamans give honor to deities
of nature such as Con — either Obad-Hai (god of nature) or Ehlonna (goddess of the Concentration 4 Cha — woodlands). Wis — Diplomacy 4 Int — Background: Spirit shamans are first taught by older Int shamans. When a tribe’s spirit shaman feels that the time Heal 4 Wis — is right, she chooses a
potential successor from among the Int young folk of the tribe. Taking the youth into her own Knowledge (arcana) 4 Int — home, she spends years teaching her student the ways of both the natural world and the spirit realm. Typically, Knowledge (religion) 4 when the young spirit shaman is ready, the older
shaman then sends her student out to wander the world for a time Spot (cc) 2 in order to gain the wisdom and experience necessary to serve as the tribe’s spirit shaman on his return. Sometimes, Search (cc) 2 a young shaman impatient with an overly cautious master strikes out on his own to seek out
the knowledge he feels Spellcraft 4 his master is withholding. Feat: Great Fortitude. Races: Halflings, humans, and half-orcs are the races that Bonus Feat: Alertness. more commonly give rise to the tribal cultures in which sha- Gear: Backpack with waterskin, one day’s trail rations, mans flourish. While
rare groups of barbaric dwarves, elves, bedroll, sack, flint and steel. Three torches. 10 bolts. Ofuda. or gnomes favor a shamanic tradition instead of a cleric or Gold: 1d4 gp. druid one, these communities are uncommon at best. SPIRIT SHAMAN Other Classes: Spirit shamans perceive a world that no
other class truly understands. As such, they feel it is their Master of the spirit world, the spirit shaman follows a differ- duty to advise their comrades and protect them from the ent divine tradition than the cleric or the druid. Her world wrath of the spirits. Spirit shamans respect druids and get is filled with
powerful, living spirits, some helpful and some along well with them, but they feel that clerics do not pay malign. By bargaining with these spirits, the spirit shaman sufficient respect to the spirit world, and often form long gains power over the natural world and mighty divine magic and bitter rivalries with
clerics they meet. with which to aid her comrades or smite her enemies. Role: The spirit shaman is only a mediocre melee combat- Adventures: Spirit shamans exist to mediate between ant, but she can hurl spell after spell in a combat situation. the human world and the spirit world and make sure that No
other character matches her ability to study a situation humans (and dwarves, elves, orcs, and all other humanoid and customize her spell selection for offense, defense, or races, of course) respect the spirits as is only right and special purposes. Like the druid, she can serve as a party’s proper. Spirit
shamans adventure to advance the causes of healer, but she is best in settings where she does not need to whichever spirits they favor. Those who venerate helpful devote many of her spell choices to healing and can maxi- spirits seek to assist people deserving of the spirits’ protec- mize spell choices
that provide offense for the party and aid tion. Those who revere dark and vengeful spirits promote her companions in battle. the chaos and suffering in which their patrons delight. Through their actions, spirit shamans prove the power of their patron spirits and earn prestige and status in the spirit world.
Characteristics: Spirit shamans cast divine spells much the same way druids do, though they get their spells from powerful spirits of nature. Their spells, like the druid’s, are oriented toward nature and animals. In addition to spells,14Game Rule Information Class SkillsSpirit shamans have the following
games statistics. The spirit shaman’s class skills (and the key ability for eachAbilities: Wisdom determines how powerful a spell a skill) are Concentration (Con), Craft (Int), Diplomacy (Cha),spirit shaman can cast and how many spells she can cast per Handle Animal (Cha), Heal (Wis), Knowledge
(geography)day. Charisma determines how hard those spells are to resist (Int), Knowledge (history) (Int), Knowledge (local) (Int),(see Spells, below). Like a druid, the spirit shaman benefits Knowledge (nature) (Int), Listen (Wis), Profession (Wis),from high Dexterity and high Constitution due to the fact
Ride (Dex), Spellcraft (Int), Spotthat she begins with proficiency with only light armor. (Wis), Survival (Wis), and Swim (Str).Alignment: Any. See Chapter 4 of the Player's Handbook CHAPTER 1Hit Dice: d8. for skill descriptions. THE Skill Points at 1st Level: (4 + Int DEVOTED maodifier) x 4. Skill Points at
Each Additional Level: 4 + Int modifier. Class Features lllus. by J. Pavelec All of the following are class features of the spirit shaman. Weapon and Armor Profi- ciency: A spirit shaman is pro- ficient with the club, dagger, dart, hand axe, javelin, long- spear, quarterstaff, shortspear, spear, sling, shortbow,
throw- ing axe, and with light armor and shields. These are the weapons commonly used by the tribal societies in which spirit shamans are found. Spells: A spirit shaman casts divine spells from the druid spell list. She can cast any spell she has retrieved,A spirit shamanTable 1-5: The Spirit
ShamanClass Base Fort Ref Will Spells per Day 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9thLevel Attack Bonus Save Save Save Special 3 2 Spirit guide, wild empathy 4 3 1st +0 +2 +0 +2 Chastise spirits 54 2 Detect spirits 6 5 3
2nd +1 +3 +0 +3 Blessing of the spirits 6 6 4 2 Follow the guide 6 6 5 3 3rd +2 +3 +1 +3 Ghost warrior 6 6 6 4 2 —— Warding of the spirts 6 6 6 53 ———4th +3+4 +1 +4 — 6 6 6 6 4 2 —— Spirit form 1/day 6 6 6 6 5 3 ——5th +3 +4 +1 +4
Guide magic6 66664 2 Recall spirit6 66665 3 6th+4 +5+2+5—6666664 2 Exorcism66666653 —7th+5+5+2+5— 66666 6 6 4 2— Spirit form 2/day 6 6 6 6 6 6 6 5 3—8th +6/+1 +6 +2 +6 Weaken spirits 6666666642 Spirit journey 66666666539th +6/+1 +6 +3

+6 — 6666666664 Favored of the spirits 666666666510th +7/+2 +7 +3 +7 Spirit form 3/day,11th +8/+3 +7 +3 +7 spirit who walks12th +9/+4 +8 +4 +813th +9/+4 +8 +4 +814th +10/+5 +9 +4 +915th +11/+6/+1 +9 +5 +916th +12/+7/+2 +10 +5 +1017th +12/+7/+2 +10 +5 +1018th +13/+8/+3 +11 +6 +1119th
+14/+9/+4 +11 +6 +1120th +15/+10/+5 +12 +6 +12 15much like a bard or sorcerer can cast any spell she knows Table 1-6: Spirit Shaman Spells Retrieved per Day without preparing it ahead of time. Level O 1st 2nd 3rd 4th 5th 6th 7th 8th 9th To retrieve or cast a spell, a spirit shaman must have a 1st 3 1

_—————2nd 32 —— — — — — —— Wisdom score of at least 10 + the spell level (Wisdom 10 for 3rd 3 2 1— — — — — —— O-level spells, Wisdom 11 for 1st-level spells, and so on). The 4th331— — — — — —— Difficulty Class for a saving throw against a spirit shaman’s 5th 3 311
— — — — —CHAPTER 1 spell is 10 + the spell level + the spirit shaman’s Charisma6th3321 — — — — — — modifier. 7th33211 — — — — — THE 8th33221 ——— — — DEVOTED Like other spellcasters, a spirit shaman can castonlya9th 3332 1 1 — — — — certain number of
spells of each spell level per day. Her 10th 33 3 2 2 1 — — — — base daily spell allotment is given on Table 1-5: The Spirit 11th 333 32 1 1 — — — Shaman. In addition, she receives bonus spells per day if she 12th 333 32 2 1 — —— has a high Wisdom score (see Table 1-1: Ability Modifiers

13th 33333211 —— and Bonus Spells, page 8 of the Player's Handbook). 14th 33333221 ——15th33 3333 21 1— Like a sorcerer, a spirit shaman knows only a small 16th 3 3 3 3 3 3 2 2 1— number of spells. However, each day a spirit shaman may 17th 33 333 3 3 2 1 1 change the
spells she knows. When a spirit shaman medi- 18th 3 3 3 3 3 3 3 2 21 tates to regain her daily allotment of spells (see below), she 19th 3 3 3 3 3 3 3 3 22 sends forth her spirit guide to bargain with the spirits and 20th 3 3 3 3 3 3 3 3 32 retrieve knowledge of the specific druid spells she will be able to use
that day. She can cast any spell she has retrieved The spirit shaman’s spirit guide confers greater awareness at any time, assuming she has not yet used up her spells of her surroundings, and grants her the Alertness feat. The per day for that spell level. For example, a 3rd-level spirit spirit guide grants
additional abilities at 5th and 10th level shaman can retrieve three O-level, two 1st-level, and one (see Follow the Guide and Guide Magic, below). 2nd-level druid spells. She can cast O-level spells five times, 1st-level spells four times, and her 2nd-level spell two times Spirit Guide Characteristics in the
course of the day. She might end up using the same Badger Orderliness, tenacity O-level spell five times, or one 0-level spell two times and Bear Strength, endurance another O-level spell three times, or any combination that Buffalo Abundance, good fortune adds up to five uses of any of her O-level spells.
Cougar Balance, leadership Coyote Humor, trickiness If a spirit shaman knows any metamagic feats, she applies Crane Balance, majesty them to her spells when she retrieves her spells for the day. Crow Intelligence, resourcefulness For example, a spirit shaman might choose to retrieve an Eagle
Perception, illumination empowered flame strike by using a 6th-level spell retrieved Elk Pride, power, majesty slot. Any time she uses flame strike during the ensuing day, Fox Cleverness, discretion Hawk Awareness, truth she must use a 6th-level spell slot to cast it, and it is always Lizard Elusiveness
empowered. A spirit shaman could use a 4th-level spell slot Otter Joy, laughter and a 6th-level spell slot to retrieve flame strike and empow- Owl Wisdom, night ered flame strike if she wanted to have both spells available Rabbit Conquering fear, safety Raccoon Curiosity to her in a day. A spirit shaman
cannot choose to alter her Scorpion Defense, self-protection spells with metamagic feats on the fly, as other spontaneous Snake Power, life force, potency casters do. Spirit shamans using metamagic feats do not Spider Interconnectedness, industry have an increased casting time as sorcerers do. Turtle
Love, protection Vulture Vigilance, death Each spirit shaman must choose a time at which she must Wolf Loyalty, interdependence spend 1 hour in quiet meditation to regain her daily allot- ment of spells and bargain with the spirits for the specific The exact form of the spirit guide is chosen by the spirit
spells she knows on that day. shaman at 1st level, usually for the qualities it represents, Spirit Guide: All spirit shamans have a spirit guide, a as shown above. The exact form of a spirit guide is purely personification of the spirit world. In some sense a spirit personal preference, and confers no special
advantages or shaman and her guide are one being, both knowing and disadvantages. seeing and experiencing the same things. Unlike a familiar, Wild Empathy (Ex): Guided by her insight into animal a spirit guide is not a separate entity from a spirit shaman. spirits, a spirit shaman can use body
language, vocaliza- She is the only one who can perceive or interact with her tions, and demeanor to improve the attitude of an animal (a guide. It exists only inside her own mind and soul. monster of the animal type). This ability functions just likel6a Diplomacy check made to improve the attitude of a
person Follow the Guide (Su): At 5th level and higher, a spirit CHAPTER 1(see Chapter 4: Skills in the Player's Handbook). The spirit shaman’s spirit guide helps her maintain control of hershaman rolls 1d20 and adds her spirit shaman level and her mind. If a spirit shaman is affected by an enchantment
spell THECharisma modifier to determine the wild empathy check or effect and fails her saving throw, she can attempt it againresult. The typical domestic animal has a starting attitude 1 round later at the same DC. She only gets this one extra DEVOTEDof indifferent, while wild animals are usually
unfriendly. chance to succeed on her saving throw. To use wild empathy, the spirit shaman and the animal Ghost Warrior (Su): Beginning at 6th level, a spiritmust be able to study each other, which means that they shaman confers the ghost touch special ability (see Magicmust be within 30 feet of one
another under normal condi- Weapon Special Ability Descriptions, page 223 of the Dun-tions. Generally, influencing an animal in this way takes 1 geon Master’s Guide) to any weapon she holds for as long as sheminute (as with influencing people, use of this ability might holds it. She also becomes
resistant to the touch attacks oftake more or less time). incorporeal creatures, and may use her normal Armor Class (not her touch AC) against any touch attack delivered by an A spirit shaman cannot use this ability to influence a incorporeal creature.magical beast. Warding of the Spirits (Sp): Starting at
7th level, a spirit Chastise Spirits (Su): Beginning at 2nd level, a spirit shaman can perform a special rite once per day to ward her-shaman can use divine energy granted by her patrons in self and her companions against hostile spirits. Performingthe spirit world to damage hostile spirits (see the What is a
the rite requires 1 minute. The warding lasts for 10 minutesSpirit? sidebar). per level and otherwise functions like magic circle against evil, except it protects against spirits. Chastising spirits is a standard action that deals 1d6damage/shaman level to all spirits within 30 feet of the Spirit Form (Su): At 9th
level and higher, a spirit shamanshaman. The affected spirits get a Will save (DC 10+ shaman learns how to temporarily transform herself into a spirit.level + Cha modifier) for half damage. Once per day, as a standard action, she can make herself incorporeal for up to 1 minute. When using this ability
against incorporeal creatures, aspirit shaman does not have to roll the normal 50% miss While incorporeal, a spirit shaman gains all the advan-chance—the effect hits the spirits automatically. A spirit tages of the incorporeal subtype (see the Glossary of theshaman can use this ability a number of times
per day equal Monster Manual), including immunity to all nonmagicalto 3 + her Charisma modifier. attack forms, a 50% chance to ignore damage from any corporeal source, and the ability to enter or pass through Detect Spirits (Sp): The spirit shaman'’s spirit guide per- solid objects. The spirit shaman
loses any armor or naturalceives nearby spirits. At will, the spirit shaman can use armor bonus to AC, but gains a deflection bonus equal to herdetect spirits as a spell-like ability. It functions just like Charisma modifier (minimum +1).detect undead, except it detects creatures that are consideredspirits. She
has no Strength score against corporeal creatures or objects and cannot make physical attacks against them, but Blessing of the Spirits (Sp): Starting at 4th level, a spirit she gains the ability to make a melee touch attack (add theshaman can perform a special rite to gain a special blessing. spirit shaman’s
Dexterity modifier to her attack roll) thatThe shaman goes into a meditative state in which she travels deals 1d6 points of damage to a corporeal target. This effectto the spirit world. Performing the rite requires 10 minutes; is treated as a magic weapon for the purpose of overcomingthe spirit shaman can
only ward herself with this ability and damage reduction.cannot perform the rite for anyone else. The blessing func-tions just like protection from evil, except it protects against At 15th level and higher, a spirit shaman can use her spiritspirits and lasts until it is dismissed or dispelled. If this abil- form twice
per day. At 20th level, she can use this abilityity is dispelled, the spirit shaman can recreate it simply by three times per day.taking 10 minutes to do s0.pqqqqqgqqqqqaqqaqqqaqqrsWHAT IS A SPIRIT? « All creatures of the spirit subtype (see Oriental Adventures)Several of the spirit shaman’s abilities
affect spirits. For pur- « Spirit folk and telthors (see Unapproachable East)poses of the spirit shaman’s ability, a “spirit” includes any of « Spirit creatures created by spells such as dream sight or woodthe following creatures: wose (see Chapter 7). ¢ All incorporeal undead « All fey In the spirit shaman’s
worldview, elementals and fey are simply ¢ All elementals spirits of nature, and incorporeal undead are the spirits of the ¢ Creatures in astral form or with astral bodies (but not a dead. creature physically present on the Astral Plane)pgggqqqqgqqqqqqggqqaqaqrs 17CHAPTER 1 Guide Magic (Su): Starting at
10th level, as a free action, Spirit Journey (Sp): A spirit shaman knows how to vanish a spirit shaman can assign her spirit guide the task of con- bodily into the spirit world beginning at 17th level. This THE centrating on a spell or spell-like ability that is maintained ability functions like the spell shadow walk,
except that a DEVOTED through concentration. The spirit shaman can act normally spirit shaman can only transport herself. She need not use while her spirit guide concentrates on the spell. A spirit the ability in a shadowy area, and she travels through the guide can concentrate on only one spell at a
time. If neces- Plane of Spirits, not the Plane of Shadows. A spirit shaman sary to maintain the spell, the spirit guide makes Concentra- can use this ability once per day. tion checks for the spirit shaman, using the spirit shaman’s normal Concentration modifier. A spirit guide does not Favored of the Spirits
(Sp): At 19th level, a spirit shaman have to make Concentration checks for circumstances such learns how to perform a special rite that guards her from as the spirit shaman taking damage. The spirit itself is not death. Performing the rite requires 8 hours, and the spirit present for anyone to interrupt or
otherwise interact with. shaman must bargain away part of her life force, expend- ing 1,000 experience points. The rite’s effect lasts until it is Recall Spirit (Sp): At 11th level, a spirit shaman gains the dismissed or discharged. ability to call back the spirit of a dead creature before the spirit of the deceased
has completely left the body. Once per While under the protection of this rite, a spirit shaman week, she can reconnect a spirit to its body, restoring life to a instantly receives the benefit of a heal spell (caster level recently deceased creature. The ability must be used within equal to her spirit shaman level)
if she is reduced to 0 hit 1 round of the victim’s death. This ability functions like raise points or lower or has any ability score reduced to 0. The dead, except that the raised creature receives no level loss, no spirit shaman receives the spell’s effect immediately, even if Constitution loss, and no loss of
spells. The creature is only reduced to —10 hit points or lower by an enemy attack, and restored to —1 hit points (but is stabilized). thus may survive a blow that otherwise would have killed her. The rite’s protection is discharged once it is triggered, Exorcism (Su): Starting at 13th level, as a full-round and
the spirit shaman must perform a new rite to use this action, a spirit shaman can force a possessing creature or ability again. spirit out of the body it inhabits (for example, a ghost with the malevolence ability). To exorcise a possessing creature, Spirit Who Walks (Ex): At 20th level, a spirit shaman she
makes a class level check (also adding her Charisma becomes one with the spirit world. She is forevermore maodifier, if any), against a DC of 10 + the possessing treated as a fey instead of a humanoid for purposes of spells creature’s HD + its Charisma modifier (if any). If her result and magical effects.
Additionally, she gains damage reduc- equals or exceeds the DC, she succeeds in forcing the pos- tion 5/cold iron. sessor from the body, with the normal results based on its method of possession. A spirit so exorcised cannot attempt Human Spirit Shaman Starting Package to possess the same victim for
24 hours. Armor: Studded leather +3 AC, armor check penalty —1 Weaken Spirits (Su): At 16th level and higher, a spirit speed 30 ft., 20 Ib.). shaman can choose to strip spirits of their defenses instead Heavy wooden shield +2 AC, armor check penalty —2, of damaging them with her chastise spirits ability.
When a spirit is weakened, it loses its spell resistance and any 10 Ib.). damage reduction overcome by magic weapons, silver or Weapons: Handaxe (1d6, crit x3, 3 Ib., one-handed slash- cold iron weapons, and aligned weapons (but not damage reduction overcome by adamantine weapons or not over-
ing). come by anything). In addition, an incorporeal spirit loses Shortbow (1d6, crit X3, range inc. 60 ft., 2 Ib., piercing). its immunity to nonmagical attack, its 50% chance to ignore Skill Selection: Pick a number of skills equal to 5 + Int damage from corporeal sources, and its ability to move into or through
objects. modifier. To weaken spirits, a spirit shaman uses her chastise spirits Skill Ranks Ability Armor Check Penalty ability but chooses to do less damage in exchange for weak- Concentration 4 Con — ening the spirits for a short time. For each 3d6 of chastise Diplomacy 4 Cha — spirit damage the
spirit shaman foregoes, the affected spirits Spot 4 Wis — are weakened for 1 round. For example, a 16th-level spirit Listen 4 Wis — shaman chastising two dread wraiths deals 16d6 points of Ride 4 Dex — damage to each dread wraith, but she could choose to deal Spellcraft 4 Int — 7d6 points of
damage to each wraith and weaken them for 3 Survival 4 Wis — rounds. Spirits that make their Will save against the chastise Swim 4 Str —6 spirits damage are unaffected by the weakening effect (but still take half the damage). Feat: Toughness. Bonus Feat: Combat Casting. Gear: Backpack with
waterskin, one day’s trail rations, bedroll, sack, flint and steel. Twenty arrows, three torches. Gold: 1d4 gp.18lllus. by Scott Roller he prestige classes in this chapter all share some con- Good Guys/Bad Guys: Members of these groups nection to the divine. Many are divine spellcasters, define themselves
by their alignments and their out- but some gain their power by declaring a specific looks on the world first, their other abilities second. deity as their patron, while others develop special Their strengths strongly reflect their alignment powers through their connection to the divine. These choices and
roleplaying one or the other means put-prestige classes aren’t just for clerics and druids—though ting attitude first. A good guy/bad guy designationdivine spellcasters qualify for many of them—but also for doesn’t mean that every such character is a hero orany character that worships a god or has
another way to tap villain in your campaign. It's easy to imagine a blackinto divine power. flame zealot as a reluctant hero, or as a burnout seek- ing redemption. Likewise, a church inquisitor can CHOOSING A be a hindrance to good PCs despite his compatible PRESTIGE CLASS alignment.Whether
you’re looking on behalf of an existing PC or for Extra Domains: These prestige classes offeran NPC you're creating, review the entry requirements and one or more domains beyond the two chosen bybenefits of each prestige class before choosing one. Some each cleric at 1st level. Extra domains
function asof the prestige classes in this chapter require worship of a described in the section below.specific deity, a certain amount of spellcasting ability, orother specialized abilities. Strong Spellcasting: Prestige classes on this list are good choices for spellcasters who want While these prestige classes
all share a connection to the their progress toward higher levels of magic to bedivine, they’re otherwise quite different from one another. uninterrupted.Table 2—1, on the next page, provides some suggestions tostart your browsing. Terms used on that table are defined Moderate Spellcasting: These
prestigein the following text. classes don’t get more and better spells as quickly, but they have other abilities to make up for their reduced progress. 199CHAPTER 2 Separate Spellcasting: Prestige classes on this list have For example, if Joan (a 14th-level paladin) gains five levels their own spell
progression and spell list. in the church inquisitor prestige class, she would gain the PRESTIGE granted power of the Inquisition domain, which grants her a CLASSES Arcane Spellcasting: These prestige classes are particu- +4 bonus on all dispel checks. She would have the spellcast- larly friendly to
arcane spellcasters, giving them a measure ing ability of a 15th-level paladin (since the church inquisitor of divine power but maintaining their arcane prowess. prestige class adds one level to the character’s divine spell- casting ability). Thus, when she chooses her spells during Combat-Focused: These
prestige classes are particularly her morning prayers, she could choose detect chaos as one of good at fighting with weapons, whether natural or manufac- her 1st-level paladin spells and detect thoughts as one of her tured. 3rd-level spells. Zone of truth and discern lies are already on her spell list at the
same level or a lower level, so the domain Stealthy: These prestige classes are adept at remaining does not affect her 2nd-level or 4th-level spell options. unseen or unnoticed by their foes. If Delliva, an 8th-level cleric, enters the contemplative pres- EXTRA DOMAINS tige class and gains access to the
Glory domain, she can choose the spells in the Glory domain for her domain spells on a given Several of the prestige classes described in this chapter day, or those from the two domains she chose as a 1st-level allow a member of that class to select an additional domain, cleric. The domain’s granted
power gives her the ability to turn which gives an additional granted power and offers more undead with a +2 bonus on the turning check and +1d6 on the spells for the character to choose as domain spells. Some- turning damage roll. The number of spells per day she can cast times a domain is
specified, and other times a character can is standard for a 9th-level cleric; it does not increase. choose from any domains offered by his deity (or can choose any domain if he doesn’'t worship a specific god). If Kharid, a 10th-level sorcerer, gains a level in the divine oracle prestige class, he would gain the
granted power of If a noncleric enters a prestige class that allows access the Oracle domain, enabling him to cast divination spells at to a domain, the character still gains access to the domain. +2 caster level. He would have the spellcasting ability of an She can use the granted power bestowed by the
domain 11th-level sorcerer. Whenever he gains a new known spell normally. If she memorizes spells like a druid, paladin, of the appropriate level, he can choose the domain spell for or ranger, then she can simply choose to memorize one of that level. He does not gain any additional spells known or that
domain’s spells instead of one of her usual spells, but spells per day. never more than one domain spell of each level. If she is a spellcaster who keeps a spellbook as a wizard does, then she ADAPTING PRESTIGE CLASSES must find or purchase a scroll of that spell and pay the usual price to scribe
the spell into her spellbook. In cases where Many of these prestige classes, such as the radiant servant of the spell is only divine the wizard may scribe a divine scroll Pelor, are specific to the worship of one deity. While they’re into his book. The wizard then may memorize one domain designed with
specific deities in mind, such prestige classes spell of each level each day. If the noncleric is a spontaneous are easy to adapt for a campaign that uses different gods or caster like a sorcerer or favored soul, then she may select a organizations. The radiant servant, for example, would be domain spell to
add to her spells known whenever she would equally appropriate for any deity with the sun portfolio. have an option to choose a new known spell. A sorcerer does When appropriate, each prestige class includes an “adap- not get to exceed his normal limit of spells known. Once tation” section that
provides guidance for customizing a the domain spell is known, the sorcerer may cast it freely. prestige class to work in your campaign. Unless the prestige class specifies otherwise, such spells are considered arcane spells when cast by arcane spellcasters. Table 2—1: Divine Prestige Classes Group
Prestige Classes Good guys Church inquisitor, consecrated harrier, evangelist, holy liberator, hospitaler, radiant servant of Pelor, rainbow servant, sacred exorcist, seeker of the Misty Isle, shining blade of Heironeous Bad guys Black flame zealot, blighter, entropomancer, evangelist, ur-priest Extra
domains Church inquisitor, contemplative, divine oracle, radiant servant of Pelor, rainbow servant, seeker of the Misty Isle, warpriest Strong spellcasting Church inquisitor, contemplative, divine oracle, geomancer, radiant servant of Pelor, sacred exorcist Moderate spellcasting Entropomancer, hospitaler,
rainbow servant, sacred fist, seeker of the Misty Isle, shining blade of Heironeous, Void disciple, warpriest Separate spellcasting Blighter, consecrated harrier, divine crusader, holy liberator, pious templar, temple raider of Olidammara, ur-priest Arcane spellcasting Divine oracle, geomancer, rainbow
servant, Void disciple Combat-focused Consecrated harrier, divine crusader, holy liberator, hospitaler, pious templar, sacred fist, shining blade of Heironeous, warpriest Stealthy Black flame zealot, seeker of the Misty Isle, temple raider of Olidammara20When in doubt, tie a prestige class as tightly as you
can Adaptation: The black flame zealot works best with any CHAPTER 2to the campaign world you're using. We've deliberately left nongood patron deity with the Fire domain, such as Pyre-some campaign-specific flavor out of these prestige classes mius (see page XX) or Kossuth from the Forgotten
Realms. PRESTIGEso they would be broadly applicable to many players’ cam- It's also relatively straightforward to open the prestige classpaigns. However, the best prestige classes are ones that you to any character with access to the Fire and Destruction (or CLASSESintegrate with the rest of the
campaign world, so connect Death) domains. This prestige class is part of a secret soci-them with specific deities, organizations, and locations ety, so you'll want to figure out what the Order of the Black lllus. by F. Vohwinkelwhenever you can. Flame’s agenda is in your campaign. BLACK FLAME
ZEALOT Finally, this prestige class is an example of a profes-The Order of the Black Flame is the hidden sion similar to thatblade of their faith, a secret society of an assassin thatof holy slayers devoted to the doesn’t man-worship of a dark deity of date its mem-fire and destruction. bers be evilTrained in
unholy (althoughrites, the black flame somezealots use stealth, certainlydivine magic, are).and the zeal of Hitfanaticism to Die: d6.destroy thosewho have REQUIREMENTSgiven offenseto their god. To qualify to become a black flameEven great zealot, a character must fulfill all therulers are following
criteria.not above thedeity’s wrath, Alignment: Any nongood.since the Order Skills: Hide 8 ranks,is a sanctioned andrespected means for Knowledge (religion) 8 ranks,the wealthy and power- Move Silently 8 ranks.ful to pursue vendettas. Feats: Exotic Weapon Proficiency (kukri), Iron Clerics and
particularly Will.devout rogues or fighters most often Spells: Able to cast 2nd-become black flame zealots. A small level divine spells.number of the order's members are Special: Sneak attackhigh-ranking clerics who keep aneye open for fellow devotees who damage +1d6.seem like suitable
candidates.Table 2—-2: The Black Flame Zealot Seith, a black flame zealotClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Death attack, zealous heart —1st +0 +0 +2 +2 Poison use +1 level of existing divine spellcasting class Sneak attack +1d6 —2nd +1 +0 +3 +3 —
+1 level of existing divine spellcasting class Fateful stride —3rd +2 +1 +3 +3 Sneak attack +2d6 +1 level of existing divine spellcasting class Sacred flame —4th +3 +1 +4 +4 — +1 level of existing divine spellcasting class Sneak attack +3d6 —5th +3 +1 +4 +4 Unholy immolation +1 level of existing divine
spellcasting class6th +4 +2 +5 +57th +5 +2 +5 +58th +6 +2 +6 +69th +6 +3 +6 +610th +7 +3 +7 +7 21CHAPTER 2 The character must worship the deity to whom the order is session to burn with a black, deadly fire. The weapon gains dedicated, and the character must slay an enemy of the faith the
flaming ability, dealing 1d6 points of fire damage per PRESTIGE for no other reason than to join the Order of the Black Flame. successful attack in addition to its normal weapon damage. CLASSES Once per day, as a free action the black flame zealot can CLASS SKILLS instead bestow the flaming burst
property on a weapon in his possession for 1 minute. The black flame zealot’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Concentra- Unholy Immolation (Su): When a black flame zealot tion (Con), Craft (Int), Escape Artist (Dex), Hide (Dex), reaches 10th level, any
creature killed by his death attack Jump (Str), Knowledge (religion) (Int), Listen (Wis), Move or sneak attack is immediately and utterly consumed by Silently (Dex), Open Lock (Dex), Profession (Wis), Search unholy fire. The only way to restore life to a being slain in (Int), Sleight of Hand (Dex), Spellcraft
(Int), Spot (Wis), this manner is to use true resurrection, or a carefully worded Swim (Str), Tumble (Dex), and Use Rope (Dex). See Chapter wish spell followed by resurrection, or miracle. 4 of the Player’'s Handbook for skill descriptions. SAMPLE BLACK FLAME ZEALOT Skill Points at Each Level: 4 + Int
modifier. Seith: Male human rogue 2/cleric 3/black flame zealot CLASS FEATURES 7; CR 12; Medium humanoid; HD 2d6+4 plus 3d8+6 plus 7d6+14; hp 71; Init +7; Spd 30 ft.; AC 17, touch 13, flat-footed All the following are class features of the black flame zealot 14 Base Atk +8; Grp +8; Atk +12 melee
(1d4+1 plus 1d6 fire prestige class. 15-20/x2, +1 keen kukri); Full Atk +10/+5 melee (1d4+1 plus 1d6 fire/15-20, +1 keen kukri) and +10 melee (1d4+1/18-20, Weapon and Armor Proficiency: Black flame zealots +1 kukri); SA death attack, poison use, rebuke undead 2/day gain no proficiency in any
weapon or armor. (+1, 2d6+2, 3rd), sneak attack +3d6, sacred flame, smite 1/ day (+4 to hit, +3 to damage); SQ evasion, fateful stride 1/day, Spells per Day/Spells Known: At each even-numbered zealous heart; AL LE; SV Fort +7, Ref +12, Will +12; Str 10, black flame zealot level, the character gains
new spells per Dex 17, Con 14, Int 12, Wis 14, Cha 8. day (and spells known, if applicable) as if he had also gained a level in a divine spellcasting class to which he belonged Skills and Feats: Balance +10, Climb +5, Concentration before adding the prestige class level. He does not, however, +14, Hide
+23, Jump +7, Knowledge (religion) +9, Listen gain any other benefit a character of that class would have +15, Move Silently +18, Spellcraft +2, Spot +15, Tumble gained (improved chance of turning or destroying undead, +14; Extend Spell, Improved Initiative, Iron Will, Mar- metamagic or item creation
feats, and so on). If the character tial Weapon Proficiency (kukri), Two-Weapon Fighting, had more than one divine spellcasting class before becom- Weapon Finesse. ing a black flame zealot, the player must decide to which class to add each black flame zealot level for the purpose of Death Attack (Ex): If
Seith studies his victim for 3 determining spells per day and spells known. rounds and then makes a sneak attack with a melee weapon that successfully deals damage the victim must make a DC Death Attack (Ex): As the assassin ability described on 18 Fortitude save or die. page 180 of the Dungeon
Master’s Guide, except that black flame zealots do not have the option of paralyzing their Evasion (Ex): If Seith makes a successful Reflex save targets. If a black flame zealot has this class feature from against an attack that normally deals half damage on a suc- another class (such as assassin), he may
add black flame cessful save, he instead takes no damage. zealot class levels together with the class levels of such other classes to calculate the save DC of his death attack. Fateful Stride (Sp): Once per day Seith can take a single step and pass through obstacles or distance as the spell Zealous Heart
(Su): A black flame zealot is immune to dimension door. Seith’s caster level is 6th for this spell. fear, magical or otherwise. Unlike a paladin’s aura of cour- age, this confers no special benefits on his companions. Poison Use (Ex): Seith has the ability to use poison safely. Poison Use (Ex): At 2nd level, a
black flame zealot gains the ability to use poison safely, as the assassin ability. Sacred Flame (Su): Seith can command a single melee weapon in his possession to gain the flaming ability, dealing Sneak Attack (Ex): When he reaches 3rd, 6th, and 9th 1d6 points of fire damage per successful attack in
addition level, a black flame zealot deals additional sneak attack to its normal weapon damage. Once per day, as a free action damage, as the rogue ability. Since the black flame zealot Seith can instead bestow the flaming burst property on a gets a sneak attack bonus from another source (such as
weapon in his possession for 1 minute. rogue levels), the bonuses to damage stack. Sneak Attack (Ex): +3d6 points of damage against flat- Fateful Stride (Sp): Once per day at 5th level and higher, footed opponents within 30 feet, or against targets Seith is a black flame zealot can take a single step and
pass through flanking. Creatures without discernible anatomies or that obstacles or distance as the spell dimension door. The zealot’s are immune to critical hits are immune to sneak attacks. caster level is equal to half his character level. Zealous Heart (Su): Seith is immune to fear, magical or Sacred
Flame (Su): Beginning at 6th level, at will, a black otherwise. flame zealot can command a single melee weapon in his pos-22Cleric Spells Prepared (5/4+1/4+1/2+1; save DC 12 + spell gain their spells, they must seek out the richest forests of CHAPTER 2level): 0—detect magic, detect poison, guidance,
light, resistance; the land, even if it's only to destroy them. Thus, even thoughlst—burning hands*, cure light wounds, entropic shield, obscur- they’ve turned away from nature, they must constantly PRESTIGEing mist, shield of faith; 2nd—aid, bear’s endurance, divine favor return to it.(extend), shatter*,
silence; 3rd—blindness/deafness, magic vest- CLASSESments, resist energy (fire)* Only human ex-druids seem attracted in any number to the blighter’s path. Legends say that a few elven druids have *Domain Spell. Domains: Destruction (smite 1/day, +4 also turned to destruction over the millennia—a
terrifyingattack, +3 damage), Fire (turn water creatures, or rebuke fire prospect given how much land they could destroy in theircreatures 2/day). long lifetimes. Possessions: Amulet of natural armor +1, masterwork studded Adaptation: In many ways, the blighter is to the druidleather, +1 keen kukri, +1
kukri, cloak of elvenkind, scroll of what the blackguard is to the paladin. While it's likely thatdivine power, hat of disguise, ring of featherfall, slippers of spider blighters are loners, you could also develop a secret cult ofclimbing, potions of blur (2), cat’s grace (2), and darkvision (2), blighters devoted to
ruining the world’s ecology.40 pp, 9 gp. Hit Die: d8. Enhanced Seith: HD 2d6+8 plus 3d8+12 plus 7d6+28 plus REQUIREMENTS12; hp 115; Init +9; Spd 30 ft.; AC 23, touch 18, flat-footed 18;Base Atk +14; Grp +17; Atk +19 melee (1d4+6 plus 1d6 fire/ To qualify as a blighter, a character must fulfill the
follow-17-20, +1 keen kukri); Full Atk +17/+12/+7 melee (1d4+6 plus ing criteria.1d6 fire/17-20, +1 keen kukri) and +17 melee (1d4+4/19-20,+1 kukri); SA death attack, poison use, rebuke undead 2/day Alignment: Any nongood.(+1, 2d6+2, 3rd), sneak attack +3d6, sacred flame, smite 1/day Base Attack



Bonus: +4.(+4 to hit, +3 to damage); SQ blur, darkvision 60 ft., evasion, Special: The character must be an ex-druid previouslyfateful stride 1/day, zealous heart; AL LE; SV Fort +9, Ref +14, capable of casting 3rd-level druid spells.Will +12; Str 16, Dex 21, Con 18, Int 12, Wis 14, Cha 8. CLASS SKILLS If
given time to prepare, Seith enters combat with manyspells and effects active. The Enhanced Seith statisitics, The blighter’s class skills (and the key ability for each skill)above, include the following effects. Unless another source are Concentration (Con), Craft (any) (Int), Diplomacy (Cha),such as a potion
or scroll is indicated, Seith cast the spell. Handle Animal (Cha), Heal (Wis), Knowledge (nature) (Int), Listen (Wis), Profession (herbalist) (Wis), Spellcraft (Int), Active Spell or Effects (Effect), Duration, Caster Level Spot (Wis), Survival (Wis), and Swim (Str). See Chapter 4 of(Source): Divine power (+4
base atk, +12 hp, +6 Str), 7 rounds, the Player’'s Handbook for skill descriptions.CL 7 (scroll); bear’s endurance (+4 Con), 6 minutes, CL 6;divine favor (+2 to hit, +2 damage), 2 minutes, CL 6; magic vest- Skill Points at Each Level: 4 + Int modifier.ments (+1 AC), 6 hours, CL 6; shield of faith (+2 AC), 6
minutes,CL 6; blur (20% miss chance) 3 minutes, CL 3 (potion); cat's CLASS FEATURESgrace (+4 Dex), 3 minutes, CL 3 (potion); darkvision (60 ft.),3 hours, CL 3; flaming burst (3d10 on critical with kukri), 1 The following are class features of the blighter prestigeminute, CL NA (class feature). class.
BLIGHTER Weapon and Armor Proficiency: Blighters gain no weapon or armor proficiencies.When a druid turns away from the land, the land turns awayfrom her. Some ex-druids make peace with this change; Spells per Day: Since blighters are ex-druids, they loseothers seek to restore the bond. A few,
however, actually their druid spellcasting abilities. However, they gain accessembrace their disconnection from nature and become to new, more destructive spells. At each blighter level, theforces of destruction. These few, called blighters, bring character gains spells per day according to Table 2-3.
Shedesolation wherever they tread. must choose her spells from the blighter spell list, below. The blighter’s caster level is equal to her blighter level plus A blighter gains her spellcasting ability by stripping the her druid level.earth of life. A swath of deforested land always marks herpath through the
wilderness. To cast a blighter spell, a blighter must have a Wisdom score of at least 10 + the spell’s level, so a blighter with a The vast majority of blighters are nomadic loners con- Wisdom of 10 or lower cannot cast these spells. Blighterstantly in search of green lands to destroy. Some are grim; bonus
spells are based on Wisdom, and saving throwsothers laugh at the destruction they wreak. Almost all, against these spells have a DC of 10 + spell level + the blight-however, are friendless and mad. What puts them over the er's Wisdom modifier. When the blighter gets 0 spells peredge is the knowledge
that nature gets the last laugh: To day of a given level (for instance 2nd-level spells for a 2nd- level blighter), she gains only the bonus spells she would be entitled to based on her Wisdom score for that spell level. The blighter’s spell list appears below. A blighter has access to any spell on the list and can
freely choose which to 23prepare, just as a druid. A blighter prepares and casts spells Blightfire (Su): Starting at 2nd level, as a standard just as a druid does (though a blighter cannot spontaneously action, a blighter can unleash a scorching blast of fire. This cast summon spells). effect deals 5d6 points of
fire damage to all creatures within The blighter gains access to her daily spells through defor- 10 feet (Reflex half; save DC is 10 + blighter’s class level + estation (see below). If she goes more than 24 hours without blighter's Wis modifier) and ignites flammable objects it deforesting a wooded area, she
cannot cast spells until she does so. The default divine focus for any spell cast by a blighter iSCHAPTER 2 a desiccated sprig of holly or mistletoe. Any material com- PRESTIGE ponent for a blighter’s spell must have been dead for at least CLASSES a day before use. Deforestation (Sp): A blighter can
kill all nonsentient plant life within a radius of 20 feet per blighter level as a full-round action once per day. If a potentially affected plant is under the control of another (such as a druid’s liveoak or a dryad’s home tree), the controller can make a Fortitude save (DC 10 + blighter level + blighter's Wis
modifier) to keep it alive. Affected plants immediately cease photosyn- thesis, root tapping, and all lllus. by R. Spencer other methods of sustenance. Like picked flowers, they appear vibrant for several hours, but within a day, they turn brown and wither. Except for plants selected by a controller, nothing
can grow in a deforested area until it has a hallow spell cast upon it and it is reseeded. Deforestation enables a blighter to cast her daily allotment of spells. This ability works in any terrain, but deforesting a sandy desert, ice floe, or other environment with only sparse vegetation does not empower the
character to cast spells. Calista, a blighter Table 2—3: The Blighter Class Base Fort Ref Will Spells per Day 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th Level Attack Bonus Save Save Save Special 4 2 Deforestation 53 0 1st +0 +2 +0 +2 Blightfire,
sustenance 5310 Undead wild shape 1/day 6 321 0 ——  2nd +1 +3 +0 +3 Speak with dead animal, undead wild shape 2/day 6 332 1 0 ——— 3rd +2 +3 +1 +3 Contagious touch 1/day, undead wild shape (Large) 6333210 4th +3 +4 +1 +4 Animate dead animal,
undead wild shape 3/day 6 4 333 2 1 0 —— 5th +3 +4 +1 +4 Contagious touch 2/day 6 4 4 3 3 3 2 1 0— Unbond, undead wild 6th +4 +5 +2 +5 shape 4/day 6544443210 Contagious touch 3/day, 7th +5 +5 +2 +5 undead wild shape (Huge) 6554444321 8th +6 +6 +2 +6 Plague, undead wild shape 5/day
9th +6 +6 +3 +6 10th +7 +7 +3 +724touches. Blighters delight in starting wildfires and often BLIGHTER SPELL LIST CHAPTER 2use this ability to do so. Blighters choose their spells from the following list. PRESTIGE Sustenance (Ex): At 2nd level and higher, a blighter no 0 Level: detect magic, detect
poison, flare, ghost sound, inflictlonger needs food or water to survive. CLASSES minor wounds, read magic, touch of fatigue. Undead Wild Shape (Sp): At 3rd level, the blighter gains a 1st Level: bane, burning hands, curse water, decomposition*,version of the wild shape ability. Undead wild shape
functionslike the druid’s wild shape ability, except that the blighter detect undead, doom, endure elements, inflict light wounds, invis-adds the skeleton template to the animal form he chooses ibility to animals, ray of enfeeblement.to transform into. The blighter’s animal form is altered asfollows: 2nd Level:
chill metal, chill touch, darkness, death knell, fire trap, flaming sphere, heat metal, inflict moderate wounds, produce — Type changes to undead. flame, resist elements, warp wood. — Natural armor bonus is +0 (Tiny animal), +1 (Small),+2 (Medium or Large), or +3 (Huge). 3rd Level: contagion, deeper
darkness, desecrate, diminish — +2 Dexterity, no Constitution score. plants, dispel magic, inflict serious wounds, poison, protection — Immunity to cold. from elements, stinking cloud, vampiric touch. — Damage reduction 5/bludgeoning. 4th Level: animate dead, antiplant shell, blight, death ward, The
blighter gains one extra use per day of this ability flame strike, inflict critical wounds, languor*, repel vermin, rust-at every even blighter level after 3rd. In addition, she gains ing grasp, transmute mud to rock, transmute rock to mud, unhal-the ability to take the shape of a Large skeletal animal at 5th low,
wall of fire.level and a Huge skeletal animal at 9th level. 5th Level: antilife shell, contagious touch?*, create undead, Speak with Dead Animal (Sp): Starting at 4th level, a harm, forbiddance, repel wood, waves of fatigue.blighter can converse with dead animals. This ability func-tions like a speak with dead
spell cast by a cleric of a level 6th Level: acid fog, antipathy, circle of death, finger of death,equal to the total of the character’s druid and blighter levels, fireseeds, greater dispel magic, harm.except that it affects only corpses of animal creatures. It isusable once per day. 7th Level: control undead, control
weather, earthquake, fire- storm, miasma*, repel metal or stone, repulsion. Contagious Touch (Su): At 5th level and higher, ablighter can produce an effect like that of a contagious 8th Level: horrid wilting, mind blank, shambler, waves oftouch spell once per day. She gains one extra use per day
exhaustion.of this ability for every two additional blighter levels sheacquires. 9th Level: antipathy, foresight, implosion, incendiary cloud, storm of vengeance. Animate Dead Animal (Sp): This ability, gained at 6th level,functions like an animate dead spell, except that it affects *New spell described in
Chapter 7 of this book.only corpses of animal creatures and requires no materialcomponent. It is usable once per day. SAMPLE BLIGHTER Unbond (Sp): Beginning at 8th level, a blighter can tem- Calista: Female human druid 5/ranger 1/blighter 2; CRporarily separate a bonded animal or magical beast
(such as 8; Medium humanoid; HD 5d8+10 plus 1d8+2 plus 2d8+4an animal companion, familiar, or mount) from its master plus 3; hp 58; Init +1; Spd 20 ft.; AC 19, touch 12, flat-footedonce per day. The target creature must be within 40 feet of 18; Base Atk +5; Grp +7; Atk +9 melee (2d4+4/x4, +1
scythe);both its master and the blighter. If the master fails a Will Full Atk +9 melee (2d4+4/x4, +1 scythe); SA blightfire, defor-save (DC 10 + blighter level + blighter's Wis modifier), the estation, favored enemy animals +2; SQ sustenance, wildbond terminates as if the servitor had died, though this
empathy +0; AL NE; SV Fort +11, Ref +6, Will +10; Str 14,does not cause experience loss in the case of a familiar. Dex 12, Con 14, Int 10, Wis 17, Cha 8.Normally hostile creatures attack their masters but areotherwise unaffected. The bond returns after 1 minute Skills and Feats: Concentration +13,
Knowledge (nature),per blighter level, restoring all benefits. Alternatively, the Listen +16, Spot +16, Survival +14; Alertness, Lightningmaster can regain the servitor through the normal methods Reflexes, Toughness, TrackB, Weapon Focus (scythe).of acquisition. Blightfire (Su): As a standard action,
Calista can deal Plague (Su): At 10th level and higher, a blighter can 5d6 points of fire damage to all creatures within 10 feet,spread disease over a large area. This ability functions like Reflex DC 15 half.the contagious touch ability, except that no attack roll isrequired and it affects all targets the blighter
designates Deforestation (Sp): Once per day, as a full-round action,within a 20-foot radius. Plague is usable once per day. Calista can kill all nonsentient plant life within a 20-foot radius. Controlled plants’ owners can resist this effect with a DC 15 Fortitude save. Favored Enemy (Ex): Calista gains a +2
bonus on her Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against animals. She gets the same bonus on weapon damage rolls against animals. Sustenance (Ex): Calista does not need food or water to survive. 25CHAPTER 2 Blighter Spells Prepared (5/4/1; save DC 13 +
spell level): church inquisitors that investigate demon-spawned crimes 0—detect magic (2), detect poison, inflict minor wounds (2); across the nation. PRESTIGE 1st—burning hands, decomposition, ray of enfeeblement (2); CLASSES 2nd—flaming sphere. Hit Die: d8. Possessions: +1 breastplate, amulet
of natural armor +1, ring of REQUIREMENTS deflection +1, +1 scythe, cloak of resistance +1, potions of blur and cure moderate wounds, 21 pp, 2 gp. To qualify to become a church inquisitor, a character must fulfill all the following criteria. CHURCH INQUISITOR Alignment: Lawful good or lawful neutral.
While many champions of good are dedicated to fighting Base Save Bonus: Will +3. forces of evil that are external to them and their church—as Skills: Knowledge (arcana) 4 ranks, Knowledge (religion) clerics and paladins of Heironeous are devoted to destroy- 4 ranks, Spellcraft 4 ranks. ing followers of
Hextor—the church inquisitor is at least as Spells: Able to cast zone of truth as a divine spell. concerned about evil and corruption within. When greed Special: Must be a member of a lawful good church or eats away at a church hierarchy, when devils infiltrate a religious order, and must have already
uncovered some cor- knightly order and seduce its leaders to evil, when high ruption within that organization. clerics succumb to evil enchantments and fall from the path of their deities, it is usually a church inquisitor who CLASS SKILLS uncovers this kind of taint and cuts it away. The church inquisitor’s
class skills (and the key ability for Church inquisitors specialize in divination (to seek out each skill) are Bluff (Cha), Concentration (Con), Decipher evil and corruption) and abjuration (to protect themselves Script (Int), Diplomacy (Cha), Gather Information (Cha), and others from evil magic). They are most
often drawn Intimidate (Cha), Knowledge (arcana) (Int), Knowledge from the clerics or paladins of a lawful church or order. (local) (Int), Knowledge (the planes) (Int), Knowledge Members of other classes usually find it difficult to meet (religion) (Int), Search (Int), Sense Motive (Wis), Spellcraft the
requirements of the prestige class, and rarely have the (Int), and Spot (Wis). See Chapter 4 of the Player’'s Handbook incentive to do so. for skill descriptions. Player characters might encounter NPC church inquisi- Skill Points at Each Level: 4 + Int modifier. tors if they are involved in a lawful church or
order—per- haps even as subjects of the inquisitor’s investigations. CLASS FEATURES Church inquisitors are particularly likely to appear after incidents involving demons or devils, since they combat All of the following are class features of the church inquisi- the widespread corruption these creatures
tend to leave in tor prestige class. their wake. Weapon and Armor Proficiency: Church inquisitors Adaptation: As written, this prestige class isn’t specific gain no weapon or armor proficiencies. to a deity or organization—but in your campaign it cer- tainly could be. Perhaps a particular church has an “Order
Detect Evil (Sp): A church inquisitor can use detect evil at of the Watchful Eye” that functions as an internal-affairs will as a spell-like ability. department for the paladins and clerics in other orders. Or a theocracy might have an FBI-style organization full of Inquisition Domain: Upon adopting the church
inquis- itor class, a character gains access to the Inquisition domain, described in Chapter 7: Domains and Spells. The character gains the granted power associated with the domain (a +4 bonus on dispel checks) and can choose the spells in that domain as his daily domain spells. Table 2—4: The Church
Inquisitor Class Base Fort Ref Will Level Attack Bonus Save Save Save Special Spells per Day Detect evil, +1 level of existing divine spellcasting class 1st +0 0 0 +2 Inquisition domain Immune to charms +1 level of existing divine spellcasting class 2nd +1 0 0 +3 Pierce illusion +1 level of existing divine
spellcasting class 3rd +2 +1 +1 +3 Pierce disguise +1 level of existing divine spellcasting class 4th +3 +1 +1 +4 Immune to compulsions +1 level of existing divine spellcasting class 5th +3 +1 +1 +4 Force shapechange +1 level of existing divine spellcasting class 6th +4 +2 +2 +5 — +1 level of existing
divine spellcasting class 7th +5 +2 +2 +5 Immunity to possession +1 level of existing divine spellcasting class 8th +6 +2 +2 +6 Discern lies +1 level of existing divine spellcasting class 9th +6 +3 +3 +6 Learn the truth +1 level of existing divine spellcasting class 10th +7 +3 +3 +726Spells per Day/Spells
Known: A church inquisitor domain granted power) applies to this check. This abilitycontinues advancing in divine spellcasting ability as well as undoes the effect of alter self, polymorph, shapechange, andlearning the skills of inquisition. Thus, when a new church alternate form abilities, whether
exceptional, spell-like, orinquisitor level is gained, the character gains new divine supernatural in nature. The affected creature cannot changespells per day (and spells known, if appli- its shape again for 1d6 rounds. The church inquisitor can usecable) as if he had also gained a level in this ability at
will.whatever divine spellcasting class he Immunity to Possession (Ex): A church inquisitor ofbelonged to before he added the prestige 8th level or higher has immunity to magic jar, soul bind, trapclass. He does not, however, gain any the soul, a ghost’s malevolence ability, and all other spells or
CHAPTER 2other benefit a character of that class effects that displace or replace a character’s life force. The PRESTIGEwould have gained (improved chance character can still travel to the planes via astral projection, if CLASSESof controlling or rebuking undead, so desired.more frequent remove
disease, and Discern Lies (Sp): A church inquisitor of 9thso on). This means that he adds the level or higher can use discern lies as a spell-level of church inquisitor to the level like ability three times per day.of another divine spellcasting class the Learn the Truth (Su): By touching acharacter has, then
determines spells per creature that has lied to him, a churchday accordingly. inquisitor of 10th level or higher canlf a character had more than one divine force the creature to tell the truth. Thespellcasting class before he became a church creature can make a Will save (DCinquisitor, the player must
decide which 10 + the churchclass to assign each level of church inquisitor’s levelinquisitor for the purpose of deter- + the churchmining divine spells per day and inquisitor’s lllus. by J. Jarvisspells known. Cha modifier)lmmune to Charms (Ex): A to resist this mind-church inquisitor of 2nd level or affecting
compulsionhigher is immune to all enchantment effect. If the saving throw(charm) spells and effects. fails, the creature must speakPierce lllusion (Su): At 3rd level, the true version of the lie itthe church inquisitor gains the super- uttered. The church inquisi-natural ability to penetrate illusions tor can use
this ability 3and disguises at will. Whenever an times/day.inquisitor sees an illusion or disguise SAMPLE CHURCHSspell of any sort, he immediately INQUISITORmakes a Will save to see throughit. The inquisitor need not interact Darek Olrock: Male dwarf clericwith or touch the illusion, visual of Moradin
5/church inquisitor 4; CR 9;contact is enough to give the Will Medium humanoid; HD 5d8+5 plus 4d8+4;save. hp 53; Init —1; Spd 20 ft.; AC 22, touch 9,Pierce Disguise (Ex): flat-footed 22; Base Atk +6; Grp +8; Atk +9The inquisitor has a +4 melee (1d8+3, +1 heavy mace); Full Atk +9/+4competence bonus
melee (1d8+3, +1 heavy mace); SA spells, turnon Spot checks against Darek Olrock, a church inquisitor undead 2/day (+1, 2d6+4, 5th); SQ darkvisionthe Disguise skill. 60 ft., detect evil, dwarf traits, immunity tolmmune to Compulsions (Ex): A church inquisitor of charms, pierce disguise, pierce illusions;
AL LG; SV Fort5th level or higher is immune to all compulsion spells and +61 (+81 against poison), Ref +11, Will +111; Str 14, Dex 8,effects. Con 12, Int 14, Wis 16, Cha 8.Force Shapechange (Su): A church inquisitor of 6th Skills and Feats: Concentration +13 (+17 when castinglevel or higher can force a
creature into its natural form. defensively), Decipher Script +5, Knowledge (arcana) +5,The church inquisitor must make a successful melee touch Knowledge (religion) +9, Search +5, Sense Motive +10, Spell-attack against the creature. If the attack is successful, the craft +5, Spot +7 (+11 against the
Disguise skill); Combatchurch inquisitor makes a caster level check as if casting Casting, Glorious Weapons*, Skill Focus (Sense Motive),dispel magic against the shapechanging effect. The church Spell Penetration.inquisitor’'s +4 bonus on dispel checks (the Inquisition *New feat described in Chapter 3.
27CHAPTER 2 Detect Evil (Sp): At will, Darek can use detect evil, as the harrier deals with her targets capably once she finds them, she spell. must find them first. The consecrated harrier must be subtle PRESTIGE and clever, as well as strong in her faith. Because her foes CLASSES Dwarf Traits:
Darek has stonecunning, which grants may have spells and magical abilities of their own, she must him a +2 racial bonus on Search checks to notice unusual be strong-willed and prepared to properly deal with such. stonework. A dwarf who merely comes within 10 feet of it Paladins and clerics often
make good consecrated harriers can make a Search check as if actively searching. because of their high Charisma scores. Rangers are equally desirable because of their superior tracking abilities. Rogues When standing on the ground, dwarves are exceptionally often possess the subtlety and
conversational skills to locate stable and have a +4 bonus on ability checks made to resist their targets. being bull rushed or tripped. They have a +1 racial bonus on attack rolls against orcs and goblinoids. Dwarves have a +4 A consecrated harrier can be difficult for others to spot. racial bonus to Armor
Class against giants. Their race also She uses her skills, spells, and abilities to mask her nature gives them a +2 bonus on Appraise or Craft checks that are until she can confront her target. Most consecrated harriers related to stone or metal items. appear to be genial, pleasant people who always have a
joke or a story to tell. This facade masks their true, implacable TDwarves have a +2 racial bonus on saving throws against nature, allowing them to gather clues without arousing inter- spells and spell-like effects. est or suspicion. Particularly powerful or well-protected foes attract small groups of
consecrated harriers who work with Immune to Charms (Ex): Darek is immune to all other classes to reach and confront their targets. enchantment (charm) spells and effects. Hit Die: d10. Pierce Disguise (Ex): Darek has a +4 competence bonus on Spot checks against the Disguise skill.
REQUIREMENTS Pierce Illusion (Su): Darek can penetrate illusions and To qualify to become a consecrated harrier, a character must disguises at will. Whenever he sees an illusion or disguise fulfill all the following criteria. spell of any sort, he immediately makes a Will save to see through it. He need
not interact with or touch the illusion; Alignment: Any lawful. visual contact is enough. Base Attack Bonus: +5. Skills: Disguise 5 ranks, Gather Information 5 ranks. Cleric Spells Prepared (6/6/6/5/3/2; save DC 13 + spell level, Feat: Track. caster level 9th): 0—detect magic, detect poison, guidance, light,
Special: The candidate must accept an assignment from read magic, virtue; 1st—bless, command, detect chaosD, entropic her church to locate and destroy some specific, individual shield, sanctuary, shield of faith; 2nd—aid, bear’s endurance, hold enemy of the church. A character who fails must wait a
year person, remove paralysis, shield other, zone of truthD; 3rd—dispel and a day before applying again. If she succeeds, the church magic (2), invisibility purge, protection from energyD, searing accepts her as a consecrated harrier and she may gain levels light; 4th—dismissal, divine power, spell
resistanceD; 5th—righ- in the class. teous might, true seeingD. CLASS SKILLS D Domain spell. Domains: Inquisition (+4 bonus to all dispel checks), Law (cast law spells at +1 caster level), Pro- The consecrated harrier’s class skills (and the key ability for tection (protective ward grants +5 resistance
bonus on next each skill) are Bluff (Cha), Climb (Str), Diplomacy (Cha), save, 1/day). Disguise (Cha), Gather Information (Cha), Intimidate (Cha), Knowledge (local) (Int), Profession (Wis), Ride Possessions: +1 full plate, +1 heavy steel shield, +1 heavy mace, (Dex), Search (Int), and Use Rope (Dex). See
Chapter 4 of phylactery of faithfulness, +1 amulet of natural armor, stone of the Player's Handbook for skill descriptions. alarm, silver holy symbol of Moradin. Skill Points at Each Level: 4 + Int modifier. CONSECRATED HARRIER CLASS FEATURES The consecrated harrier acts as a bounty hunter for
her reli- gion or organization. Where church inquisitors hunt evil All of the following are class features of the consecrated and corruption within a church and other champions of harrier prestige class. good fight external forces of evil in general, a consecrated harrier hunts blasphemers, heretics, and those
who betray or Weapon and Armor Proficiency: Consecrated harriers attack the church directly. For instance, a consecrated harrier gain no weapon or armor proficiencies. might accept a mission to track down and kill an ogre that defiled a shrine, or to bring a heretic before the heads of her Spells per Day:
A consecrated harrier gains the ability church. The mission is always related to either a single, spe- to cast a small number of divine spells. To cast a spell, the cific offense of blasphemy or defilement, or to the source of a consecrated harrier must have a Wisdom score of at least 10 heresy. The church
assigns missions or targets as needed. + the spell’s level, so a consecrated harrier with a Wisdom of 10 or lower cannot cast spells. Consecrated harrier bonus Hunting specific enemies of a church requires many of the spells are based on Wisdom, and saving throws against these skills possessed by
bounty hunters. While the consecrated28spells have a DC of 10 + spell level + Wis modifier. When the spell-like ability. She may use this ability a number of timesconsecrated harrier gets 0 spells of a given level (for instance per day equal to her Wisdom modifier (minimum 1).0 1st-level spells at 1st
level), the harrier gets only the bonus Crushing Despair (Sp): Starting at 4th level, a consecratedspells she would be entitled to based on her Wisdom score harrier can use crushing despair as a spell-like ability. Shefor that spell level. may use this ability a number of times per day equal to herThe
consecrated harrier uses the ranger spell list, with the Wisdom modifier (minimum 1).following additions: 1st—animate rope, calm emo- False Vision (Sp): A 6th-level consecrated harrier can usetions, command, disguise self, doom; 2nd—charm false vision as a spell-like ability. The effect must beperson,
daylight, detect thoughts, hold person; centered on the consecrated harrier. CHAPTER 23rd—clairaudience/clairvoyance, death She may use this ability a number of PRESTIGEward, discern lies, see invisibility; times per day equal to her Wisdom CLASSES4th—dismissal, dominate person, modifier
(minimum 1).legend lore, mark of justice. Implacable Hunt (Su): BeginningBlessing of Scripture (Su): All at 8th level, if the consecrated harrierconsecrated harriers receive a +2 sacred wounds a target and the target escapes,bonus on Bluff, Listen, Sense Motive, Spot, the consecrated harrier always
knows theand Survival checks when in pursuit of their direction in which her target lies and thechurch-assigned target. If the assigned target approximate distance (within 10% of theis a group, this bonus applies to the group’s total distance) between her and her target.leader. They receive the same bonus
on If the target is within 50 feet, theweapon (or unarmed) damage rolls consecrated harrier can pinpointagainst their targets. This bonusincreases to +4 at 5th level,and to +6 at 10th level. lllus. by F. VohwinkelDetect Chaos (Sp): A conse-crated harrier can use detectchaos at will as a cleric of the target’s
preciseequal level. location. This abil-Sanctified Sight ity only works if the(Su): Beginning at 2nd consecrated harrierlevel, a consecrated and her target are onharrier receives a +4 the same plane ofbonus on all saves existence. Impla-against illusions. cable hunt can beDispel Magic (Sp): used simultane-
A 3rd-level consecrated ously against dif-harrier can use dispel ferent targets, asmagic as a spell-like long as eachability. She may of those indi-add her bless- vidual targets is parting of scripture of a group that is, inbonus on dispel total, the harrier’s targetchecks when using this for her current mission.
Raina Derrylan, a consecrated harrierTable 2-5: The Consecrated HarrierClass Base Fort Ref Will —————Spells per Day——Level Attack Bonus Save Save Save Special 1st 2nd 3rd 4th Blessing of scripture +2, detect chaoslst +1 +0 +0 +2 Sanctified sight O — Dispel magic2nd +2 +0 +0 +3
Crushing despair 1 —— — Blessing of scripture +43rd +3 +1 +1 +3 False vision 1 0—— —4th +4 +1 +1 +4 Implacable hunt 1 1—— —5th +5 +1 +1 +4 Blessing of scripture +6, faultless hunt 110—6th +6 +2 +2 +5 111—7th +7 +2 +2 +5 211 08th +8 +2 +2 +6 211 19th +9 +3 +3 +6 221 110th +10 +3 +3 +7
222 1 29CHAPTER 2 Faultless Hunt (Su): At 10th level, a consecrated harrier feet at the time. The ranger may also cast a spell with a target who establishes an implacable hunt can intensify this to a of “You” on her animal companion. PRESTIGE faultless hunt, enabling her to locate her quarry even
across CLASSES planar boundaries. Unlike an implacable hunt, which can Blessing of Scripture (Su): Raina receives a +2 sacred affect several individuals at the same time, only one fault- bonus on Bluff, Listen, Sense Motive, Spot, and Survival less hunt against a single individual can be pursued at one
checks when in pursuit of her church-assigned target. She time. For the consecrated harrier to begin a faultless hunt, gains this same bonus on weapon damage. she must abandon any faultless hunt that she is already conducting. Combat Style (Ex): Raina has selected archery. She gains the Rapid Shot
feat without having to meet the normal pre- Code of Conduct: A consecrated harrier must make requisites. it known to her target who she is and why she is there at the time of the confrontation. She cannot sneak attack her Detect Chaos (Sp): Raina can use detect chaos at will as a target. She cannot
slay her target on a battlefield without the 3rd-level cleric. target knowing who she is and why she is there. Consecrated harriers purposely word the requirements for conducting Dispel Magic (Sp): Raina can use dispel magic four times themselves vaguely, so that an individual consecrated har- per day.
She may add her blessing of scripture bonus when rier in the field has some flexibility. Harriers who fail to act using this spell-like ability against an assigned target’s according to their code of conduct must undertake an act spells or spell-like effects. of atonement before they can add any further levels of
this class (see the atonement spell description, page 201 of the Favored Enemy (EX): Raina gains a +4 bonus on her Player’'s Handbook). Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against evil outsiders. She gains the same Multiclass Note: A paladin who becomes a
consecrated bonus on weapon damage. harrier may continue advancing as a paladin. Against goblinoids, she gains a +2 bonus on these skill SAMPLE CONSECRATED HARRIER checks and on weapon damage rolls. Raina Derrylan: Female halfling rogue 1/ranger 5/ Halfling Traits (Ex): Halflings have
a +2 morale bonus consecrated harrier 3; CR 9; Small humanoid; HD 1d6+1 on saves against fear and a +1 racial bonus on attack rolls plus 5d8+5 plus 3d10+3; hp 54; Init +3; Spd 20 ft.; AC 21, with thrown weapons and slings. touch 14, flat-footed 18; Base Atk +8; Grp +3; Atk +7 melee (1d4, Small +1
throwing axe) or +13 ranged (1d6, Small +1 Sanctified Sight (Su): Raina receives a +4 bonus on all composite longbow) or +13 ranged (1d4, Small +1 throwing axe); saves against illusions or illusion effects. Full Atk +7/+2 melee (1d4, Small +1 throwing axe) or +13/+8 ranged (1d6, Small +1 composite
longbow) or +13 ranged (1d4, Sneak Attack (Ex): +1d6 points of damage against flat- Small +1 throwing axe); SA combat style (archery), favored footed opponents within 30 feet, or against targets Raina is enemy evil outsiders +4, favored enemy goblinoids +2, flanking. Creatures without discernible
anatomies or that sneak attack +1d6, spells; SQ animal companion (link, share are immune to critical hits are immune to sneak attacks. spells), blessing of scripture, detect chaos, dispel magic, half- ling traits, sanctified sight, trapfinding, wild empathy +6; Trapfinding (Ex): Raina can use a Search check to
locate AL LG; SV Fort +6, Ref +10, Will +6 (+10 against illusions); a trap when the task has a DC higher than 20. Str 8, Dex 17, Con 12, Int 10, Wis 14, Cha 13. Consecrated Harrier Spells Prepared (2/1; save DC 14 + spell Skills and Feats: Bluff +9, Climb +1, Concentration +9, level): 1st—animate rope,
disguise self; 2nd—detect thoughts. Diplomacy +11, Disguise +12, Gather Information +10, Intimidate +3, Jump +1, Knowledge (local) +8, Listen +12, Possessions: +1 mithral shirt, 2 +1 throwing axes, +1 small Move Silently +5, Search +13, Spot +10, Survival +10, Use composite longbow, ring of
protection +1, cloak of resistance +1, 40 Rope +7; EnduranceB, Point Blank Shot, Precise Shot, Quick arrows. Draw, Rapid ShotB, TrackB, Weapon Focus (longbow). CONTEMPLATIVE Animal Companion (Ex): Raina has a wolf named Silver as an animal companion (see Monster Manual, page For any
servant of a deity, no joy is greater than at those rare 283). The ranger and Silver enjoy the link and share spells moments when the presence of her patron deity is a real, tan- special qualities. gible force, sending shivers of power through her body and sending her soul soaring. For some, the taste of this
experi- Link (Ex): Raina can handle Silver as a free action. She also ence is such a powerful attraction that they begin devoting gains a +4 circumstance bonus on all wild empathy checks their lives to cultivating it, hoping to attain greater closeness and Handle Animal checks made regarding her wolf. to
their deity through a life of contemplation. Spending hours in prayer and meditation, these devoted followers Share Spells (Ex): Raina may have any spell she casts on her- purify their souls, making them worthy of closer contact self also affect her animal companion if the latter is within 5 with the divine.
While some contemplatives withdraw from the world into private retreats, others remain active, even adventuring, finding that true nearness to their deity comes from living out the deity’s will in the world. In return, they find their minds, bodies, and souls purified, perfected, and finally brought close to union
with their deity.30Rather than devoting their lives to a deity, some contem- REQUIREMENTS CHAPTER 2platives strive to conform themselves to some other abstractprinciple, such as an alignment. Their mission is no less To qualify to become a contemplative, a character must ful- PRESTIGEdivine
than that of contemplatives devoted to a deity, and fill all the following criteria.their methods substantially the same. Many such contem- CLASSESplatives live as itinerant philosophers, teaching their doc- Skill: Knowledge (religion) 13 ranks.trines in schools or in the marketplace as they travel Spells: Able
to cast 1st-level divine spells. lllus. by J. Pavelecfrom city to city, hoping to enlighten the masses. Special: Must have had direct contact with one’s patron deity or a direct servant of that Most contemplatives are clerics, though deity, or with an enlightened being embody-paladins are also often drawn to the
mystic’s ing the highest principles of an alignmentjourney. Members of other classes rarely (a solar, for example).have sufficient devotion to a deity orphilosophy to choose this course. CLASS SKILLS An NPC contemplative The contemplative’s class skillsmight be a reclusive hermit, (and the key ability
for eacha church leader, or a pas- skill) are Concentrationsionate champion of her (Con), Craft (Int), Diplo-deity. Such a character macy (Cha), Heal (Wis),might have something a Intimidate (Cha), Knowl-group of player characters edge (religion) (Int),needs—a holy relic, a bit Profession (Wis), Senseof
sacred lore, or simply a Motive (Wis), and Spell-higher-level spell than the craft (Int). See Chapter 4clerics in town can cast. of the Player's Handbook for skill descriptions. Adaptation: Central Skill Points at Eachto this prestige class is the Level: 2 + Int modifier.notion of gaining powerthrough meditation
and CLASS FEATURESprayer. Perhaps only certaindeities reward their follow- All of the following are classers in this specific way, or features of the contemplativemaybe only clerics who don’t prestige class.worship a deity are eligibleto become contemplatives Weapon and Armor Profi-because they
aren't tied to spe- ciency: Contemplatives gain nocific tenets of faith. Finally, the weapon or armor proficiencies.flavor of this prestige class and theflexibility of the bonus domain class Spells per Day/Spellsfeature make it a good choice if you want Known: A contemplative who wasa prestige class to
represent a change in wor- previously a spellcaster continues toship from one deity to another. gain access to more powerful divine magic while following the contemplative Hit Die: d6. path. Thus, when a new contemplative level is gained, the character gains new spells per day (and spells known, if
applicable) as Serena Sparklegern Hedow, a contemplativeTable 2—6: The ContemplativeClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Bonus domain, divine health +1 level of existing divine spellcasting class1st +0 +0 0 +2 Slippery mind +1 level of existing divine
spellcasting class Divine wholeness +1 level of existing divine spellcasting class2nd +1 +0 0 +3 — +1 level of existing divine spellcasting class Divine body +1 level of existing divine spellcasting class3rd +1 +1 +1 +3 Bonus domain +1 level of existing divine spellcasting class Divine soul +1 level of existing
divine spellcasting class4th +2 +1 +1 +4 — +1 level of existing divine spellcasting class Eternal body +1 level of existing divine spellcasting class5th +2 +1 +1 +4 Mystic union +1 level of existing divine spellcasting class6th +3 +2 +2 +57th +3 +2 +2 +58th +4 +2 +2 +69th +4 +3 +3 +610th +5 +3 +3 +7
31CHAPTER 2 if she had also gained a level in the spellcasting class she remain in place.) Bonuses still accrue, and the contempla- belonged to before she added the prestige class. She does tive still dies of old age when her time is up. PRESTIGE not, however, gain any other benefit a character of that
CLASSES class would have gained (improved chance of controlling Mystic Union (Su): At 10th level, a contemplative or rebuking undead, more frequent remove disease, and so becomes a magical creature. She is forevermore treated as an on). This essentially means that she adds the level of con-
outsider (native) rather than a humanoid for the purposes of templative to the level of whatever other spellcasting class spells and magical effects. Additionally, the contemplative the character has, then determines spells per day accord- gains damage resistance 10/magic. ingly. For example, if Theresa,
an 11th-level cleric, gains a level as a contemplative, she gains new spells as if she had SAMPLE CONTEMPLATIVE risen to 12th level as a cleric, but uses the other contempla- tive aspects of level progression such as base attack bonus Serena Sparklegem Hedow: Female gnome cleric of and save
bonus. If she next gains a level as a cleric, making Garl Glittergold 10/contemplative 3; CR 13; Small human- her a 12th-level cleric/1st-level contemplative, she gains oid; HD 10d8+20 plus 3d6+6; hp 87; Init —1; Spd 15 ft.; AC spells as if she had risen to 13th level as a cleric. 22, touch 11, flat-footed 22;
Base Atk +9; Grp +3; Atk +1 ghost touch battleaxe +9 melee (1d6/x3) or javelin of lightning If a character had more than one divine spellcasting class (5d6 electricity; Reflex DC 14 half); Full Atk +1 ghost touch before she became a contemplative, the player must decide battleaxe +9/+4 melee (1d6/x3) or
javelin of lightning (5d6 which class to assign each level of contemplative for the pur- electricity; Reflex DC 14 half); SA spell-like abilities, spells, pose of determining divine spells per day and spells known. turn undead 9/day (+4, 2d6+12, 10th); SQ divine wholeness, gnome traits, low-light vision, slippery
mind; AL NG; SV If the contemplative did not previously belong to a divine Fort +10*, Ref +5*, Will +14*; Str 8, Dex 8, Con 14, Int 13, Wis spellcasting class, she gains the ability to cast divine spells 18, Cha 14. exactly as a cleric of her patron deity. Her spell progression is the same as that of a cleric.
Skills and Feats: Concentration +18, Craft (alchemy) +6, Diplomacy +8, Heal +10, Knowledge (religion) +14, Listen Bonus Domain: Upon adopting the contemplative +5, Spellcraft +5; Combat Casting, Extra Turning, Lightning class, and again at 6th level, a character gains access to a Reflexes, Martial
Weapon Proficiency (battleaxe), Weapon bonus domain of her choice. The character can choose any Focus (battleaxe). domain made available by her deity or alignment. The char- acter gains the granted power associated with the domain Divine Health (Ex): Serena has immunity to all diseases, she
chooses, and can select the spells in that domain as her including magical diseases such as mummy rot and lycan- daily domain spells. thropy. Divine Health (Ex): A contemplative has immunity to Divine Wholeness (Su): Serena can heal her own all diseases, including magical diseases such as mummy
rot wounds. She can heal up to 12 hit points each day, and she and lycanthropy. can spread this healing out among several uses. Slippery Mind (Ex): At 2nd level, a contemplative gains Gnome Traits: Ghomes have a +1 racial bonus on attack the ability to shrug off magical effects that would otherwise
rolls kobolds and goblinoids. Ghomes have a +4 racial bonus control or compel her. If a contemplative with resistant to Armor Class against giants. mind is affected by an enchantment and fails her saving throw, one round later she can attempt her saving throw * Gnomes have a +2 racial bonus on saving
throws against again. She only gets this one extra chance to succeed on her illusions. saving throw. Slippery Mind (Ex): Serena can shrug off magical Divine Wholeness (Su): At 3rd level and higher, a effects that would otherwise control or compel her. If she is contemplative can heal her own wounds, in
addition to any affected by an enchantment and fails her saving throw, one other healing ability she may have. She can heal up to four round later she can attempt her saving throw again. She only times her contemplative level in hit points each day, and she gets this one extra chance to succeed at her
saving throw. can spread this healing out among several uses. Spell-Like Abilities: 1/day—dancing lights, ghost sound Divine Body (Su): At 5th level, a contemplative becomes (DC 12), prestidigitation, speak with animals (burrowing immune to poisons of all kinds. mammal only, duration 1 minute). Divine
Soul (Su): At 7th level, a contemplative gains Cleric Spells Prepared (6/7/7/6/6/4/3/2; save DC 14 + spell spell resistance. Her spell resistance equals her class level level): 0—detect magic, detect poison, guidance, light, mending, + 15. In order to affect the contemplative with a spell, a read magic; 1st—
bless, command, divine favor, entropic shield, spellcaster must roll the contemplative’s spell resistance or protection from evil, sanctuaryD, shield of faith; 2nd—align higher on 1d20 + the spellcaster’s level. weapon, bear’s endurance, hold person, owl's wisdom, remove paralysis, shield otherD, spiritual
weapon (battleaxe); 3rd—flyD, Eternal Body (Ex): After achieving 9th level, a con- invisibility purge, magic vestment, prayer, protection from energy, templative no longer suffers ability penalties for aging and searing light; 4th—air walk, discern lies, freedom of movement, cannot be magically aged.
(Penalties she has already suffered holy smiteD, neutralize poison, restoration; 5th—break enchant- ment, disrupting weapon, spell resistanceD, true seeing; 6th—32blade barrierD, greater dispel magic, undeath to death; 7th—holy share their devotion, such as clerics or other divine cru-word, greater
teleportD. saders. They get along well with other crusaders who shareD Domain spell. Domains: Good (cast good spells at +1 the same deity (even if their chosen domains differ), andcaster level), Protection (protective ward grants +10 resistance some even ally themselves with divine crusaders
whobonus on next save, 1/day), Travel (freedom of movement up to share a domain but not a deity, though alignments must13 rounds/day; Survival is a class skill). be similar as well (divine crusaders of Corellon LarethianPossessions: +3 glamered banded mail, +1 buckler of arrow and Gruumsh don’t get
along, even if both have chosen thedeflection, +1 ghost touch battleaxe, 3 javelins of light- War domain).ning, ring of protection +1, masterwork dagger, Hit Die: d8. CHAPTER 2scroll of atonement, scroll of commune, REQUIREMENTS PRESTIGEscroll of flame strike, gold and platinum CLASSESbracelet
(570 gp). To qualify as a divine crusader, a character must fulfill the following criteria. DIVINE Alignment: Must matchCRUSADER chosen deity. Base Attack Bonus:The divine crusader +7.embodies devotion and Skill: Knowledge (reli-dedication to a chosen gion) 2 ranks.deity. Even more than a Feat:
Weapon Focuscleric, the divine crusader (in chosen deity’s favoredserves as a symbol of a weapon).specific aspect of his deity’'s CLASS SKILLS lllus. by R. Spencerportfolio, such as fire, good,knowledge, or war. They The divine crusader’s class skillsserve as elite godser- (and the key ability for each
skill)vants, carrying out are Climb (Str), Concentrationthe deity’s will and furthering (Con), Craft (Int), Diplomacythe deity’s aims. (Cha), Intimidate (Cha), JumpPaladins make good divine (Str), Knowledge (religion) (Int),crusaders, as do clerics (partic- Ride (Dex), and Swim (Str). Seeularly those of martial-
minded Chapter 4 of the Player’s Hand-deities). However, characters book for skill descriptions.of many other classes find great Skill Points at Each Level: 2spiritual rewards from the path of + Int modifier.the divine crusader, including fight- CLASS FEATURESers, barbarians, monks, rangers, androgues.
Weapon and Armor Proficiency: The divine crusaderNPC divine crusaders typically gains no weapon or armor proficiencies.work side-by-side with others who Goldern Arrow, a divine crusaderTable 2—7: The Divine CrusaderClass Base Fort Ref Will ———— Spells per Day ——— 1st 2nd 3rd 4th 5th
6th 7th 8th 9thLevel Attack Bonus Save Save Save Special 0 Aural0 Ist+0+2+0+2—210 Resistance to electricity 5221 0 ——2nd +1 +3+0 +3 —3 2 21 0 ——— Weapon Specialization 332210 3rd +2 +3 +1 +3 Resistance to
acid 53332210 —— Darkvision 33332 210—4th +3 +4 +1 +4 — 333332210 Resistance to acid and5th +3 +4 +1 +4 electricity 10 333333221 Perfect self6th +4 +5 +2 +57th +5 +5 +2 +58th +6 +6 +2 +69th +6 +6 +3 +610th +7 +7 +3 +7 33CHAPTER 2 Aura (Ex): The power of a divine crusader’s
alignment crusader spells and abilities. She may not progress any aura (see the detect evil spell on page 218 of the Player’s farther in levels as a divine crusader. She regains her PRESTIGE Handbook) is equal to her class level, plus any class levels abilities and advancement potential if she atones for
her CLASSES in other classes that possess such an aura (such as cleric or violations (see the atonement spell, page 201 of the Player’s paladin). Handbook). Deity and Domain: Every divine crusader has a chosen An ex-divine crusader cannot change her devotion to a deity. Sample deities are provided
on Table 3-7: Deities, different deity in order to regain abilities and advancement page 32 of the Player's Handbook, and also in Chapter 5 of potential. Once a divine crusader has failed one deity, no this book. A divine crusader’s chosen deity influences her- other deity trusts the character with these
powers. alignment, what magic she can perform, her values, and how others see her. The character’s alignment and her deity’'s SAMPLE DIVINE CRUSADER alignment must match exactly. Golden Arrow: Female elf fighter 7/divine crusader 5 of A divine crusader chooses one domain from among




Corellon Larethian; CR 12; Medium humanoid; HD 7d10+7 those offered by that deity to his or her clerics and gains the plus 5d8+5; hp 78; Init +4; Spd 30 ft.; AC 21, touch 14, flat- granted power of the domain. (If the domain granted power footed 17; Base Atk +10; Grp +13; Atk +1 longsword +15 melee
includes the addition of a skill or skills to the cleric class (1d8+5/17—-20) or +1 composite longbow +16 ranged (1d8+6/x3); skill list, add it to the class skill list for the divine crusader Full Atk +1 longsword +15/+10 melee (1d8+6/17-20) or +1 com- instead.) The divine crusader also gains the ability to cast
posite longbow +16/+11 ranged (1d8+6/x3); SA spells; SQ aura, spells from that domain (see below). elf traits, low-light vision, resistance to electricity 5; AL CG; SV Fort +10, Ref +7, Will +5; Str 16, Dex 18, Con 13, Int 10, Spells per Day: A divine crusader casts divine spells. She Wis 8, Cha 14. may only
prepare and cast spells from her chosen domain (see above). Effectively, a divine crusader has a class spell list Skills and Feats: Climb +5, Concentration +6, Intimidate of only nine spells (one per spell level). +9, Knowledge (religion) +4, Listen +1, Ride +8, Search +2, Spot +1, Swim +7; CleaveB,
DodgeB, Improved Critical To prepare or cast a spell, a divine crusader must have a (longsword), Point Blank Shot, Power AttackB, Precise Shot, Charisma score equal to at least 10 + the spell level. The dif- Weapon Focus (longbow), Weapon Focus (longsword)B, ficulty class for a saving throw against a
divine crusader’'s Weapon Specialization (longbow)B, Weapon Specialization spell is 10 + the spell level + the divine crusader’'s Cha modi- (longsword). fier. The divine crusader also gets bonus spells based on her Charisma. Aura (Ex): The power of Golden Arrow’s alignment aura is equal to her divine
crusader class level (5th). A divine crusader prepares and casts spells as a cleric, except that she cannot spontaneously cast cure or inflict spells. EIf Traits: Elves have immunity to magic sleep effects. An elf who merely passes within 5 feet of a secret or concealed Electricity Resistance (Ex): A divine
crusader gains door is entitled to a Search check to notice it as if she were resistance to electricity 5 at 3rd level. At 9th level, this actively looking for it. increases to resistance 10. Divine Crusader Spells Prepared (4/3/2/1; save DC 12 + spell Weapon Specialization: At 5th level, a divine crusader level):
1st—magic weaponD; 2nd—spiritual weaponD (long- gains Weapon Specialization in her deity’s favored weapon sword); 3rd—magic vestmentD; 4th—divine powerD. as a bonus feat. D Domain spell. Domain: War (proficiency and Weapon Acid Resistance (Ex): A divine crusader gains resistance Focus
with longsword). to acid 5 at 6th level. At 9th level, this increases to resistance 10. Possessions: +1 mithral chainmail, buckler, +1 longsword, masterwork composite longbow (+3 Str bonus), dagger, Darkvision (Ex): A 7th-level divine crusader gains amulet of health +2, cloak of Charisma +2, winged boots,
15 pp, darkvision out to 60 feet. If the divine crusader already has 27 gp. darkvision, the radius of her existing darkvision increases by 30 feet. DIVINE ORACLE Perfect Self: At 10th level, a divine crusader completes Some people call them mad, and certainly some divine her transformation into a creature
of the planes. Her type oracles are driven insane by the visions they see. Some changes to outsider (native). As a native outsider, the char- people doubt their words; indeed, some divine oracles are acter can still be raised, reincarnated, or resurrected just destined never to be believed. Wherever the
deities are as other living creatures can be, and remains native to the known to speak to mortals, some mortals hear their voices Material Plane. Additionally, the divine crusader gains with a unique clarity and gain insight into the past, the pres- damage reduction 10/magic. ent, and the future by virtue of
their unusual status. Divine oracles are such mortals, blessed—or cursed—nby visions EX-DIVINE CRUSADERS from their deities. A divine crusader whose alignment changes to no longer match her chosen deity’s alignment loses all divine34All divine oracles are spellcasters, and most were clerics
CLASS SKILLSor druids before adopting the divine oracle prestige class. The divine oracle’s class skills (and the key ability for eachWhatever their other classes, all divine oracles share a skill) are Concentration (Con), Craft (Int), Heal (Wis),particular devotion to the Divination school of magic, Intimidate
(Cha), Knowledge (arcana) (Int), Knowledgehaving mastered all available means to catch glimpses of (religion) (Int), Profession (Wis), and Spellcraft (Int). Seethe future. Chapter 4 of the Player's Handbook for skill descriptions.NPC divine oracles often live in out-of-the-way places, Skill Points at Each
Level: 2 + Intthough usually close enough to civilization modifier.that people with pressing questions about CLASS FEATURES CHAPTER 2the future can seek them out to have their PRESTIGEquestions answered. They frequently All of the following are class features of CLASSESinhabit sacred shrines
or ancient tem- the divine oracle prestige class.ples and rarely take an active part in Weapon and Armor Proficiency:world affairs. Divine oracles gain no weapon or armorAdaptation: proficiencies.The divine oracle is Spells per Day/Spells Known: A divinedesigned to work oracle continues advancing in
spellcastingwell with both ability as well as gaining the abilities of herarcane and divine new class. Thus, when a new divine oracle levelspellcasters; the idea is gained, the character gains new spells per day (andbehind the class is that spells known, if applicable) as if she had also gainedyou’re getting
divine guid- a level in whatever spellcasting class she belonged toance that manifests itself in a before she added the prestige class. She does not, how-number of ways. But it doesn’t ever, gain any other benefit a character of that class lllus. by R. Spencerhave to be that way. By adjusting would have
gained (improved chance of controlling orthe requirements, you could push the rebuking undead, wild shape ability, and so on). Thisclass in an arcane or divine direction. It's essentially means that she adds the level of divinealso easy to add a requirement that oracle to the level of whatever other
spellcasting classlimits it to worshipers of a deity of the character has, then determines spells per daytime, fate, or divination. accordingly. For example, if Cassandra, a 10th-levelHit Die: d6. cleric, gains a level as a divine oracle, she gains newREQUIREMENTS spells as if she had risen to 11th level as a
cleric, but uses the other divine oracle aspects of level progres-To qualify to become a sion such as base attack bonus and save bonuses. If shedivine oracle, a char- next gains a level as a cleric, making her an 11th-levelacter must fulfill the cleric/1st-level divine oracle, she gains spells as if shefollowing
criteria. had risen to 12th level as a cleric.Skill: Knowledge If a character had more than one spellcasting class(religion) 8 ranks. before she became a divine oracle, the player mustFeat: Skill Focus decide which class to assign each level of divine oracle(Knowledge [religion]). for the purpose of
determining spells per day andSpells: Able to cast at spells known.least 2 divination spells. Templeton, a divine oracleTable 2—-8: The Divine OracleClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Oracle domain, scry bonus +1 level of existing classlst +0 +0 +0 +2
Prescient sense, trap sense +1 +1 level of existing class Divination enhancement +1 level of existing class2nd +1 +0 +0 +3 Uncanny dodge (Dex bonus to AC) +1 level of existing class Trap sense +2 +1 level of existing class3rd +1 +1 +1 +3 Improved uncanny dodge (can’t be flanked) +1 level of existing
class — +1 level of existing class4th +2 +1 +1 +4 Trap sense +3 +1 level of existing class — +1 level of existing class5th +2 +1 +1 +4 Immune to surprise +1 level of existing class6th +3 +2 +2 +57th +3 +2 +2 +58th +4 +2 +2 +69th +4 +3 +3 +610th +5 +3 +3 +7 35CHAPTER 2 Oracle Domain: Upon
adopting the divine oracle class, crossbow); SA spells, turn undead 4/day (+3, 2d6+6, 5th); SQ the character gains access to the Oracle domain, described divination enhancement, Oracle domain, prescient sense, PRESTIGE in Chapter 7: Domains and Spells. The character gains the scry bonus, trap
sense +1; AL LG; SV Fort +7, Ref +1, Will CLASSES granted power associated with the domain (+2 caster level +13; Str 12, Dex 8, Con 14, Int 10, Wis 17, Cha 13. for divination spells), and can choose the spells in that domain as her daily domain spells. Skills and Feats: Concentration +12, Knowledge
(religion) +12, Heal +12, Diplomacy +2; Combat Casting, Iron Will, Scry Bonus (Su): A divine oracle adds a +1 sacred bonus Skill Focus (Knowledge [religion]), Weapon Focus (heavy to the save DC of all her divination (scrying) spells. mace). Prescient Sense (Ex): Beginning at 2nd level, if a divine
Oracle Domain: Character has access to the Oracle oracle makes a successful Reflex saving throw against an domain, described in Chapter 7: Domains and Spells. attack that normally inflicts half damage on a successful The character gains the granted power associated with save (such as a red
dragon’s fiery breath or a fireball spell), the domain (cast divination spells at +2 caster level) and she instead takes no damage, since her prescience allowed can choose the spells in that domain as her daily domain her to get out of the way faster. This form of evasion works spells. no matter what armor
the divine oracle wears, unlike the evasion ability used by monks and rogues. Scry Bonus (Su): A divine oracle adds a +1 sacred bonus to the save DC of all of her Divination (Scrying) spells. Trap Sense (Ex): At 2nd level, the divine oracle gains an intuitive sense that alerts her to danger from traps, giving
Prescient Sense (Ex): If a divine oracle makes a suc- her a +1 bonus on Reflex saves made to avoid traps and a +1 cessful Reflex saving throw against an attack that normally dodge bonus to AC against attacks by traps. This increases inflicts half damage on a successful save, she instead suf- to +2 at
level 5 and +3 at level 8. fers no damage. This form of evasion works no matter what armor the divine oracle wears, unlike the monk’s and Divination Enhancement (Ex): Beginning at 3rd level, rogue’s evasion ability. a divine oracle may roll twice and take the better result when using divination spells such
as augury or divination. Trap Sense (EXx): the character has a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against Uncanny Dodge (Ex): Starting at 4th level, a divine attacks by traps. oracle gains the ability to react to danger before her senses would normally allow her to
do so. The divine oracle retains Divination Enhancement (Ex): A divine oracle may her Dexterity modifier to AC (if any) regardless of being roll twice and take the better result when using divination caught flat-footed or struck by an invisible attacker. (She spells such as augury or divination. still loses her
Dexterity modifier to AC if immobilized.) Cleric Spells Prepared (6/6/5/5/4; save DC 13 + spell level): Improved Uncanny Dodge (Ex): At 6th level and 0—detect magic (3), guidance, light (2); 1st—bless, detect evil, higher, the divine oracle can no longer be flanked, since she divine weapon, magic weapon,
identifyD, shield of faith; 2nd— can react to opponents on opposite sides of her as easily as auguryD, bear’s endurance, hold person, lesser restoration, sound she can react to a single attacker. This defense denies rogues burst; 3rd—dispel magic, invisibility purge, divinationD, protec- the ability to use
flank attacks to sneak attack the divine tion from energy, searing light; 4th—greater magic weapon, oracle. The exception to this defense is when an attacker has scryingD, neutralize poison, restoration. at least 4 more rogue levels than the target has divine oracle levels. D Domain spell. Domains: Good
(cast good spells at +1 caster level), Healing (cast healing spells at +1 caster level), If a character already has levels of a class that could Oracle (cast divination spells at +2 caster level). gain uncanny dodge, the levels from the classes that grant uncanny dodge stack to determine the minimum level a
Possessions: +1 full plate, +1 heavy steel shield, +1 heavy rogue must be to flank the character. mace, light crossbow, 10 bolts, wand of cure light wounds (33 charges), pearl (100 gp), incense, divination offering (25 gp), Immune to Surprise (Ex): At 10th level, the divine diamond dust (100 gp). oracle’s
sensitivity to danger is so great that she is never surprised. She can always take a standard action during ENTROPOMANCER a surprise round, unless she is physically restrained from doing so. If there is no surprise round then this ability As spellcasters plumb the depths of divine power, some doesn’t
help. of the most advanced gain attunement to the great noth- ingness they say lies at the center of the universe. These SAMPLE DIVINE ORACLE students use this connection to develop strange powers, sacrificing some of their normal studies. Doing so retards Templeton: Male human cleric 5/divine
oracle 3; CR their progress as spellcasters, but they see their new abilities 8; Medium humanoid; HD 5d8+10 plus 3d6+6; hp 52; Init as worth the cost. —1; Spd 20 ft.; AC 21, touch 9, flat-footed 21; Base Atk +4; Grp +5; Atk +7 melee (1d8+2, +1 heavy mace); Full Atk: +7 Entropomancers can summon and
control a small shard melee (1d8+2, +1 heavy mace) or +3 ranged (1d8/19-20, light of absolute nothingness similar to a sphere of annihilation, harnessing its power for a variety of magical effects. Most36revel in destruction for its own sake, but some take a more CLASS SKILLS CHAPTER 2 nuanced
approach to their terrifying discoveries, trying to understand the power of entropy that it might someday be The entropomancer’s class skills (and the key ability for PRESTIGE controlled or even reversed. each skill) are Concentration (Con), Craft (Int), Heal (Wis), Intimidate (Cha), Knowledge (arcana)
(Int), Knowledge CLASSES Entropomancers generally work in small groups or cabals. (local) (Int), Knowledge (religion) (Int), Profession (Wis), Most have patron deities of death, destruction, or fate. NPC and Spellcraft (Int). See Chapter 4 of the Player's Handbook lllus. by W. O’Connor entropomancers
often form cults that kidnap victims to be for skill descriptions. sacrificed to the Great Nothingness. Skill Points at Each Level: 2 + Int modifier. Adaptation: Gods of entropy and insensate destruc- tion (such as Tharizdun, described in Chapter 5) are good CLASS FEATURES choices if you want to tie the
entropomancer to worship of a specific deity. A well-organized group devoted to entropy is All of the following are class features of the entropomancer pretty weird, but at least it's possible in the short term. prestige class. Hit Die: d8. Weapon and Armor Proficiency: Xannifer Fluxwind, Entropomancers
gain no profi- an entropomancer ciency with weapons, armor, or shields of any type. REQUIREMENTS Shard of Entropy (Su): Twice per day, for a maximum of 1 To qualify to become an entropomancer, round per entropomancer lev- a character must fulfill all the following el, the character can create a
criteria. miniature shard of entropy. The shard is a chunk of ab- Alignment: Any nongood. solute blackness, 2 inches Skills: Concentration 5 ranks, Knowledge (arcana) 5 ranks. across, and can be moved up to 30 Feats: Great Fortitude, Magical Aptitude. feet by the entropomancer as a Spells: Able to
cast 4th-level divine spells. standard action. Against ob- jects, the shard deals 3d6 points of damage, bypass- ing the object’s hardness. Against creatures, the en- tropomancer must make a ranged touch attack to hit, and if successful the shard deals 3d6 points of damage to the tar- get (Fortitude half, DC
12 + the entropomancer’s Wis modifier). The shard appears in any square adja- cent to the entropomancer when it is created, and it can be used to attack on the round it is formed. The shard of entropy lurches, jumps, and bounces around the square it's in. Any creature who passes through the shard’s
square takes damage as if the shard struck him (For- titude half), as does any creature that’s in the same squareTable 2—9: The EntropomancerClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Shard of entropy 2/day —1st +0 +2 +0 +2 — +1 level of existing divine
spellcasting class Entropic field 2/day —2nd +1 +3 +0 +3 — +1 level of existing divine spellcasting class Entropic field (reroll), —3rd +2 +3 +1 +3 shard of entropy (5d6) — +1 level of existing divine spellcasting class4th +3 +4 +1 +4 Entropic field (wounding) — — +1 level of existing divine spellcasting
class5th +3 +4 +1 +4 Shard of entropy — (7d6, consuming)6th +4 +5 +2 +5 Control sphere +1 level of existing divine spellcasting class7th +5 +5 +2 +58th +6 +6 +2 +69th +6 +6 +3 +610th +7 +7 +3 +7 37CHAPTER 2 as the shard at the beginning of the entropomancer’s turn. Control Sphere (Su): The
entropomancer has the abil- The entropomancer can move the shard into another square ity to control a sphere of annihilation (described on page PRESTIGE with a move action, or aim it at a specific creature (dealing 279 of the Dungeon Master’s Guide) as if he were using a CLASSES damage
immediately) as a standard action. talisman of the sphere, and the entropomancer is personally unaffected by a sphere of annihilation, which passes through At 5th level, the entropomancer can use the shard to him as if his square was completely empty. High-level create a deeper connection to absolute
nothingness. The entropomancers are often obsessed with acquiring spheres shard of entropy deals 5d6 points of damage (Fortitude half, of annihilation. DC 14 + entropomancer’s Wis modifier). SAMPLE ENTROPOMANCER At 9th level, the shard of entropy becomes even stron- ger, dealing 7d6 points
of damage (Fortitude half, DC 16 + Xannifer Fluxwind: Female half-elf cleric 7/ entropomancer’s Wis modifier). It also exerts an inexorable entropomancer 3; CR 10; Medium humanoid (elf); HD tug on creatures nearby, pulling them toward the shard. 7d8+14 plus 3d8+6; hp 70; Init —1; Spd 20 ft.; AC 23,
touch 9, At the end of the entropomancer’s turn, the shard tries to flat-footed 23; Base Atk +6; Grp +7; Atk +10/+5 melee (1d6+3/ pull creatures within 15 feet closer to it. This is treated as 18—20, +2 scimitar); Full Atk +10/+5 melee (1d6+3/18-20, +2 a bull rush attempt, for which the shard has a +11
bonus. If scimitar) or +5 ranged (1d8/19-20, masterwork light cross- the shard wins the opposed check, it bull rushes creatures bow); SA entropic field, shard of entropy, spells, turn undead in a direct line toward its square. The entropomancer isn’t 5/day (+2, 2d6+9, 7th); SQ half-elf traits, low-light vision;
AL immune to this effect. LN; SV Fort +11, Ref +5, Will +13; Str 12, Dex 8, Con 14, Int 10, Wis 16, Cha 14. Spells per Day/Spells Known: Whenever an even- numbered level in the prestige class is gained, the entro- Skills and Feats: Concentration +9, Diplomacy +4, Gather pomancer gains new spells per
day (and spells known, if Information +4, Listen +4, Knowledge (arcana) +7, Search applicable) as if she had also gained a level in whatever +1, Spellcraft +13, Spot +4; Great Fortitude, Lightning spellcasting class in which he could cast 4th-level divine Reflexes, Magical Aptitude, Weapon Focus
(scimitar). spells before she added the prestige class level. She does not, however, gain any other benefit a character of that class Entropic Field (Su): As a standard action, Xannifer would have gained. If a character had more than one divine can surround herself with 15-foot radius field of invisible,
spellcasting class in which she could cast 4th-level spells entropic energy that lasts for 3 rounds. All magical healing before she became an entropomancer, she must decide to automatically fails within the entropic field. It takes a stan- which class she adds each level of entropomancer for the dard action
to dismiss the entropic field. See prestige class purpose of determining spells per day and spells known. power entry for more details. Entropic Field (Su): As a standard action, an entropo- Shard of Entropy (Su): Twice per day, for a maximum mancer can surround herself with a field of invisible, entro- of
3 rounds, Xannifer can create a 2-inch diameter shard pic energy that lasts for 1 round per entropomancer level. of entropy which she can move up to 30 feet as a standard The field extends in a 5-foot per entropomancer level radius, action. The shard deals 3d6 points of damage to objects, centered on
the entropomancer. All magical healing auto- bypassing the object’s hardness. Xannifer must make a matically fails within the entropic field. It takes the entropo- ranged touch attack to hit a creature, and if successful the mancer a standard action to dismiss the entropic field. shard deals 3d6 points of
damage (Fortitude half, DC 16). The shard appears in any square adjacent to Xannifer when At 5th level, the entropic field becomes strong enough it is created, and it can be used to attack on the round it is to warp the laws of probability. Once per round, as a free formed. See prestige class power entry
for more details. action, the entropomancer can force a character within the field (including herself) to reroll an attack, save, or check. Half-Elf Traits: Half-elves have immunity to magic sleep The entropomancer demands the reroll after she knows effects. For all effects related to race, a half-elf is
considered whether the attack, save, or check succeeded or failed, but an elf. before the exact consequences have been calculated and applied. The result of the reroll takes precedence, even if it's Cleric Spells Prepared (6/6/5/5/4; save DC 13 + spell level): worse than the original roll. 0—detect magic
(3), guidance, light (2); 1st—bless, detect evil, divine weapon, magic weapon, entropic shieldD, shield of faith; At 7th level, the entropic field causes wounds created 2nd—identifyD, bear’s endurance, hold person (2), sound burst; within it to continue bleeding, dealing an additional 1 3rd—dispel magicD
(2), invisibility purge, protection from point of damage per round thereafter (at the end of the energy, searing light; 4th—greater magic weapon, freedom of entropomancer’s turn) as long as they remain within the movementD, divine power, greater magic weapon. entropic field. A successful Heal check
(DC 15) stops the bleeding. If multiple wounds are suffered, then the creature D Domain spell. Domains: Luck (reroll one die roll 1/day), takes 1 point of damage per wound. The entropomancer is Magic (use magic items as 2nd-level wizard). subject to the bleeding effect. Possessions: +2 full plate, +2
heavy steel shield, +2 scimitar, mas- terwork light crossbow, 10 bolts, 3 potions of fly.38EVANGELIST and seek to enforce their will upon others. While a good CHAPTER 2 evangelist may use his abilities to sway or even convertEvangelists travel the world proclaiming their devotion to a others to his
belief system, those who follow the path of PRESTIGEpatrticular deity, pantheon, or religious doctrine. They seek evil tend to intimidate and dominate others.to convert others to their way of thinking and to spread their CLASSESword throughout the land. All races and cultures have evan- Adaptation:
Bards who revere St. Cuthbert (described ingelists of one type or another. Most evangelists come from Chapter 5) sometimes become inspiring or terrifying evan- Illus. by J. Jarvisthe charismatic laity of a culture. They do not possess the gelists. Any deity that inspires particular zealousness in hislearning
or perhaps temperament to be spellcasting clerics followers or who sponsors active efforts to increase the sizebut have found other ways to proselytize. Those who wor- of the faith would make a good patron for an evangelist.ship deities often find themselves working in cooperationwith clerics of the same
faith while those who simply evan- Hit Die: d6.gelize a particular belief—even one embraced by a deity orpantheon—can find themselves at odds with even those of REQUIREMENTStheir own alignment. An evangelist is often a leader and, insome ways, a loner. Even though his abilities strengthen his To
gualify to become an evangelist, a character must fulfillallies, he stands apart. all the following criteria. While clerics and even druids can make powerful evan- Alignment: An evangelist has the same alignmentgelists, few trade in their spellcasting abilities for the power restrictions as a cleric of a particular
deity.this prestige class offers. Bards, naturally charismatic, mayfind religion and become evangelists. Rogues can also Skills: Bluff 8 ranks, Gather Information 5benefit from this class. A few paladins, particularly ranks, Knowledge (religion) 5 ranks, Performthose who seek to convert evil to good (rather
than (oratory) 6 ranks, Sense Motive 5 ranks.simply destroying evil), may set their feet uponthis path. Gnomes, halflings, and humans tend Feats: Negotiator or Persuasive.towardevan- CLASS SKILLSgelismmore The evangelist’s class skills (and the keythan ability for each skill) are Bluff (Cha),most
other races.The half-races, both Craft (Int), Diplomacyhalf-elves and half- (Cha), Disguise (Cha),orcs, can find pur- Escape Artist (Dex), Intimidatepose along this (Cha), Knowledge (all skills,path, though taken individually) (Int), Listenit is a strange (Wis), Perform (Cha), Professionhalf-orc that (Wis),
Sense Motive (Wis), andcan follow Speak Language (n/a). See Chapterit success- 4 of the Player’'s Handbook for skillfully. Elves often dis- descriptions.dain evangelists and Skill Points at Each Level: 6 +dwarves see them Int modifier.as busybodies ortroublemakers. Good evangelists bolsterand
strengthen their alliesand often see otherpeople as studentsor even a flockto be educatedor guided. Evilevangelistsview others asunenlightenedOrellen, an evangelist 39CHAPTER 2 Table 2—-10: The Evangelist Special feet in divine flame. Each beneficiary of this ability gains Base Great orator (inspire
the benefit of a fire shield spell. Use the evangelist’s level +5 PRESTIGE dread or inspire hope) to determine the caster level of the spell. The damage caused CLASSES Class Attack Fort Ref Will Fast talk by the spell is, however, purely divine and not subject to a Level Bonus Save Save Save Great
orator (inflame creature’s resistance or immunity to fire. 1st +0 +0 +0 +2 the righteous) Skill mastery This oratory requires a full-round action to perform and 2nd +1 +0 +0 +3 Great orator (convert requires concentration each round to continue the effect. 3rd +2 +1 +1 +3 the unfaithful) The effect lasts as
long as the evangelist speaks and for three rounds thereafter. 4th +3 +1 +1 +4 5th +3 +1 +1 +4 Convert the Unfaithful (Su): An evangelist of 5th level with at least 13 ranks in Perform (oratory) may attempt to convert CLASS FEATURES a single enemy within 30 feet. As a full-round action, the evangelist
delivers an impassioned speech on the righteous- The following are class features of the evangelist. ness of his beliefs to a single enemy, who must attempt a Weapon and Armor Proficiency: Evangelists gain no Will save (DC = 10 + class level + Cha mod). If the creature succeeds, it is shaken for one
round. If the creature fails its weapon or armor proficiencies. saving throw, it converts. Creatures with an alignment sub- Great Orator (Su): An evangelist can inspire, protect, type (such as angels and devils) are immune to this ability. and otherwise improve the situation of his allies simply A converted
creature is effectively charmed by the evan- by speaking clearly and being heard. This ability is similar gelist (similar to a charm monster spell). In addition, a con- to the bard’s bardic music ability (see page 29 of the Player’s verted creature temporarily assumes the alignment of the Handbook for a
complete description) and, indeed, evange- evangelist and acts accordingly. This may mean some of the list levels stack with bard levels to determine the strength creature’s class abilities, spells, or other abilities are unavail- of known bard songs. For example, a bard 3/evangelist 5 able to it for the
duration of the spell (a paladin converted improves his inspire competence ability, but does not gain to something other than lawful good, for example, loses her any new bard abilities. He could use bardic music to convert class abilities for the duration). the unfaithful, countersong, fascinate, inspire the
righteous, inspire courage +2, inspire dread or inspire hope, but would When the duration elapses, the creature then has a choice: not gain the inspire competence, inspire greatness, or sug- It can continue to act according to its new alignment, or gestion abilities. Alternately, a bard 7/evangelist 1 would
be it can shift back. If the creature chooses to permanently able to use bardic music to countersong, fascinate, inspire change its alignment to the evangelist’s, it acts as if a cleric competence, inspire courage +2, inspire dread or inspire of the appropriate alignment had cast atonement on it. If hope, and
suggestion. Evangelist oratory abilities function in the creature chooses to change back, it must make another exactly the same manner as bardic music except the evange- saving throw (with the same save DC as before). If it fails list must speak loudly and clearly, rather than sing or play this saving throw
its alignment changes back but it needs an instrument. an atonement spell to gain back any abilities it lost due to its temporary alignment change. Inspire Dread (Su): An evil evangelist with 9 or more ranks in Perform (oratory) can inspire hopelessness in all enemies Fast Talk (Ex): At 2nd level, the
evangelist knows within 30 feet. This ability imposes a —4 penalty on Will the right thing to say at the right time. He may make a saves on all enemies within 30 feet of the evangelist. Deliv- rushed Diplomacy check as a full-round action at only a -5 ering this oratory requires a full-round action to activate
penalty. and requires concentration each round to continue the effect. The effect lasts as long as the evangelist speaks and Skill Mastery (Ex): At 4th level, the evangelist becomes for 3 rounds thereafter. Inspire dread is a mind-affecting so certain in the use of certain skills that he can use them ability.
reliably even under adverse conditions. Upon gaining this ability, the evangelist selects a number of skills equal to 1 + Inspire Hope (Su): A good or neutral evangelist with 9 his Intelligence modifier (minimum of 1) from the follow- or more ranks in Perform (oratory) can inspire spiritual ing list: Bluff,
Diplomacy, Disguise, Intimidate, and Sense resilience in all allies within 30 feet. This ability gives the Motive. When making a skill check with one of the selected evangelist and all allies who can hear his oratory a +4 sacred skills, he may take 10 even if stress and distractions would bonus on Will saves.
Delivering this oratory requires a full- normally prevent him from doing so. round action to activate and requires concentration each round to continue the effect. The effect lasts as long as the SAMPLE EVANGELIST evangelist speaks and for three rounds thereafter. Inspire hope is a mind-affecting ability.
Orellen: Male half-elf bard 5/evangelist 3; CR 8; Medium humanoid (elf); HD 5d6+5 plus 3d6+3; hp 38; Init +2; Spd Inflame the Righteous (Su): An evangelist of 3rd level or 30 ft.; AC 14, touch 13, flat-footed 12; Base Atk +5; Grp +6; higher with 11 or more ranks in Perform (oratory) can use Atk +8 melee
(1d6+1/18-20, masterwork rapier); Full Atk this ability to wreath himself and any of his allies within 3040+8 melee (1d6+1/18—-20, masterwork rapier) SA spells; SQ The effect lasts as long as the evangelist speaks and for three CHAPTER 2bardic knowledge +5, bardic music 5/day (countersong, fas-
rounds thereafter.cinate, inspire competence, inspire courage), fast talk, great PRESTIGEorator 3/day (inspire hope, inflame the righteous), half-elf Half-EIf Traits: Half-elves have immunity to magictraits, immunity to magic sleep effects, low-light vision; AL sleep effects. For all effects related to race, a
half-elf is con- CLASSESCN; SV Fort +3, Ref +7, Will +6; Str 13, Dex 14, Con 12, Int sidered an elf.10, Wis 8, Cha 19. Bard Spells Known (3/4/2; save DC 14+spell level): 0—daze, Skills and Feats: Bluff +15, Concentration +9, Diplomacy detect magic, ghost sound, mage hand, message, read magic; 1st
—+21, Disguise +4, Gather Information +14, Intimidate +6, charm person, cure light wounds, expeditious retreat, Tasha’s hid-Knowledge (religion) +5, Listen +0, Perform (oratory) +18, eous laughter; 2nd—cat’s grace, hold person, invisibility.Search +1, Sense Motive +12, Spellcraft +3, Spot +0; Negotia-
tor, Skill Focus (Perform [oratory]), Weapon Finesse. Possessions: Ring of protection +1, bracers of armor +1, master- work rapier, cloak of Charisma +2, potion of fly, scroll of charm Bardic Music: Orellen can use bardic music five times monster, wand of cure light wounds (25 charges), holy water (4),per
day. silver holy symbol of Pelor, courtier’s outfit, spell compo- nent pouch, 95 gp. Countersong (Su):Orellen can counter magical effects thatdepend on sound by making a Perform check for each round GEOMANCERof countersong. Any creature within 30 feet of the bard whois affected by a sonic or
language-dependent magical attack The cleric reaches out to a higher power. The wizard trustsmay use the bard’s Perform check result in place of his or her only in eldritch tomes. The druid looks to nature for hersaving throw if desired. Countersong lasts for 10 rounds. spells. To the geomancer,
however, all magic is the same. Fascinate (Sp): Orellen can cause up to three creatures Geomancy is the art of channeling magical energy fromwithin 90 feet that can see and hear him to become fasci- many sources through the land itself. A geomancer maynated with him (sit quietly, —4 penalty on skill
checks made research like a wizard, pray like a cleric, or sing like a bard,as reactions, such as Listen and Spot checks). His Perform but he casts spells as only a geomancer can. In the area hecheck result is the DC for the opponents’ Will saves. Any calls home (be it high on a mountain, deep in a forest,
orobvious threat breaks the effect. Fascination lasts up to 8 even beneath an ocean) he weaves ley lines—powerfulrounds. connections to the land itself. The spells he casts through these connections with the earth are reflections of his own Inspire Competence (Su): An ally within 30 feet who can
strength of will. As the geomancer progresses, however, thesee and hear Orellen gets a +2 competence bonus on skill effort of gathering magic through the earth takes a physicalchecks with a particular skill for as long as he can hear the toll on him, making him more and more like the land andmusic.
Inspire competence lasts for up to 20 rounds. its creatures. Inspire Courage (Su): Allies (including the bard) who can Only characters with more than one spellicasting classhear Orellen receive a +1 morale bonus on saves against can become geomancers. The most popular combinationscharm and fear
effects and a +1 morale bonus on attack and are druid/sorcerer and druid/wizard. Clerics with arcaneweapon damage rolls. The effect lasts for 5 rounds after the spellcasting ability can also qualify; those with access toally can no longer hear Orellen. the Plant or Animal domain are the most likely to
consider this path. A bard or a ranger who picks up a second, more Fast Talk (Ex): Orellen may make a rushed Diplomacy focused spellcasting class can also adopt this lifestyle.check as a full-round action at only a -5 penalty. Adaptation: This prestige class is easy to customize Great Orator: Orellen
can use the great orator special by making the spellcasting requirements more specific ifability three times per day. you're looking for particular combinations. And a good way to incorporate the flavor of your world into this class is to Inspire Hope (Su): This ability gives the evangelist and all create drift
choices that mimic the creatures prevalent inallies within 30 feet who can hear his oratory a +4 sacred your campaign.bonus on Will saves. Delivering this oratory requires afull-round action to activate and requires concentration Hit Die: d6.each round to continue the effect. The effect lasts as long
asOrellen speaks and for three rounds thereafter. Inspire hope REQUIREMENTSIis a mind-affecting ability. To qualify as a geomancer, a character must fulfill the fol- Inflame the Righteous (Su): Orellen can use this ability to lowing criteria.wreath himself and any of his allies within 30 feet in divineflame.
Each beneficiary of this ability gains the benefit of Skills: Knowledge (arcana) 6 ranks, Knowledge (nature)a fire shield spell (caster level 8). The damage caused by the 6 ranks.spell is, however, purely divine and not subject to a creature’sresistance or immunity to fire. Spells: Able to cast 2nd-level arcane
spells and 2nd-level divine spells. This oratory requires a full-round action to perform andrequires concentration each round to continue the effect. 41CLASS SKILLS he can mix or match spellcasting parameters from any of The geomancer’s class skills (and the key ability for each his classes to gain the
maximum possible advantage for any skill) are Climb (Str), Concentration (Con), Craft (any) (Int), spell with a spell level equal to or less than his spell versatil- Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Knowl- ity score. Thus, as a 4th-level geomancer, he can cast any of edge (arcana) (Int),
Knowledge (geography) (Int), Knowledge his 3rd-level or lower sorcerer/wizard spells with no chance (nature) (Int), Scry (Int), Spellcraft (Int), Survival (Wis), and of arcane spell failure from armor. (The druidic prohibition Swim (Str). See Chapter 4 of the Player’s Handbook for skill against metal armor still
applies to druid/geomancers, how- descriptions. ever, since this strictureCHAPTER 2 Skill Points at Each stems from a spiritual PRESTIGE Level: 4 + Int modifier. oath rather than a prac- CLASSES Rendela, a geomancer tical limitation.) The geo- mancer may use his Wisdom CLASS FEATURES All of
the following are modifier to set the save class features of the geo- DC for arcane spells, or mancer prestige class. his Charisma or Intel- Weapon and Armor Pro- ligence modifier (whichever ficiency: Geomancers gain no he would normally use for weapon or armor proficiencies. arcane spells) to set the
save DC Spells per Day/Spells Known: for divine spells. If a spell requires At each geomancer level, the charac- either an arcane material component ter gains new spells per day (and spells or a divine focus, he may use either. A known, if applicable) as if he had also cleric/geomancer who also has
levels of gained a level in a spellcasting class to wizard, sorcerer, or bard can spontane- Illus. by F. Vohwinkel which he belonged before adding the ously convert any prepared arcane or prestige class. He does not, however, divine spell (except a domain spell) of gain any other benefit a character an
appropriate level into a cure or inflict of that class would have gained spell of equal or lower level, though he (additional wild shape options, must be capable of casting the latter as metamagic or item creation feats, a cleric. or the like). Since the character Drift: The character slowly becomes had more
than one spellcast- closer to nature. At each geomancer ing class before becoming a level, choose a drift from the appropri- geomancer, the player must ate stage (see Drift, below). decide to which class to add each Ley Lines: At 2nd level, the geo- geomancer level for determining mancer learns to
create magical connec- spells per day and spells known. tions with a specific type of terrain. Choose one Spell Versatility: At 1st level, the of the following terrain types: aquatic, desert, geomancer learns to blend divine forest, hills, marsh, mountains, or plains. In that and arcane magic. He still terrain, the
geomancer’s effective caster acquires and prepares his spells level for all spells increases by +1. At 6th in the normal manner for his level and again at 10th level, the character individual spellcasting classes. may either choose a new terrain in which When he casts them, however, to receive the benefit
(at +1), or increase his Table 2—-11: The Geomancer Class Base Fort Ref Will Level Attack Bonus Save Save Save Special Spells per Day/Spells Known Drift 1, spell versatility O +1 level of existing class 1st +0 +2 +0 +2 Drift 1, ley lines +1, spell versatility 1 +1 level of existing class Drift 2, spell versatility
2 +1 level of existing class 2nd +1 +3 +0 +3 Drift 2, spell versatility 3 +1 level of existing class Drift 3, spell versatility 4 +1 level of existing class 3rd +2 +3 +1 +3 Drift 3, ley lines +2, spell versatility 5 +1 level of existing class Drift 4, spell versatility 6 +1 level of existing class 4th +3 +4 +1 +4 Drift 4, spell
versatility 7 +1 level of existing class Drift 5, spell versatility 8 +1 level of existing class 5th +3 +4 +1 +4 Dirift 5, ley lines +3, spell versatility 9 +1 level of existing class 6th +4 +5 +2 +5 7th +5 +5 +2 +5 8th +6 +6 +2 +6 9th +6 +6 +3 +6 10th +7 +7 +3 +742effective caster level in a previously chosen terrain by
an You become as swift as an elk. (Your land speed increases CHAPTER 2 additional +1. by +5 feet.) PRESTIGEDrift You become as comely as a dryad. (You gain a +4 bonus on Drift is a gradual devolution into some other natural form. Diplomacy checks.) CLASSES Those who experience this
phenomenon gain attributes of animals and plants as time goes by. Geomancers experience You become as graceful as a cat. (You gain a +4 bonus on drift at every level. As a variant rule, high-level druids who Balance checks.) spend all their lives away from civilization may also experi- ence drift at the
Dungeon Master’s discretion—perhaps You sprout leaves and become photosynthetic. (You can once every ten years. subsist on 1 hour/day of sunlight in lieu of food, Drift is divided into stages. You must choose one drift though you still require the same amount of water from stage 1 the first time you
experience the phenomenon. as before.) Your second drift must also be from stage 1. Thereafter, you may choose from a higher stage only after you have acquired Your blood flows as slowly as tree sap. The speed at which at least two drifts from the previous stage. For example, a progressive damage,
such as that from wounding or stage 4 drift may be chosen only after you have at least two decomposition (see Chapter 7), affects you is halved. stage 1 drifts, two stage 2 drifts, and two stage 3 drifts. You may, however, choose drifts from stages below your maxi- Your eyes become as sharp as a rat’s.
(You gain low-light mum whenever you wish. For example, you if you have two vision.) stage 1 drifts, you may choose a third stage 1 rather than a stage 2, if desired. Your skin adapts like that of an octopus. (You can change Stage 1 drifts have no game effect. Each drift of stage color to blend with your
surroundings, gaining a +4 2 and beyond grants a permanent extraordinary ability. bonus on Hide checks.) Natural attacks allow for Strength bonuses on damage rolls, except in the case of poison and acid. The damage values Stage 3 given for natural attacks are for Medium creatures. To adjust Deer
antlers grow from your forehead. (You gain a gore for Small or Large creatures, use the following table. attack for 1d6 points of damage.) Thorns grow on your body. (Your unarmed attacks doNatural Weapon Damage by Size piercing damage, and those striking you with natu- ral weapons take 1d3 points
of piercing damage perSmall Medium Large successful hit.) 1d4 You can constrict like a snake. (You deal 1d3 points of1d2 1d3 1d6 damage with a successful grapple check against a 1d8 creature of your size category or smaller.)1d3 1d4 2d6 You can spin a web like a spider. (You can use your web 2d6
to snare prey as described in the monstrous spiderld4 1d6 entry in the Monster Manual, but you cannot attack with it.)1d6 1d8 You sprout fish gills. (You can breathe both water and air.)1d6 2d4 Your eyes become as sharp as an eagle’s. (You gain a +4 bonus on Spot checks in daylight.)Stage 1 Your
eyes become as sharp as an owl’s. (You gain a +4 Leopard spots appear on your body. bonus on Spot checks in dusk and darkness.) You grow a cat’s tail. Your fingers grow hawklike talons. (You gain Weapon You sprout feathers (but not wings). Finesse and can make two claw attacks per round for
Your eyebrows become green and bushy. 1d3 points of damage each.) Your hair becomes a tangle of short vines. Your mouth extends like a crocodile’s. (You gain a bite Light, downy fur covers your skin. attack for 1d6 points of damage.) Your skin turns green and scaly. Your toes grow lionlike claws.
(You can make two rake Your touch causes flowers to wilt. attacks for 1d4 points of damage each if you gain a Your voice sounds like a dog’s, though it is still intel- hold on your target.) ligible. Zebra stripes appear on your body. Stage 4 You grow an acid stinger like that of a giant ant. (You canStage 2
sting for 1d4 points of piercing damage + 1d4 points A small camel’s hump grows on your back. (You can go of acid damage.) without water for up to five days.) You can trip like a wolf. (If you hit with a natural attack, You grow a coat of white fur like a polar bear’s. (You gain you can attempt to trip your
target as a free action; see a +8 bonus on Hide checks in snowy areas.) the Wolf entry, page 283 of the Monster Manual.) The pads of your feet become sticky, like those of a lizard. You can rage similar to a wolverine. (If you take damage, (You gain a +4 bonus on Climb checks.) you rage as a 1st-level
barbarian—see Barbarian 43CHAPTER 2 entry, page 25 of the Player's Handbook—or gain +1 DC is 10 + 1/2 your character level + your Strength effective level of any class you have that grants rage as modifier.) PRESTIGE a class feature, but only for determining the benefits You can move like a
cheetah. (Once per hour, you can CLASSES of rage.) take a charge action to move ten times your normal You gain a boar’s ferocity. (You continue to fight without speed.) penalty even while disabled or dying.) Your skin becomes tree bark. (You gain a +1 natural armor You can grab like a bear. (You
gain the improved grab abil- bonus to AC.) ity as described on page 310 of the Monster Manual.) You can pounce like a leopard. (If you leap on a foe SAMPLE GEOMANCER in the first round of combat, you can make a full attack action even if you have already taken a move Rendela: Male human cleric
3/wizard 3/geomancer action.) 9; CR 15; Medium humanoid; HD 3d8+3 plus 3d4+3 plus Your hands become as strong as a gorilla’s. (You gain a +2 9d6+3; hp 71; Init +5; Spd 25 ft., base speed 35 ft., fly 40 ft., bonus on Strength checks to break objects.) base speed 60 ft. (average); AC 25, touch 13, flat-
footed 24; Your jaw becomes as powerful as a weasel’s. (You can Base Atk +9; Grp +9; Atk +9 melee (1d3, talons); Full Atk attach to an opponent with a successful bite and +9/+9 (1d3, talons); SA spells; SQ drift, familiar, familiar inflict 1d3 points of damage per round until unat- benefits (Alertness,
empathic link, share spells), ley lines tached. However, you lose your Dexterity bonus to +2, low-light vision, scent 30 ft., spell versatility 8; AL NE; AC while attached.) SV Fort +12, Ref +9, Will +17; Str 10, Dex 13, Con 12, Int 22, You can fire an ink cloud as a squid does. (In water, you Wis 14, Cha 8. can
emit a cloud of jet-black ink 10 feet on a side once per minute as a free action; this provides total Skills and Feats: Concentration +19, Diplomacy +9, Heal concealment and those within the cloud suffer the +8, Knowledge (arcana) +12, Knowledge (nature) +23, effects of total darkness.) Knowledge
(religion) +12, Listen +16*, Spellcraft +26, Spot Your nose becomes as sensitive as a hound’s. You gain +13*, Survival +11; Combat Casting, Dodge, Empower Spell, scent out to a range of 30-ft. Scent is described on Improved Initiative, Iron Will, Quicken Spell, Scribe page 314 of the Monster Manual.
ScrollB, Spell Focus (enchantment), Weapon FinesseB. Stage 5 You grow a unicorn horn. (You gain a +4 bonus on For- Familiar: Rendela has a bat familiar named Hob. The titude saves against poison and a gore attack for 1d8 familiar uses the better of its own and Rendela’s base save points of



damage.) bonuses. The creature’s abilities and characteristics are sum- Feathered or batlike wings grow from your back. (You marized below. gain a fly speed of 60 feet.) You can curl into a spiny ball like a hedgehog. (When Hob: CR —; Diminutive animal; HD 3; hp 35; Init +2; curled, you gain a +4
natural armor bonus to AC, but Spd 5 ft., fly 40 ft. (good); AC 18, touch 16, flat-footed you may not move or attack. Curling or uncurling is 16; Base Atk +9; Grp —8; Atk —; Full Atk —; SA —; SQ a standard action.) blindsense 20 ft., deliver touch spells, improved evasion, You are as graceful as a pixie.
(You gain a +2 bonus on low-light vision; AL NE; SV Fort +10, Ref +7, Will +14; Reflex saves.) Str 1, Dex 15, Con 10, Int 7; Wis 14, Cha 4. You gain the tremorsense of an earthworm. (You can sense anything in contact with the ground within Skills and Feats: Concentration +18; Diplomacy +7; 30 feet of
you.) Heal +8; Hide +14, Knowledge (arcana) +4, Knowledge Your canine teeth exude poison. (If you hit with a bite (nature) +13, Knowledge (religion) +4, Listen +13*, Move attack, your target must make a Fortitude save (DC 10 Silently +6, Spellcraft +16, Spot +13*, Survival +11; Alert- + 1/2 your
character level + your Constitution modi- ness. fier) against poison. Initial damage is 1d2 points of temporary Dexterity damage; secondary damage is *A bat has a +4 racial bonus on Spot and Listen checks. 1d4 points of temporary Dexterity damage.) These bonuses are lost if its blindsense is negated.
Your senses become as sharp as a bat’s. You gain blind- sense out to 30 feet, as described on page 306 of the Blindsense (Ex): A bat pinpoints creatures within Monster Manual. 20 feet. Blindsense does not reduce or negate conceal- Your feet extend to elephantine width. (You gain the ment. trample
ability as described in the introduction of the Monster Manual. Your trample attack does 2d4 Improved Evasion (Ex): When subjected to an points of bludgeoning damage, and the Reflex save attack that normally allows a Reflex saving throw for half damage, a bat takes no damage if it makes a successful
saving throw and half damage if the saving throw fails. Drift: Rendela has acquired nine drift traits: hair is a tangle of short vines, voice sounds like a dog'’s, +5 feet of land speed, low-light vision, +4 Spot in dusk and darkness, hawklike talons (two attacks for 1d3 damage each), scent, ferocity (continue to
fight without penalty while disabled or dying), batlike wings.44Familiar Benefits: Rendela gains special benefits from HOLY LIBERATOR CHAPTER 2having a familiar. This creature grants Rendela a +3 bonuson Listen checks (included in the above statistics). The holy liberator is a holy warrior, a distant
cousin of the PRESTIGE paladin, who is dedicated to overthrowing tyranny wher- Alertness (Ex): *Hob grants its master Alertness as long as ever it may be found. These champions of freedom and CLASSESit is within 5 feet. equality are strong-willed, independent-minded, and vir- tuous. They
particularly direct their efforts against lawful Empathic Link (Su): Rendela can communicate telepathi- evil societies (dictatorships or plutocracies), slaveholderscally with its familiar at a distance of up to 1 mile. The and slave traders, and powerful, corrupt governments, butmaster has the same connection
to an item or a place that they also recognize the possibility for tyranny even in athe familiar does. state of anarchy (where strong individuals may impose their will on people weaker than they). Share Spells (Su): Rendela may have any spell he casts on him-self also affect his familiar if the latter is within 5
feet at the Members of all classes—with the prominent exception oftime. He may also cast a spell a target of “You” on his familiar. monks—are often drawn to the holy liberator prestige class. Chaotic good fighters and rangers are natural holy libera- Empathic Link (Su): Rendela can communicate tele-
tors, augmenting their already significant combat abilitiespathically with its familiar at a distance of up to 1 mile. The with the holy powers of the prestige class. Many clerics aremaster has the same connection to an item or a place that the also drawn to become holy liberators—particularly chaoticfamiliar
does. clerics of Pelor and certain clerics of Kord. Many rogues also adopt the holy liberator class, working with stealth and steel Ley Lines +2: Rendela’s caster level increases by 2 when for the cause of freedom.in forests. His cleric caster level is 5th and his wizard casterlevel is 14th in forests. NPC holy
liberators are usually loners, though they may organize rebellious forces in a tyrannical nation. Scent (Ex): Rendala can detect approaching enemies, They often have powerful celestial allies, from celestialsniff out hidden foes, and track by sense of smell. animals to ghaele eladrins, assisting their cause,
but tend to work in a loose network rather than a structured or Spell Versatility 8: When Rendela casts spells, he can close association. Just as holy liberators rarely acceptmix or match spellcasting parameters from cleric and wizard orders from anyone, they are loath to give them, choosingto gain the
maximum possible advantage for any spell. If a to form alliances and friendships rather than manipulatespell requires either an arcane material component or a minions or servants.divine focus, he may use either. He can spontaneously con-vert any prepared spell of up to 2nd level (except a domain
Adaptation: In your campaign, holy liberators mayspell) into a cure or inflict spell of equal or lower level. wander the planes seeking out slavers to destroy, or they may be the sponsors of a rebellion against a particularly Cleric Spells Prepared (4/4/3; save DC 16 + spell level): 0— harsh government. Holy
liberators can act much like gue-cure minor wounds (4); 1st—cure light wounds (3), protection rillas, training and exhorting the local populace to resistfrom goodD; 2nd—augury, bear’s endurance, detect thoughtsD. tyrannical rule. D Domain spell. Domains: Evil (cast evil spells at +1 caster Hit Die:
d10.level), Knowledge (cast divination spells at +1 caster level;all Knowledge skills are class skills). Caster level 5th (3rd REQUIREMENTSoutside forests). To qualify to become a holy liberator, a character must fulfill Wizard Spells Prepared (4/5/5/5/4/4/3; save DC 16 + spell all the following criteria.level,
or 17 + spell level for enchantments): 0—detect magic(2), light (2); 1st—charm person, color spray (2), magic missile, Alignment: Chaotic good.shield; 2nd—see invisibility (2), Tasha’s hideous laughter, web (2); Base Attack Bonus: +5.3rd—fireball (2), lightning bolt, empowered magic missile, pro- Skills:
Diplomacy 5 ranks, Sense Motive 5 ranks.tection from energy; 4th—confusion (2), greater invisibility (2); Feat: Iron Will.5th—dominate person, quickened magic missile (3); 6th—dis-integrate, greater dispel magic, quickened invisibility. CLASS SKILLS Spellbook: 0—all; 1st—charm person, color spray,
disguise The holy liberator’s class skills (and the key ability for eachself, expeditious retreat, mage armor, magic missile, shield; 2nd— skill) are Concentration (Con), Craft (Int), Diplomacy (Cha),invisibility, see invisibility, Tasha’s hideous laughter, web; Handle Animal (Cha), Heal (Wis), Intimidate (Cha),
Knowl-3rd—dispel magic, fireball, lightning bolt, protection from edge (religion) (Int), Profession (Wis), Ride (Dex), and Senseenergy; 4th—charm monster, confusion, dimensional anchor, Motive (Wis). See Chapter 4 of the Player's Handbook for skillgreater invisibility; 5th—dominate person, hold monster,
send- descriptions.ing, teleport; 6th—antimagic field, disintegrate, greater dispelmagic, true seeing. Skill Points at Each Level: 2 + Int modifier. Possessions: +2 mithral full plate, amulet of natural armor +2,ring of protection +2, cloak of resistance +1, headband of intellect+4, lesser rod of metamagic
empower, wand of cure light wounds (25charges), scroll of teleport, wooden holy symbol of Vecna. 45CLASS FEATURES with one normal melee attack. He adds his Charisma modi- All of the following are class features of the holy liberator fier (if positive) to his attack roll and deals 1 extra point of
prestige class. damage per class level. For example, a 9th-level holy liberator Weapon and Armor Proficiency: Holy liberators are armed with a longsword would deal 1d8+9 points of damage, proficient with all simple and martial weapons, with all plus any additional bonuses for high Strength or magical
types of armor, and with shields. effects that normally Spells per Day: A holy liberator has the ability to apply. If the holy lib- cast a small number of divine spells. To cast a spell, erator accidentalyfCHAPTER 2 the holy liberator must have a Wisdom score of smites a creature PRESTIGE at least 10 + the
spell’s level, so a holy liberator that is not evil, CLASSES with a Wisdom of 10 or lower cannot cast these the smite has spells. Holy liberator bonus spells are based no effect but on Wisdom, and saving throws against these it is still used up spells have a DC of 10 + spell level + the holy for that day.
liberator's Wisdom modifier. When the At 5th level, the holy liberator gets 0 spells of a given level, holy liberator may such as 0 1st-level spells at 1st level, he gets smite evil twice per only bonus spells. (A holy liberator with- day, and at 10th level out a bonus spell for that level cannot yet three times per
day. cast a spell of that level.) Remove Fatigue (Su): A holy liberator of 2nd The holy liberator uses the paladin spell level or higher can eliminate fatigue in any crea- list, with a few changes. The holy libera- ture he touches. Using this ability is a standard llllus. by F. Vohwinkel tor’s spell list does not
include any spells action; the holy liberator may use it a number with the law descriptor. The following of times per day equal to 3 + his Charisma spells are added to the holy liberator's modifier. spell list: 1st—protection from law; Aura of Resolve (EX): Beginning at 3rd 2nd—heroism; 3rd—magic circle
against level, the holy liberator gains immunity to law; 4th—dispel law, freedom of move- all charm and compulsion effects. His mind ment. A holy liberator prepares and is his own, and no other creature can control casts spells just as a cleric does (though his thoughts or actions. Each ally within 10 the
liberator cannot spontaneously cast feet of him gains a +4 morale bonus on cure or inflict spells). saving throws against charm or Aura of Good (Ex): The power of a compulsion effects. This holy liberator’'s aura of good (see the ability functions detect good spell) is equal to his class while the holy level
plus his cleric level, if any. liberator is con- Detect Evil (Sp): The holy libera- scious, but not if he is uncon- tor can use detect evil as a spell-like scious or dead. ability at will. Divine Grace (Su): A Smite Evil (Su): Once holy liberator of 4th per day, a holy liberator level or higher applies may attempt to smite
evil Shallas the Headstrong, a holy liberator Table 2—12: The Holy Liberator Class Base Fort Ref Will Spells per Day Level Attack Bonus Save Save Save Special 1st 2nd 3rd 4th Aura of good, detect evil, smite evil 1/day 1st +1 +2 +0 +0 Remove fatigue O — Aura of resolve 2nd +2 +3 +0 +0 Break
enchantment 1/week, divine grace 1 —— — Smite evil 2/day 3rd +3 +3 +1 +1 Celestial companion 1 0—— — 4th +4 +4 +1 +1 Break enchantment 2/week 1 1—— — 5th +5 +4 +1 +1 Smite evil 3/day 110 — 6th +6 +5 +2 +2 111 — 7th +7 +5 +2 +2 211 0 8th +8 +6 +2 +2 211 1 9th +9 +6 +3 +2 221 1 10th
+10 +7 +3 +3 222 146his Charisma modifier (if positive) as a bonus on all saving Treat the companion as a special mount for the purpose of CHAPTER 2throws. spells that specifically affect a paladin’s special mount (such as heal mount). PRESTIGE Break Enchantment (Sp): Beginning at 4th level, a
holyliberator can use break enchantment once per week. He can Code of Conduct: Holy liberators must be of chaotic CLASSESuse this ability twice per week at 8th level. good alignment and lose all special class abilities if they ever willingly commit an act of evil. True to their alignment, Celestial
Companion (Sp): Upon reaching 6th level, a holy holy liberators have no more formalized code of conductliberator gains the service of a celestial companion (a cat, than that.eagle, hawk, warhorse, owl, pony, riding dog, or wolf) toserve him in his struggle against tyranny (see sidebar). The EX-PALADIN
LIBERATORScreature has the celestial template (see page 31 of the Mon-ster Manual). This creature may willingly act as a guardian It is not altogether uncommon for paladins to slip away from(such as a hawk), a helper (such as a cat), or a mount (such as the unswerving path of law in their overriding
guest fora horse). good and become holy liberators. For the most part, the ex- paladin who adopts the holy liberator class does not regain Once per day, as a full-round action, a holy liberator may any of his lost paladin abilities. However, the character'smagically call his companion from the celestial
realms in paladin levels stack with holy liberator levels for the pur-which it resides. The companion immediately appears pose of determining caster level for holy liberator spells andadjacent to the holy liberator and remains for 2 hours per for determining the power of his smite evil ability.holy liberator
level; it may be dismissed at any time as afree action. The companion is the same creature each time SAMPLE HOLY LIBERATORIt is summoned, though the holy liberator may release aparticular companion from service (if it has grown too Shallas the Headstrong: Male half-elf fighter 7/holyold to join her
struggle, for instance). Each time the com- liberator 6; CR 13; Medium humanoid (elf); HD 7d10+7panion is called, it appears in full health, regardless of any plus 6d10+6; hp 84; Init +0; Spd 30 ft.; AC 17 [7amr], touchdamage it may have taken previously. The companion also 10, flat-footed 17; Base Atk
+13; Grp +17; Atk +20 meleeappears wearing or carrying any gear it had when it was (1d8+10/17-20, +2 longsword); Full Atk +20/+15/+20 meleelast dismissed (including barding, saddle, and the like for (1d8+10/17-20, +2 longsword); SA smite evil 2/day; SQ auramounts). Calling the companion is a
conjuration (calling) of good, detect evil, remove fatigue 5/day, aura of resolve,effect. divine grace, break enchantment 1/week, celestial compan- ion; AL CG; SV Fort +16, Ref +9, Will +11; Str 18, Dex 10, Should the holy liberator's companion die, it imme- Con 12, Int 13, Wis 12, Cha 14.diately
disappears, leaving behind any equipment it wascarrying. The liberator may not call another companion Skills and Feats: Diplomacy +13, Intimidate +8, Jump +12,for thirty days or until he gains a liberator level, whichever Sense Motive +12; Cleave, Combat Expertise, Improvedcomes first, even if the
companion is somehow returned Critical (longsword)B, Improved DisarmB, Iron Will, Powerfrom the dead. During this thirty-day period, the liberator Attack, Quick Draw, Weapon Focus (longsword)B, Weapontakes a —1 penalty on attack and weapon damage rolls. Specialization (longsword)B.
Pg9gggqqaqqqqqqqaqqqarsCELESTIAL COMPANIONThe holy liberator’s celestial companion is superior to a normal animal of its type. It has the celestial template, as described in theMonster Manual. It further gains HD and special abilities based on the holy liberator’s character level (see the table).
NaturalCharacter Bonus Armor DexLevel HD Adj. Adj. Int Speciall2th or less +2 +1 +1 6 Empathic link, improved evasion, improved speed +10 ft., share saving throws, share spells13th—15th +4 +3 +2 7 Speak with holy liberator16th—18th +6 +5 +3 8 Blood bond, improved speed +20 ft.19th—20th +8 +7
+4 9 Spell resistanceSee the Paladin’s Mount sidebar in the Player's Handbook for definitions of the terms in this table, except as listed below.Dex Adj.: Add this figure to the companion’s Dexterity score.Improved Speed (Ex): The mount’s speed increases by 10 ft. if its liberator’s character level is 15th or
lower. If the liberator’s char-acter level is 16th or higher, the mount’s speed increases by a total of +20 feet.Blood Bond (Ex): The companion gains a +2 bonus on all attacks, checks, and saves if it withesses the holy liberator being threat-ened or harmed.Spell Resistance (Ex): A companion’s spell
resistance equals the liberator’s class level +10.pggqqgqggqgqqqqqqqqaqqqqqqrs 47CHAPTER 2 Spells Prepared (2/1; save DC 11 + spell level): 1st—bless REQUIREMENTS weapon, divine favor; 2nd—heroism. PRESTIGE To qualify to become a hospitaler, a character must fulfill all CLASSES Smite Evil
(Su): Shallas can attempt to smite evil with one the following criteria. normal melee attack. He adds +2 to his attack roll and deals 6 extra points of damage. Smiting a creature that is not evil Alignment: Any nonchaotic. has no effect but uses the ability for that day. Base Attack Bonus: +5. Skills: Handle
Animal 5 ranks, Ride 5 ranks. Aura of Good (Ex): Shallas’s aura of good (see the detect good Feats: Mounted Combat, Ride-By Attack. spell) is equal to that of a 6th-level cleric. Spells: Able to cast 1st-level divine spells. Remove Fatigue (Su): Touch eliminates fatigue as a stan- CLASS SKILLS dard
action. The hospitaler’s class skills (and the key ability for each Aura of Resolve (Ex): Shallas is immune to charm and com- skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), pulsion effects. Allies within 10 feet gain a +4 morale bonus Handle Animal (Cha), Heal (Wis), Knowledge (religion) on
saving throws against charm or compulsion effects. (Int), Profession (Wis), and Ride (Dex). See Chapter 4 of the Player’s Handbook for skill descriptions. Detect Evil (Sp): At will, as the spell of the same name. Divine Grace (Su): Shallas gains a bonus on saving throws Skill Points at Each Level: 2 + Int
modifier. equal to his Charisma bonus (already added above). Break Enchantment (Sp): As the spell of the same name, CLASS FEATURES 1/week. Celestial Companion (Sp): Shallas has a celestial eagle as his All of the following are class features of the hospitaler pres- companion. It functions as an
eagle with the celestial tem- tige class. plate, 4 extra Hit Dice, +3 natural armor, +2 Dexterity, 7 Int, improved evasion, and +10 ft. speed. Shallas has an empathic Weapon and Armor Proficiency: Hospitalers gain pro- link with the eagle and can share spells and saving throws ficiency with all simple and
martial weapons, with all types with it. He can call it from the celestial realms once per day of armor, and with shields. for up to 12 hours. The eagle can speak to Shallas. Possessions: +2 mithral chainmail, cloak of protection +3, +2 Lay on Hands (Su): A hospitaler with a Charisma score longsword,
gauntlets of ogre power +2, bracers of health +2. of 12 or higher can heal wounds by touch. Each day she can heal a total number of hit points of damage equal to her hos- HOSPITALER pitaler level times her Charisma modifier. A hospitaler may choose to divide her healing among multiple recipients,
and Hospitalers are a fighting force of necessity, sworn to pov- she doesn’t have to use it all at once. Using lay on hands is a erty, obedience, and the defense of those in their care. It is standard action. the duty of knights hospitaler to protect people traveling on religious pilgrimages. Over the years, this
single duty has If the hospitaler has this ability from another class, her expanded to include the construction and administration levels in those classes stack to determine the total number of hospitals and refugee facilities. of hit points of damage she can heal each day. Most hospitalers are paladins,
though rangers, fighter/ Spells per Day/Spells Known: A hospitaler continues clerics and even ranger/clerics often join the knights hos- advancing in divine spellcasting ability as well as learning pitaler as well. the skills of the hospitalers. Thus, when a new hospitaler level is gained (except for 1st, 5th, and
9th levels), the char- NPC hospitalers often travel in groups, usually with pil- acter gains new divine spells per day (and spells known, grims on their way to or from a site of particular importance if applicable) as if she had gained a level in the a divine to their faith. Hospitalers may be found running pilgrim
spellcasting class to which she belonged before adding the hostels, defending temple hospitals, or standing vigil over prestige class level. She does not, however, gain any other religious relics and sites. They seldom go on quests or adven- benefit a character of that class would have gained (improved
tures except to rescue endangered pilgrims or to recover chance of controlling or rebuking undead, greater damage relics or sites from heretics and unbelievers. with the smite evil ability, and so on). If the character had more than one divine spellcasting class before becoming a Adaptation: Hospitalers do
battle against suffering and hospitaler, the player must decide to which class to add each pain wherever they find it. In your campaign, large cities hospitaler level for the purposes of determining spells per may house masses of beggars who are seen to by itinerant day and spells known. hospitalers. A
small village may also house a hospitaler who serves as a doctor of sorts to those who need his attention. Bonus Feat: At the indicated levels, a hospitaler may An entire force of hospitalers may gather together in order take a bonus feat. These feats are drawn from the feats des- to fight an evil dragon
and then remain afterwards to care ignated as fighter bonus feats (in the Player's Handbook and for the local townsfolk injured during the battle. elsewhere). Hit Die: d8. Remove Disease (Sp): Beginning at 3rd level, a hospitaler can use remove disease as a spell-like ability once per week. At 7th level and
higher, she can use this ability twice per week.48Code of Conduct: Hospitalers take an oath of poverty, abilities. The path of the hospitaler, like that of the paladin, CHAPTER 2 obedience, and defense of those in their care. This does not requires a constant heart. Once you have turned off the mean that
hospitalers live mean, penny-pinching lives. They path, you may never return. PRESTIGE share their wealth among themselves and give any excess to their order. Obedience is not related to character or social SAMPLE HOSPITALER CLASSES rank, but rather to position assigned within the order, and
often changes with the situation. Regardless of their relative Rowena: Female human paladin 5/hospitaler 2; CR 7; lllus. by F. Vohwinkel ranks, all hospitalers defer to the head of a facility while on Medium humanoid; HD 5d10 plus 2d8; hp 36; Init +1; Spd the grounds. Hospitalers must be willing to lay
down their 20 ft.; AC 21, touch 11, flat-footed 20; Base Atk +7; Grp +10; lives to protect the pilgrims or hospitaler facilities under Atk +11 melee (1d8+3/19-20, masterwork longsword); Full their care, but should not do so recklessly. Atk +11/+6 melee (1d8+3/19-20, masterwork longsword); SA smite evil
2/day, turn undead 5/day (+2, 2d6+2, 2nd); SQ Multiclass Note: A paladin who becomes a hospitaler aura of good, detect evil, divine grace, lay on hands, aura of may continue advancing as a paladin. courage, divine health, heavy warhorse mount; AL LG; SVEX-HOSPITALERS Fort +7, Ref +2, Will +2;
Str 16, Dex 13, Con 10, Int 10, Wis 12, Cha 14. A hospitaler who becomes Skills and Feats: Diplomacy +4, Handle chaotic, who will- Animal +10, Ride +13; Mounted Combat, fully commits Ride-By Attack, Spirited Charge, Trample. a chaotic act, Paladin Spells Prepared (2; save DC 11 or who grossly +
spell level): 1st—bless weapon, protec- violates the tion from evil. hospi- Smite Evil (Su): Rowena can taler attempt to smite evil code of with one normal conduct melee attack. loses all She adds +2 class features to her attack and spells and may roll and deals 5 not progress in levels as extra points of a
hospitaler. She re- damage. Smit- gains her abilities ing a creature if she atones for her vio- that is not evil lations (see the atonement has no ef- spell description, page 201 of fect but the Player’'s Handbook). uses the ability for that day. A hospitaler faces a special Aura of Courage restriction in
multiclassing. A (Su): Rowena is hospitaler who gains a level in immune to fear, a class other than hospitaler or magical or oth- paladin may never again increase erwise. Allies her hospitaler level, though she within 10 retains all her hospitalerTable 2—13: The Hospitaler Rowena, a hospitalerClass Base
Fort Ref Will Special Bonus feat, lay on handsLevel Attack Bonus Save Save Save — Spells per Day Remove disease 1/week —1st +1 +2 +0 +0 — +1 level of existing divine class Bonus feat +1 level of existing divine class2nd +2 +3 +0 +0 — +1 level of existing divine class Remove disease 2/week —
3rd +3 +3 +1 +1 — +1 level of existing divine class Bonus feat +1 level of existing divine class4th +4 +4 +1 +1 — +1 level of existing divine class —5th +5 +4 +1 +1 +1 level of existing divine class6th +6 +5 +2 +27th +7 +5 +2 +28th +8 +6 +2 +29th +9 +6 +3 +310th +10 +7 +3 +3 49CHAPTER 2 feet of her
gain a +4 morale bonus on saving throws against templars are not unknown in temples of Kord or Erythnul. fear effects. Only monks, with their own specialized combat training, PRESTIGE are unlikely to adopt the pious templar class. CLASSES Aura of Good (Ex): Rowena’s aura of good (see the detect
good spell) is equal to that of a 5th-level cleric. NPC pious templars usually live cloistered in temple buildings or attached quarters. Detect Evil (Sp): At will, as the spell of the same name. Divine Grace (Su): Rowena gains a bonus on saving throws Adaptation: This prestige class functions best when equal
to her Charisma bonus (already added above). tied to a specific deity. If you want to customize the pious Divine Health (Ex): Rowena is immune to all diseases, templar further, you can modify the spell list to reflect the including magical diseases such as mummy rot and lycan- proclivities of specific gods
or create an order within a reli- thropy. gion that all pious templars are members of. Heavy Warhorse Mount (Sp): Rowena’s special mount is a heavy warhorse, which has the statistics presented in the Hit Die: d10. Monster Manual, plus 2 more Hit Dice, +4 bonus to natural armor, +1 Strength, and
improved evasion. The paladin has REQUIREMENTS an empathic link with the mount and can share spells and saving throws with it. She can call her mount once per day To qualify to become a pious templar, a character must fulfill for up to 10 hours as a full-round action. all the following criteria. Lay on
Hands (Su): Rowena can cure 14 hit points of wounds per day. Base Attack Bonus: +5. Possessions: Full plate, heavy steel shield, masterwork long- Skill: Knowledge (religion) 4 ranks. sword, bracers of health +2. Feats: True Believer*, Weapon Focus (with her deity’s favored weapon). PIOUS TEMPLAR
*New feat described in Chapter 3. Sworn to the defense of a temple site, the pious templar is a CLASS SKILLS holy warrior blessed by her deity with combat prowess and great endurance. She bears her deity’s favored weapon into The pious templar’s class skills (and the key ability for each battle and
fights her deity’s enemies without question or skill) are Climb (Str), Concentration (Con), Craft (Int), Heal hesitation. In addition to defending the temple itself, a pious (Wis), Jump (Str), Knowledge (religion) (Int), Profession templar may be charged with additional duties, including a (Wis), and Swim (Str).
See Chapter 4 of the Player’'s Handbook campaign to attack foes on their own home ground. for skill descriptions. Faithful people of all professions can enter the ranks Skill Points at Each Level: 2 + Int modifier. of the pious templars; clerics and paladins are especially likely to do so. Some temples (such
as those of Boccob or CLASS FEATURES Wee Jas) welcome wizards and sorcerers to become pious templars, valuing those characters’ ability to use arcane All of the following are class features of the pious templar magic combined with the matrtial training of the pious prestige class. templar. Likewise,
Olidammara’s temples are often guarded by rogue/pious templars, who combine combat training Weapon and Armor Proficiency: Pious templars gain with sneak attack tactics. Ranger/pious templars serve in no weapon or armor proficiencies. temples of Ehlonna and Obad-Hai, while barbarian/pious
Mettle (Su): A pious templar’s special blessing allows her to shrug off magical effects that would otherwise harm her. If a pious templar makes a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, she suffers no effect from the spell at all. Only those spells with a Saving
Throw entry of “Will partial,” “Fortitude half,” or similar entries can be negated through this ability. Table 2—14: The Pious Templar Class Base Fort Ref Will Spells per Day 1st 2nd 3rd 4th Level Attack Bonus Save Save Save Special O — Mettle 1 —— — 1st +1 +2 0 +2 Smite 1/day 1 0 Damage
reduction 1/—, 2nd +2 +3 0 +3 Weapon Specialization Bonus feat 3rd +3 +3 +1 +3 — Smite 2/day 4th +4 +4 +1 +4 Damage reduction 2/— 1 1—— 5th +5 +4 +1 +4 Bonus feat 6th +6 +5 +2 +5 — 110 — 7th +7 +5 +2 +5 Smite 3/day 8th +8 +6 +2 +6 111 — 9th +9 +6 +3 +6 10th +10 +7 +3 +7 21102111
221 1 222 150 Page 2 Spells per Day: A pious templar has the ability to cast injury from each blow or attack. A pious templar gains damage reduction 1/—. At 7th level, this damage reduc-a small number of divine spells. To cast a spell, the pious tion rises to 2/—.templar must have a Wisdom score of at
least 10 + the spell’'s Weapon Specialization: At 3rd level, a pious templar gains the Weapon Specialization feat with her deity’slevel, so a pious templar with a Wisdom of 10 or lower cannot favored weapon.cast these spells. Pious templar bonus spells are based on Bonus Feat: At 4th level and again at
8th level, a pious templar gets a bonus feat. These bonus feats must be drawnWisdom, and saving throws against these spells have a DC from the feats noted as fighter bonus feats in the Player's Handbook and other books.of 10 + spell level + the pious templar's Wisdom modifier. If a pious templar
selects a feat that requires her to applyWhen the pious templar gets 0 spells of a given level, such its effects to a specific weapon (such as Improved Critical), she may only apply that feat to her deity’s favored weapon.as 0 1st-level spells at 1st level, she gets only bonus spells. CHAPTER 2 SAMPLE
PIOUS TEMPLAR(A pious templar without a bonus spell for that level cannot PRESTIGE Graaghya: Female half-orc fighteryet cast a spell of that 5/pious templar 3 of Gruumsh; CR 8; CLASSESIevel.) A pious templar Graaghya, Medium humanoid (orc); HD 5d10+10has access to any spell a pious
templar plus 3d10+6; hp 64; Init +1; Spd 20 ft.; AC 20, touch 11, flat-footed 19; Base Atkon the list and can freely +8; Grp +12; Atk +14/+9 melee (1d8+7, +1 spear) or +10 ranged (1d8+7, +1 spear); Fullchoose which to prepare, Atk +14/+9 melee (1d8+7, +1 spear) or +10 ranged (1d8+7, +1 spear); SA
smite 1/day;just like a cleric. A pious SQ damage reduction 1/—, mettle; AL CN; SV Fort +10, Ref +4, Will +7; Str 18,templar prepares and casts Dex 12, Con 14, Int 8, Wis 14, Cha 6.spells just as a cleric does Skills and Feats: Concentration(though the pious templar +5, Knowledge (religion) +3; Cleave,
Improved Bull Rush, Improvedcannot spontaneously cast cure Sunder, Power Attack, True Believer*,or inflict spells). Weapon Focus (spear). * New feat described inA good pious templar (or a Chapter 3. Smite (Su): Onceneutral pious templar of a good per day, Graaghya may attempt to smite withdeity)
uses the paladin spell list. one normal melee lllus. by W. Reynolds attack. She adds +4An evil pious templar (or a neu- to her attack roll and deals 3 extra points oftral pious templar of an evil deity) damage. Mettle (Su): Graaghya’suses the blackguard spell list. A pious special blessing allows her totemplar
who is neither good nor evil shrug off magical effects that would otherwise harm her. If she makes a successful Will or Fortitude saving throwand whose deity is neither good that would normally reduce the spell’s effect, she suffers no effect from the spell at all. Only those spells with a Savingnor evil can
chose to use the Throw entry of “Will partial,” “Fortitude half,” or similar entries can be negated through this ability.paladin or the blackguard Spells Prepared (2/1; save DC 12 + spell level): 1st—divinespell list. Once the player favor, magic weapon; 2nd—bull’s strength.makes this choice, it cannot
Possessions: +1 full plate (with armor spikes), 2 +1 spears, cloak of resistance +1.be reversed.Smite (Su): Once perday, a pious templar of 2ndlevel or higher may makea single melee attackwith a +4 attack bonusand a damage bonus equalto her pious templar level (ifshe hits). The pious templar
mustdeclare the smite before making theattack. Starting at 6th level, a pioustemplar can smite twice per day and at 10th level, threetimes per day.If a pious templar has a smite evil or smite ability (forbeing a paladin or a cleric with the Destruction domain)already, she can use the ability one extra time per
day (twoextra times at 7th level). The attack bonus does not increase,but the damage bonus is based on the character’'s combinedlevel (pious templar level plus cleric or paladin level).Damage Reduction (Ex): Starting at 3rd level, pioustemplars have the ability to shrug off some amount of 51CHAPTER 2
RADIANT SERVANT CLASS SKILLS OF PELOR PRESTIGE The radiant servant of Pelor’s class skills (and the key ability CLASSES Pelor teaches demonstrating the strength of good through for each skill) are Concentration (Con), Craft (Int), Diplo- charity and modesty. While it seems a contradiction,
the macy (Cha), Heal (Wis), Knowledge (arcana) (Int), Knowl- point is that the truly strong don’t need to prove their power. edge (religion) (Int), Profession (Wis), Sense Motive (Wis), Pelor urges his priests and their flocks to perform so many and Spellcraft (Int). See Chapter 4 of the Player's Handbook
good acts that evil has no room to exist, but he acknowledges for skill descriptions. that there are times when evil must be defeated in direct con- frontation. The radiant servants of Pelor put this dogma into Skill Points at Each Level: 2 + Int modifier. living practice. As the name implies, the brothers and
sisters of the radiant servants of Pelor are sworn to serve—to min- CLASS FEATURES ister to the needs of Pelor’s followers and goodhearted people everywhere. While combating evil, particularly undead, is an All of the following are class features of the radiant servant important part of that service, it is
by no means the only part. of Pelor prestige class. Radiant servants of Pelor are healers, counselors, sources of spiritual and (at times) financial support, and protectors. Weapon and Armor Proficiency: Radiant servants of Pelor are proficient with all simple and martial weapons, Almost all radiant
servants of Pelor spend their prior with all armor, and with shields. careers as clerics. Some are multiclassed cleric/paladins or cleric/rangers, or even the occasional cleric/druid. Radiance: When a radiant servant of Pelor casts any spell with the light descriptor, the radius of illumination is NPC radiant
servants of Pelor can be found wherever doubled, and the spell is treated as if it were one level higher there is human need—in the midst of plague and famine, than it actually is for all purposes, including determining behind the lines of an army at war, in villages plagued by whether it can counter or
dispel a spell with the darkness hauntings, and in cities troubled by crime. descriptor. Thus, a daylight spell cast by a radiant servants sheds light in a 120-foot radius and is treated as a 4th-level Adaptation: As mentioned in the introduction to the spell, allowing it to counter or dispel any darkness spell of
chapter, this prestige class doesn’t have to be about Pelor. 4th level or lower. It works just as well with any god of the sun whose clerics often turn undead, and given the Sun domain’s granted Extra Greater Turning: The radiant servant of Pelor power, it'd be a strange sun-god that didn’t want his clerics
can perform a greater turning (the granted power of the turning undead. Sun domain) a number of times per day equal to 3 + her Charisma modifier. Hit Die: d6. Spells per Day/Spells Known: When a new radiant ser- REQUIREMENTS vant of Pelor level is gained, the character gains new spells per day
(and spells known, if applicable) as if he had also To qualify to become a radiant servant of Pelor, a character gained a level in whatever spellcasting class he belonged to must fulfill all the following criteria. before he added the prestige class. He does not, however, gain any other benefit a character of
that class would have gained Alignment: Neutral good. (improved chance of controlling or rebuking undead, wild Base Save Bonus: Will +5. shape ability, and so on). This essentially means that he adds Skills: Heal 5 ranks, Knowledge (religion) 9 ranks. the level of radiant servant of Pelor to the level of
whatever Feat: Extra Turning. other spellcasting class the character has, then determines Spells: Able to cast 1st-level divine spells and access to spells per day and spells known accordingly. the Sun domain. Special: Must have Pelor as patron deity. If a character had more than one spellcasting class in
which he could cast 1st-level divine spells before he became a radiant servant of Pelor, the player must decide Table 2—15: The Radiant Servant of Pelor Class Base Fort Ref Will Level Attack Bonus Save Save Save Special Spells per Day +1 level of existing divine spellcasting class 1st +0 +2 +0 +2
Extra greater turning, radiance, +1 level of existing divine spellcasting class turn undead +1 level of existing divine spellcasting class +1 level of existing divine spellcasting class 2nd +1 +3 +0 +3 Divine health, empower healing +1 level of existing divine spellcasting class +1 level of existing divine
spellcasting class 3rd +2 +3 +1 +3 Aura of warding +1 level of existing divine spellcasting class +1 level of existing divine spellcasting class 4th +3 +4 +1 +4 — +1 level of existing divine spellcasting class +1 level of existing divine spellcasting class 5th +3 +4 +1 +4 Bonus domain 6th +4 +5 +2 +5 Maximize
healing 7th +5 +5 +2 +5 — 8th +6 +6 +2 +6 Positive energy burst 9th +6 +6 +3 +6 — 10th +7 +7 +3 +7 Supreme healing52which class to assign each level of radiant servant of Pelor A radiant servant cannot use this ability if he has fewer than CHAPTER 2for the purpose of determining spells per day. two
turning attempts left for the day. PRESTIGE Turn Undead: A radiant servant of Pelor adds his radi- Supreme Healing (Ex): When a radiant servant ofant servant class levels to his cleric levels for all purposes Pelor who is at least 10th level casts a domain spell from the CLASSESrelated to turning
undead. Healing domain, that spell is affected as though by both the Empower Spell and the Maximize Spell feats. The spell does Divine Health (Ex): A radiant servant of Pelor who is at not use up a higher-level slot.least 2nd level is immune to all diseases, including magicaldiseases such as mummy rot
and lycanthropy. Thouvan, a radiant servant of Pelor Empower Healing (Ex): When a radiant servant ofPelor of at least 2nd level casts a domain spell from the lllus. by F. VohwinkelHealing domain, that spell is affectedas though by the Empower Spellfeat. This spell does not use up ahigher-level slot.
Aura of Warding (Su): Startingat 3rd level, a radiant servant andall allies within 10 feet of him gaina +2 morale bonus on all Will savingthrows. Bonus Domain: A radiant servant whoreaches 5th level is granted another ofPelor's domains as a third cleric domain,or he can choose the Glory or Purifica-tion
domain. He can use the grantedpower of the new domain, and he canchoose from the spell lists of threedomains when selecting his domainspells for the day. Maximize Healing (Ex): When aradiant servant of Pelor who is at least6th level casts a domain spell from theHealing domain that spell is affect
asthough by the Maximize Spell feat.The spell does not use up a higher-level slot. This power supersedes theempower healing ability until thecharacter reaches 10th level. Positive Energy Burst (Su):As a standard action, a radiantservant of Pelor who is at least8th level can create a posi-tive energy burst
that deals1d6 points of damage perclass level to all undeadcreatures within 100feet of the charac-ter. Undead areallowed a Reflexsave (DC equal to10 + the class levelof the radiant ser-vant) to avoid halfthe damage. Thissupernatural abilityuses up two turning attempts. 53SAMPLE energy, searing lightD;
4th—death ward, divine power, cure criti- RADIANT SERVANT OF PELOR cal woundsD, neutralize poison; 5th—disrupting weapon, flame Thouvan: Male human cleric 6/radiant servant of Pelor strikeD. 3; CR 9; Medium humanoid; HD 6d8+6 plus 3d6+3; hp 50; D Domain spell. Domains: Healing (cast
healing spells Init —1; Spd 20 ft.; AC 21, touch 9, flat-footed 21; Base Atk +6; at +1 caster level), Sun (greater turning against undead Grap +8; Atk +9 melee (1d8+3, +1 heavy mace) or +5 ranged 2/day). (1d8, light crossbow); Full Atk +9/+4 melee (1d8+3, +1 heavy Possessions: +1 full plate, +1 heavy
steel shield, +1 heavy mace, mace) or +5 ranged (1d8, light crossbow); SA turn undead light crossbow, periapt of Wisdom +2, scrolls of neutralize poisonCHAPTER 2 9/day (greater turning 5/day) (+4, 2d6+11, 9th); SQ aura of (2), lesser restoration (3), remove paralysis (3), remove disease, PRESTIGE
warding, divine health, empower healing, radiance; AL NG; remove blindness/deafness, and remove curse, 10 bolts,. CLASSES SV Fort +9, Ref +2, Will +12; Str 14, Dex 8, Con 12, Int 10, Wis 18, Cha 14. RAINBOW SERVANT Skills and Feats: Concentration +4, Heal +16, Knowledge (religion) +9;
Augment Deep in the jungles lie magically hid- Healing*, Empower Spell, Extra Anya Za Nan, den ziggurats where the winged Turning, Quicken Turning*, a rainbow servant serpents known as couatls Scribe Scroll. teach their secrets to *New feat described in arcane spellcasters Chapter 3. eager to gain
a mea- Aura of Warding sure of divine pow- (Su): Thouvan and er. Those who have all allies within learned what the 10 feet of him couatl temples Illus. by R. Spencer gain a +2 morale have to offer are bonus to all Will known as rain- saving throws. bow servants, Divine because they Health (Ex): agree to
further Thouvan is im- the couatl’s agenda mune to all dis- of virtue and hope no eases, including matter how far they stray magical diseases such from the jungle in exchange as mummy rot and ly- for the knowledge they’ve received. canthropy. Most rainbow servants are sorcerers and wizards, Empower
Healing (Ex): When with the occasional bard making the jungle trek. Thouvan casts a domain spell from More sorcerers than wizards take on the the Healing domain, that spell mantle of the rainbow servant, is affected as though by because access to cleric the Empower Spell domains is a compelling
feat. This spell goal when spells known does not use up a are otherwise so limited. higher-level slot. Rainbow servants spend Radiance: much of their time traveling When Thouvan casts on quests to make right some any spell with the light wrong. The couatls have a potent descriptor, the radius of
illumination is doubled, and the information network, so when they appear to direct a spell is treated as if it were one level higher than it actually rainbow servant, they often have information the forc- is for all purposes, including determining whether it can es of evil thought they kept secret. But rainbow
servants counter or dispel a spell with the darkness descriptor. don’t spend every moment at the beck and call of their Spells Prepared (6/6/6/5/4/2; save DC 14 + spell level): serpentine masters; the couatls recognize that their ser- 0—detect magic (2), light (3), read magic; 1st—bless, divine vants have
agendas of their own. A rainbow servant needs favor (2), cure light woundsD, shield of faith (2); 2nd—aid, align only be mindful that at any time, a couatl could suddenly weapon, bear’s endurance, consecrate, hold person, heat metalD; appear in her life, describing a terrible evil that must be 3rd—
daylight, dispel magic, invisibility purge, protection from thwarted.54NPC rainbow servants travel the world—not to mention Detect Evil (Sp): At will, a rainbow servant can use detect CHAPTER 2 most of the Outer Planes—fighting evildoers and inspiring evil, as the spell. hope and mercy wherever they
go. Unless they're travel- PRESTIGE ing incognito, rainbow servants identify themselves with Extra Domain: A rainbow servant gains the granted a prominent feathered plume on their headgear. Rainbow power and spell access of the Good domain at 1st level, the CLASSES servants who've completed
several quests for their couatl Air domain at 4th level, and the Law domain at 7th level. benefactors receive a feathered cape of the couatls as a mark of The rainbow servant generally uses a multicolored feather distinction. of a couatl as her divine focus. For an explanation of how nonclerics receive
domain spells, see the Extra Domains Adaptation: The couatl aspect of this prestige class section at the beginning of this chapter. is inextricable from the rest of it, but you could develop similar prestige classes with other good outsiders such Spells per Day/Spells Known: When a new rainbow as
lammasus, eladrins, or archons. It's also easy to reverse servant level is gained, the character gains new spells per the class’s alignment and come up with a similar “striped day as if she had also gained a level in whatever spellcasting servant” class connected to the rakshasa, for example. And class in
which she could cast 3rd-level arcane spells before the couatl’s jungle temples are rich with possibilities for she added the prestige class. She does not, however, gain any creating your own organization—anything from secretive other benefit a character of that class would have gained monks to weird
spellcasters to friendly barbarian tribes (improved chance of controlling or rebuking undead, wild could be living in the temples or nearby. shape ability, and so on). This essentially means that she adds the level of rainbow servant to the level of whatever Hit Die: d4. other spellcasting class the character
has, then determines spells per day accordingly. REQUIREMENTS If a character had more than one spellcasting class in To qualify to become a rainbow servant, a character must which she could cast 3rd-level arcane spells before she fulfill all the following criteria. became a rainbow servant, the player
must decide which class to assign each level of rainbow servant for the purpose Alignment: Any nonevil and nonchaotic. of determining spells per day and spells known. Skill: Knowledge (arcana) 4 ranks. Spells: Able to cast 3rd-level arcane spells. Grow Wings (Su): Starting at 4th level, a rainbow
Special: Must find the hidden jungle temples of the servant can grow multicolored, feathered wings like that couatls. of a couatl. The wings, which allow flight at a speed of 60 feet with good maneuverability, have a daily duration of 1ICLASS SKILLS minute per rainbow servant level, divided up however the
rainbow servant wishes. It takes a standard action to grow The rainbow servant’s class skills (and the key ability for or eliminate the feathered wings. Restrictive clothing and each skill) are Concentration (Con), Craft (Int), Diplomacy armor of any kind prevents the wings from growing, and a (Cha),
Knowledge (arcana) (Int), Knowledge (the planes) rainbow servant can’t grow wings while grappling. (Int), Profession (Wis), Sense Motive (Wis), and Spellcraft (Int). See Chapter 4 of the Player's Handbook for skill descrip- Detect Chaos (Sp): At will, a rainbow servant of 7th level tions. or higher can use
detect chaos, as the spell. Skill Points at Each Level: 2 + Int modifier. Cleric Spell Access: A 10th-level rainbow servant can learn and cast spells from the cleric list, even if theyCLASS FEATURES don’t appear on the lists of any spellcasting class he has. Such spells are cast as divine spells if they don’t
appear on All of the following are class features of the rainbow servant the sorcerer/wizard or bard spell lists. This class feature prestige class. grants access to the spells, but not extra spells per day. The 10th-level rainbow servant can likewise read scrolls Weapon and Armor Proficiency: Rainbow




servants gain no proficiency in weapons or armor.Table 2—-16: The Rainbow ServantClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Detect evil, extra domain (Good) —1st +0 +0 +0 +2 — +1 level of arcane spellcasting class — +1 level of arcane spellcasting class2nd
+1 +0 +0 +3 Extra domain (Air), grow wings — — +1 level of arcane spellcasting class3rd +1 +1 +1 +3 — +1 level of arcane spellcasting class Detect chaos, extra domain (Law) —4th +2 +1 +1 +4 — +1 level of arcane spellcasting class — +1 level of arcane spellcasting class5th +2 +1 +1 +4 Cleric spell
access, detect thoughts —6th +3 +2 +2 +57th +3 +2 +2 +58th +4 +2 +2 +69th +4 +3 +3 +610th +5 +3 +3 +7 55CHAPTER 2 with cleric spells on them and use wands and staffs that Familiar Benefits: Anya gains special benefits from contain cleric spells. having a familiar. This creature grants Anya a +3
bonus on PRESTIGE Move Silently checks (included in the above statistics). CLASSES Detect Thoughts (Sp): At will, a 10th-level rainbow servant can use detect thoughts, as the spell. The save DC is Charisma- Alertness (Ex): *Shasara grants its master Alertness as long based. as it is within 5 feet.
SAMPLE RAINBOW SERVANT Empathic Link (Su): Anya can communicate telepathically with her familiar at a distance of up to 1 mile. The master has Anya Za Nan: Female human sorcerer 6/rainbow ser- the same connection to an item or a place that the familiar vant 4; CR 10; Medium humanoid; HD
6d4+12 plus 4d4+8; does. hp 46; Init +6; Spd 30 ft.; AC 14, touch 12, flat-footed 12; Base Atk +5; Grp +4; Atk +5 melee (1d6, +1/+0 quarterstaff ) or +8 Share Spells (Su): Anya may have any spell she casts on ranged (1d8/19-20, masterwork light crossbow); Full Atk herself also affect her familiar if the
latter is within 5 feet +5 melee (1d6, +1/+0 quarterstaff ) or +8 ranged (1d8/19-20, at the time. She may also cast a spell a target of “You” on her masterwork light crossbow); SA spells; SQ detect evil, famil- familiar. iar, familiar benefits (Alertness, empathic link, share spells), grow wings; AL NG; SV Fort
+7, Ref +5, Will +10; Str 8, Dex Grow Wings (Su): Anya can grow multicolored, feath- 14, Con 14, Int 10, Wis 12, Cha 18. ered wings like those of a couatl. The wings, which allow flight at a speed of 60 feet with good maneuverability, have a Skills and Feats: Concentration +15, Diplomacy +9, Knowl-
daily duration of 1 minute per rainbow servant level, divided edge (arcana) +6, Listen +3*, Move Silently +5, Sense Motive up however the rainbow servant wishes. It takes a standard +3, Spellcraft +8, Spot +6*; Empower Spell, Great Fortitude, action to grow or eliminate the feathered wings. Restrictive
Improved Initiative, Spell Focus (enchantment), Spell Pen- clothing and armor of any kind prevents the wings from etration. growing, and Anya can’t grow wings while grappling. Detect Evil (Sp): At will, Anya can use detect evil, as the Sorcerer Spells Known (6/7/7/6/4; save DC 14 + spell level, spell.
caster level 8th): 0—acid splash, dazet, detect magic, light, mage hand, ray of frost, read magic, resistance; 1st—charm persont, Familiar: Anya’s familiar is a cat named Shasara. The identify, magic missile, shield, silent image; 2nd—invisibility, familiar uses the better of its own and Anya’s base save
scorching ray, Tasha'’s hideous laughtert; 3rd—Ilightning bolt, bonuses. The creature’s abilities and characteristics are suggestiont; 4th—polymorph. summarized below. T Because of Spell Focus (enchantment), the base save DC Shasara, Cat Familiar: CR —; Tiny animal; HD 6; hp for saves against
these spells is 15 + spell level. 23; Init +2; Spd 30 ft.; AC 17, touch 14, flat-footed 15; Base Atk +5; Grp —7; Atk +9 melee (1d2—4, claw) Full Domain Granted Powers: Air (turn earth creatures or Atk +9 melee (1d2—-42 claws); SA deliver touch spells; rebuke air creatures up to 7 times per day), Good (cast
good SQ improved evasion, low-light vision, scent, speak with spells at +1 caster level). master; AL NG; SV Fort +3, Ref +5, Will +9; Str 3, Dex 15, Con 10, Int 8; Wis 12, Cha 7. Possessions: +1/+0 quarterstaff, bracers of armor +2, cloak of cha- risma +2, ring of counterspells, wand of detect secret doors,
wand of Skills and Feats: Balance +10, Climb +6, Hide +16*, web, 4 potions of cure light wounds, masterwork light crossbow, Jump +10, Listen +3, Move Silently +8, Spot +6; Stealthy, cold iron dagger, 20 bolts, 2 pearls (100 gp each), 161 gp. Weapon FinesseB. SACRED EXORCIST Deliver Touch
Spells (Su): Shasara can deliver touch spells for Anya (see Familiars, page 52 of the Through elaborate rites that may include dancing, drum- Player’'s Handbook). ming, beating a possessed person on the soles of the feet, liberal use of holy water, or many other means, sacred Improved Evasion (EX):
When subjected to an exorcists hope to drive away the spiritual forces of evil, attack that normally allows a Reflex saving throw for half preventing them from causing harm to the bodies and souls damage, Shasara takes no damage if it makes a successful of humanity. Sacred exorcists are serious about
their work saving throw and half damage if the saving throw fails. and very devoted to their religion. Not all of them are dour and grim, but most are. Their determination to combat the Speak with Master (Ex): Shasara can communicate forces of evil in the world—along with their special ability verbally with
Anya. Other creatures do not understand to do so—more than makes up for their lack of humor. the communication without magical help. Most sacred exorcists are clerics or paladins who are Skills: Cats have a +4 racial bonus on Climb, Hide, specifically trained by their church for the work they are and
Move Silently checks and a +8 racial bonus on Jump called to do. Most churches select only those who have checks. Cats have a +8 racial bonus on Balance checks. shown a clear dedication to the work of opposing evil out- They use their Dexterity modifier instead of their siders, as well as exemplary
faith and devotion. Occasion- Strength modifier for Climb and Jump checks. *In area s ally, a wizard qualifies to fill this role in a church that is of tall grass or heavy undergrowth, the Hide bonus rises to +8.56tolerant toward arcane magic, but members of other classes CLASS SKILLSrarely become sacred
exorcists. The sacred exorcist’s class skills (and the key ability forNPC sacred exorcists are usually loners who travel from each skill) are Concentration (Con), Craft (Int), Heal (Wis),city to city in the service of their church. As highly special- Intimidate (Cha), Knowledge (arcana) (Int), Knowledge (theized
professionals, their services are frequently in demand, planes) (Int), Knowledge (religion) (Int), Profession (Wis),though few cities would have need for a full-time sacred and Spellcraft (Int). See Chapter 4 of the Player's Handbookexorcist. for skill descriptions.Adaptation: As written, the prestige Skill
Points at Each Level: 2 + Int modifier.class mandates the sanction of a church CLASS FEATURES CHAPTER 2or order, and it indicates that sacred PRESTIGEexorcists are loners. You could All of the following are class features CLASSESreverse either of those elements; Trothera the Just, a sacred
exorcist of the sacred exorcist prestigesacred exorcists could function class.independently of a larger Weapon and Armor Profi-organization (or even be ciency: Sacred exorcists arecastoffs from the larger proficient with all simplechurch). Maybe teams of weapons. They do not gainexorcists (with paladin
proficiency with any typeand arcane spellcaster of armor or with shields,backup) patrol the land, but usually carry theseseeking out hidden evil proficiencies from theirwherever it may gather. previous class.Hit Die: d8. Spells per Day/REQUIREMENTS Spells Known: A lllus. by J. Pavelec sacred exorcist
ad-To qualify to become a vances in spellcast-sacred exorcist, a char- ing ability as well asacter must fulfill all the learning the skills offollowing criteria. exorcism. Thus,Alignment: Any when a newgood. sacred exorcistSkills: Knowledge (the level is gained,planes) 10 ranks, Knowl- the character gainsedge
(religion) 7 ranks. new spells per day asSpells: Able to cast if she had also gained adismissal or dispel evil. level in whatever spellcastingSpecial: Adopting this pres- class she belonged to before she addedtige class requires the sanction the prestige class. She does not, however,of a church or order that
ordains sacred exor- gain any other benefit a character of thatcists. Only characters judged by their church to be class would have gained (improved chance of controlling orexemplary in faith and devotion, strong of will and upright rebuking undead, more frequent remove disease, and so on).in morality,
are made sacred exorcists. This means that she adds the level of sacred exorcist to theTable 2—17: The Sacred ExorcistClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Exorcism, turn undead +1 level of existing classlst +0 +0 0 +2 Detect evil, resist possession +1
level of existing class Chosen foe +1 +1 level of existing class2nd +1 +0 0 +3 Dispel evil 1/week +1 level of existing class Consecrated presence +1 level of existing class3rd +2 +1 +1 +3 Chosen foe +2 +1 level of existing class Dispel evil 2/week +1 level of existing class4th +3 +1 +1 +4 Holy aura 1/day +1
level of existing class Chosen foe +3 +1 level of existing class5th +3 +1 +1 +4 Dispel evil 3/week +1 level of existing class6th +4 +2 +2 +57th +5 +2 +2 +58th +6 +2 +2 +69th +6 +3 +3 +610th +7 +3 +3 +7 57CHAPTER 2 level of another spellcasting class the character has, then de- exorcist. If the sacred
exorcist enters an area affected by a termines spells per day accordingly. desecrate spell, both effects are negated while the sacred exor- PRESTIGE cist remains in the area. If the sacred exorcist is the target of CLASSES For example, if Delliva, an 8th-level cleric, gains a level a desecrate spell, her
aura is suppressed for the duration of the as a sacred exorcist, she gains new spells as if she had risen desecrate spell. to 9th level as a cleric, but uses the other sacred exorcist aspects of level progression such as base attack bonus and Holy Aura (Sp): A sacred exorcist of 8th level or higher can save
bonuses. If she next gains a level as a cleric, making her use holy aura once per day as a spell-like ability. a 9th-level cleric/1st-level sacred exorcist, she gains spells as if she had risen to 10th level as a cleric. SAMPLE SACRED EXORCIST If a character had more than one spellcasting class Trothera
the Just: Female human cleric of Pelor 7/ in which she could cast dismissal or dispel evil before she sacred exorcist 3; CR 10; Medium humanoid; HD 7d8+14 became a sacred exorcist, the player must decide which plus 3d8+6; hp 68; Init +3; Spd 20 ft.; AC 22, touch 9, flat- class to assign each level of
sacred exorcist for the purpose footed 22; Base Atk +7; Grp +7; Atk +9 melee (1d8+1, +1 of determining spells per day and spells known. heavy mace) or +7 ranged (1d8/19-20, masterwork light crossbow); Full Atk +9/+4 melee (1d8+1, +1 heavy mace) or +7 Exorcism (Su): As a full-round action, a
sacred exorcist ranged (1d8/19-20, masterwork light crossbow); SA spells; can force a possessing creature or spirit out of the body it SQ chosen foe (evil outsiders), detect evil, exorcism, resist inhabits. To exorcise a possessing creature, the exorcist possession, turn undead 4/day (+4, 2d6+11, 10th); AL
LG; makes a class level check (also adding her Charisma modi- SV Fort +9, Ref +5, Will +13; Str 10, Dex 8, Con 14, Int 13, fier, if any), against a DC of 10 + the possessing creature’s Wis 19, Cha 12. HD + its Charisma modifier (if any). If the exorcist’s result equals or exceeds the DC, she succeeds in
forcing the pos- Skills and Feats: Concentration +14, Heal +11, Intimidate sessor from the body, with the normal results based on its +5, Knowledge (the planes) +11, Knowledge (religion) +8, method of possession. A spirit so exorcised cannot attempt Spellcraft +5, Spot +8; Improved Initiative, Lightning
to possess the same victim for 24 hours. Reflexes, Scribe Scroll, Spell Penetration, Weapon Focus (heavy mace). Turn Undead (Su): Sacred exorcists can turn undead as clerics do. If a sacred exorcist has this ability from another Chosen Foe (Ex): Trothera gains a +1 competence bonus class, her class
levels stack to determine her effective turn- on Bluff, Intimidate, Listen, Sense Motive, and Spot skill ing level. checks against evil outsiders, as well as a +1 bonus on caster level checks to overcome their spell resistance. Resist Possession (Ex): Sacred exorcists of at least 2nd level receive a +4 sacred
bonus on their saving throws Detect Evil (Sp): At will, Trothera can use detect evil, as the against magic jar spells or similar abilities (including a spell. ghost’s malevolence ability), and a +2 sacred bonus on dispel checks made to dispel such effects. They also get a Exorcism (Su): As a full-round action,
Trothera can force +2 sacred bonus on their saving throws against all charm a possessing creature out of the body it inhabits. To exorcise and compulsion spells and effects cast by evil outsiders or a possessing creature, she must make a level check (1d20+11) undead. against a DC of 10 + the
possessing creature’s HD + its Cha bonus (if any). If she equals or exceeds the DC, she forces Detect Evil (Sp): At will, a sacred exorcist of at least 2nd the possessor out of the body. A spirit so exorcised cannot level can use detect evil as a spell-like ability. attempt to possess the same victim for 24
hours. Chosen Foe (Ex): At 3rd level, a sacred exorcist des- Resist Possession (Ex): Trothera receives a +4 sacred ignates either undead or evil outsiders as her chosen foe. bonus on her saving throws against magic jar spells or Extensive study and special training in the proper tech- similar abilities
(including a ghost’s malevolence ability), niques for combating this foe gives the sacred exorcist a and a +2 sacred bonus on dispel checks made to dispel such +1 competence bonus on Bluff, Intimidate, Listen, Sense effects. She also gets a +2 sacred bonus on her saving throws Motive, and Spot
checks against the chosen foe, as well as a against all charm and compulsion spells and effects cast by +1 bonus on caster level checks to overcome any spell resis- evil outsiders or undead. tance of the chosen foe. At 6th level the bonus increases to +2, and at 9th level it increases to +3. Cleric Spells
Prepared (6/6/6/5/5/3; save DC 14 + spell level): 0—detect magic (3), light, read magic, resistance; 1st—command, Dispel Evil (Sp): Beginning at 4th level, a sacred exorcist divine favor, obscuring mist, protection from evilD, sanctuary, can use dispel evil as a spell-like ability once per week. At 7th shield
of faith; 2nd—bear’s endurance, heat metalD, hold person, level, she can use this ability twice per week. At 10th level, lesser restoration, silence, spiritual weapon; 3rd—blindness/ she can use it three times per week. deafness, daylight, dispel magic, searing lightD, summon monster Ill; 4th—air walk,
dimensional anchor, dismissal, divine power, Consecrated Presence (Su): At 5th level and higher, a holy smiteD; 5th—dispel evilD, flame strike, raise dead. sacred exorcist is surrounded by an aura of positive energy that extends 20 feet from her presence. This aura duplicates D Domain spell. Domains:
Good (cast good spells at +1 the effects of a consecrate spell, but it moves with the sacred caster level), Sun (greater turning against undead 1/day).58Possessions: +2 full plate armor, +1 heavy steel shield, +1 heavy to their fullest potential is a sin. Spellcasting does not dis- CHAPTER 2mace, periapt of
Wisdom +2, cloak of resistance +1, scroll of honor them or their deity. Sacred fists are strong in faith,neutralize poison, scroll of remove disease, masterwork light will, and body. Clerics are excellent candidates for sacred PRESTIGEcrossbow, 20 bolts, 465 gp. fists orders. Paladins may also choose to join
them, but are seldom comfortable surrendering the trappings of their CLASSES SACRED FIST calling. Fighters, rogues, bards, and even ex-monks may make good candidates, provided they have enough levels inSacred fists are independent organizations found within a class that grants divine spells.
Druids occasionally find themany temples. Their ascetic members have turned their class’s combat skills useful, but sorcerers and wizards finddivine magic inward, bringing their bodies and wills into little to interest them.harmony. NPC sacred fists are as varied as their faiths. In general, Sacred fists have
forsworn the use of weapons and heavy they travel the land individually, lending their skills toarmor. They consider their bodies and minds gifts from those who need protection or assistance. While a sacred fisttheir deity, and they believe that not developing those gifts from a temple of Pelor might humbly
assist almost anyone who asked, one from Erythnul’s faith might help only when Alaraster, it gains him something. Sacred fists from the temple of Kord a sacred fist tend to be genial brawlers, humble in victory and gracious in defeat. All lllus. by W. Reynolds sacred fists seek challenges that allow them to
further develop their fighting skills. Adaptation: This pres- tige class is designed to em- phasize a monk who sacrifices her array of supernatural abilities and cast spells instead. The sacred fists (under that name or another) could be an esoteric order of monks who combine rigorous self-defense training
with near-constant prayer. And if you connect them to a specific nonlawful deity, the sacred fists are a good way to create an exception to the “monks must be law- ful” rule. Hit Die: d8.Table 2—-18: The Sacred FistClass Base Fort Ref Will AC Unarmored Bonus Speed BonusLevel Attack Bonus Save Save
Save Special Spells per Day +1 +0 ft. +1 level of existing divinelst +1 +2 +2 +0 Unarmed damage spellcasting class +1 level of existing divine2nd +2 +3 +3 +0 — +1 +0 ft. spellcasting class +1 level of existing divine3rd +3 +3 +3 +1 — +1 +10 ft. spellcasting class —4th +4 +4 +4 +1 Sacred flames 1/day +1
+10 ft. +1 level of existing divine spellcasting class5th +5 +4 +4 +1 — +2 +10 ft. +1 level of existing divine spellcasting class6th +6 +5 +5 +2 Blindsense 10 ft. +2 +20 ft. +1 level of existing divine spellcasting class7th +7 +5 +5 +2 — +2 +20 ft. — +1 level of existing divine8th +8 +6 +6 +2 Sacred flames
2/day +2 +30 ft. spellcasting class +1 level of existing divine9th +9 +6 +6 +3 — +2 +30 ft. spellcasting class10th +10 +7 +7 +3 Inner armor +3 +30 ft. 59CHAPTER 2 REQUIREMENTS Fast Movement (Ex): At 3rd level, a sacred fist gains an enhancement bonus to his speed, as shown on Table 2—-18:
PRESTIGE To qualify to become a sacred fist, a character must fulfill all The Sacred Fist. A sacred fist in medium or heavy armor or CLASSES the following criteria. carrying a medium or heavy load loses this extra speed. Base Attack Bonus: +4. Sacred Flames (Su): At 4th level, a sacred fist may use a
Skill: Knowledge (religion) 8 ranks. standard action to invoke sacred flames around his hands and Feats: Combat Casting, Combat Reflexes, Improved feet. These flames add to the sacred fist's unarmed damage. Unarmed Strike, Stunning Fist. The additional damage is equal to the sacred fist’s class
level Spells: Able to cast 1st-level divine spells. plus his Wisdom modifier (if any). Half the damage is fire damage (round up), and the rest is sacred energy and thus CLASS SKILLS not subject to effects that reduce fire damage. The sacred flames last 1 minute and can be invoked once per day. At 8th
The sacred fist’s class skills (and the key ability for each level, a sacred fist can invoke sacred flames twice per day. skill) are Balance (Dex), Concentration (Con), Escape Artist (Dex), Heal (Wis), Jump (Str), Profession (Wis), Spellcraft Blindsense (Su): A 6th-level sacred fist gains sensitivity (Int), and
Tumble (Dex). See Chapter 4 of the Player’'s Hand- to vibrations, scent, and noise, granting him blindsense out book for skill descriptions. to 10 feet. Skill Points at Each Level : 4 + Int modifier. Inner Armor (Ex): At 10th level, a sacred fist’s inner tran- quility protects him from external threats. He may
invoke CLASS FEATURES a +4 sacred bonus to AC, a +4 sacred bonus on all saves, and spell resistance 25 for a number of rounds equal to his All of the following are class features of the sacred fist pres- Wisdom modifier. He may use inner armor once per day. tige class. Code of Conduct: A member
of a sacred fist order refuses Weapon and Armor Proficiency: Sacred fists gain no to use any weapon. A sacred fist who knowingly carries or proficiency with any weapons, armor, or shields. uses a weapon loses all class spells and features and advances no farther as a sacred fist until he atones for his
action (see AC Bonus (Ex): A sacred fist is highly trained at dodg- the atonement spell, page 201 of the Player's Handbook). ing blows, and he has a sixth sense that lets him avoid even unanticipated attacks. When unencumbered and wearing Like a member of any other class, a sacred fist may be a
light or no armor, a sacred fist gains a +1 bonus to his AC. multiclass character, but multiclass sacred fists face a special This bonus increases to +2 at 5th level and to +3 at 10th. restriction. A sacred fist who gains a level in any class other than sacred fist may never again raise his sacred fist level, This
bonus to AC applies even against touch attacks or though he retains all his sacred fist abilities. The path of the when the sacred fist is flat-footed. He loses the bonus when sacred fist requires a constant focus. If a character adopts he is immobilized or helpless, when he wears any armor this class, he
must pursue it to the exclusion of all other heavier than light armor, when he carries a shield, or when careers. Once he has turned off the path, he may never he carries a medium or heavy load. return. Spells per Day/Spells Known: When a new sacred fist SAMPLE SACRED FIST level is gained, the
character gains new spells per day (and spells known, if applicable) as if he had also gained a level Alaraster: Male human cleric 1/monk 6/sacred fist 4; in whatever spellcasting class in which he could cast divine CR 11; Medium humanoid; HD 1d8+2 plus 6d8+12 plus spells before he added the prestige
class. He does not, how- 4d8+8; hp 75; Init +7; Spd 60 ft.; AC 21, touch 18, flat-footed ever, gain any other benefit a character of that class would 18; Base Atk +8; Grp +10; Atk +10 melee (1d10+2, unarmed have gained (improved chance of controlling or rebuking strike); Full Atk +9/+9 melee (1d10+2,
unarmed strike flurry undead, wild shape ability, and so on). This essentially of blows); SA ki strike (magic), sacred flames, spells, turn means that he adds the level of sacred fist to the level of undead 2/day (+1, 2d6+0, 1st); SQ evasion, purity of body, whatever other spellcasting class the character has,
then slow fall, still mind; AL LN; SV Fort +13, Ref +12, Will +11; determines spells per day accordingly. Str 14, Dex 16, Con 14, Int 10, Wis 16, Cha 8. If a character had more than one spellcasting class in Skills and Feats: Balance +11, Concentration +14, Heal which he could cast divine spells before he
became a sacred +18, Jump +27, Knowledge (religion) +8, Listen +9, Spot fist, the player must decide which class to assign each level +9, Tumble +15; Combat Casting, Combat Reflexes, Dodge, of sacred fist for the purpose of determining spells per day Improved Initiative, Improved Trip, Improved
Unarmed and spells known. Strike, Mobility, Spring Attack, Stunning Fist. Unarmed Damage (EXx): A sacred fist’s class levels stack Evasion (Ex): If Alaraster makes a successful Reflex save with his monk levels (if any) for the purpose of determin- against an attack that normally deals half damage on a
suc- ing his unarmed damage. If a sacred fist doesn’t have monk cessful save, he instead takes no damage. levels prior to becoming a sacred fist, treat him as a monk of the same class level as his sacred fist class level for determin- ing his unarmed damage.60Ki Strike (Su): Alaraster’s unarmed attacks
are treated as died without discovering more than a few scattered clues as CHAPTER 2magic weapons for the purpose of dealing damage to crea- to the Misty Isle’s location. Yet still they search, and to givetures with damage reduction. one’s life to the seekers’ cause is one of the noblest sacrifices
PRESTIGE an elf can make. Purity of Body (Ex): Alaraster is immune to all diseases CLASSESexcept for supernatural and magical diseases. Joining the seekers is an arduous process, for the order admits only those likely to survive long travels in hostile Slow Fall (Ex): When within arm’s reach of a wall,
lands. And because looking for the Misty Isle is a lifelongAlaraster takes damage as if a fall were 30 feet shorter than quest, the ranks of the seekers are filled with those who noit actually is. longer “fit in” among the elves: the heartbroken, the griev- ing, and the exiled. Many have at least some training as
a Still Mind (Ex): Alaraster gains a +2 bonus on saving ranger or druid, because the forbidding wilderness where athrows against spells and effects from the school of enchant- seeker wanders provides entry trials of its own. Multiclassment. barbarian druids and cleric/rangers also find the pursuit
rewarding. Cleric Spells Prepared (5/5/4; save DC 13 + spell level):0—create water, detect magic, detect poison, light, mending; NPC seekers of the Misty Isle can be found nearlylst—bless, enlarge personD, entropic shield, obscuring mist, shield anywhere, because Gruumsh and Kurtulmak could
haveof faith; 2nd—aid, owl’s wisdom, sound burst, shatterD. hidden a portal to the Misty Isle anywhere from a city sewer to a lonely mountain cave to the depths of the Abyss itself. D Domain spell. Domains: Destruction (smite 1/day; Seekers don'’t often stay in one place for long, but they’ll join+4 attack,
+4 damage), Strength (1/day gain +4 bonus to any quest that even hints at progress in the search for theStrength for 1 round). Caster level 4th. Misty Isle. Possessions: Bracers of armor +3, amulet of health +2, gloves Adaptation: This prestige class is both race- and deity-of Dexterity +2, ring of jumping,
wand of cure light wounds (25 specific, but you can file off the serial numbers and use itcharges), potion of bull’'s strength, scroll of divine power, 12 pp, for any group of elite wanderers. The flavor of the class is5 gp. a romanticized version of the French Foreign Legion—a group composed of people who
want to start their livesSEEKER OF THE MISTY ISLE over, far from everything they know.Millennia ago, a well-placed arrow from Corellon Larethian Hit Die: d8.put out one of Gruumsh’s eye. But Gruumsh and Kurtulmakconspired to have their revenge on the deity of the elves. REQUIREMENTSUsing
potent magic (and sacrificing thousands of orcs,kobolds, and captive elves), Gruumsh and Kurtulmak man- To qualify to become a seeker of the Misty Isle, a characteraged to whisk away one of the world’s most beautiful elven must fulfill all the following criteria.communities: the Misty Isle. Neither
Corellon Larethian’spersonal power nor the combined prowess of the elven Race: Elf or half-elf.nation’s diviners was able to glean so much as a hint about Skills: Knowledge (religion) 4 ranks, Survival 8 ranks.where Gruumsh and Kurtulmak have hidden the Misty Spells: Able to cast 2nd-level divine
spells.Isle—only that the elves there yet survive, though they are Special: Must be inducted into the order by anothertrapped and cannot contact their brethren. member. Thus an elite order of elves was born: the seekers of the CLASS SKILLSMisty Isle. Ever since the Misty Isle was stolen away,
theseekers have walked the length and breadth of the land, The seeker of the Misty Isle’s class skills (and the key abilityhunting patiently for the lost elves. Even among the long- for each skill) are Balance (Dex), Climb (Str), Concentrationlived elves, a dozen generations of seekers have lived and (Con),
Craft (Int), Diplomacy (Cha), Hide (Dex), Jump (Str),Table 2—-19: The Seeker of the Misty IsleClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Extra domain (Travel) +1 level of existing classlst +0 +2 +2 +0 — +1 level of existing class — +1 level of existing class2nd +1
+3 +3 +0 Swiftfooted +1 level of existing class Corellon’s perception, surefooted —3rd +2 +3 +3 +1 Find the path +1 level of existing class Extra domain (Magic) +1 level of existing class4th +3 +4 +4 +1 — +1 level of existing class Arcane sight +1 level of existing class5th +3 +4 +4 +1 Discern location —
6th +4 +5 +5 +27th +5 +5 +5 +28th +6 +6 +6 +29th +6 +6 +6 +310th +7 +7 +7 +3 6 1CHAPTER 2 Knowledge (geography) (Int), Knowledge (religion) (Int), Corellon’s Perception (Ex): A 5th-level seeker of the Listen (Wis), Move Silently (Dex), Ride (Dex), Speak Lan- Misty Isles has sight and hearing far
beyond a normal PRESTIGE guage (n/a), Spellcraft (Int), Spot (Wis), and Survival (Wis). elf’'s, and she has attuned her senses to repetitively sweep CLASSES See Chapter 4 of the Player's Handbook for skill descrip- her immediate area. She gains a +5 racial bonus on Listen, tions. Search, and Spot
checks. Furthermore, she can attempt to lllus. by T. Baxa spot or hear something she failed to notice previously once Skill Points at Each Level: 6 + Int modifier. per round per skill as a free action (such attempts are ordi- narily move actions). CLASS FEATURES Surefooted (Ex): As a side effect of All of
the following are class features of the seeker of the the seeker of the Misty Isle’s keen Misty Isle prestige class. senses, she is always search- ing the terrain around Weapon and Armor Proficiency: Seekers her. Accordingly, she has of the Misty Isle are proficient with all mar- a preternatural sense of tial
weapons and with all light and medium minute details in armor. the landscape she can use to her Extra Domain: A seeker of the Misty Isle advantage. She can ignore gains the granted power and spell DC modifiers on Balance, access of the Travel domain at 1st Move Silently, and Tumble level and the
Magic domain at checks derived from the 7th level. For an explanation of how surface or terrain. nonclerics receive domain spells, see the Find the Path (Sp): A 6th- Extra Domains section at the beginning level seeker can use find the of this Chapter. path on herself once per day as a spell-like ability. Her
caster Spells per Day/Spells Known: When a new seeker of the Misty Isle level is level is equal to her class level. gained, the character gains new spells Arcane Sight (Su): Three times per per day (and spells known, if applicable) day, a 9th-level seeker of the Misty Isle’s eyes as if she had also gained a
level in what- glow blue, enabling her to use arcane sight, as the ever spellcasting class in which she spell from a caster of the seeker’s highest divine could cast 2nd-level divine spells caster level. before she added the prestige class. Discern Location (Sp): A 10th-level seeker can She does not, however,
gain any use discern location once per week as a spell-like other benefit a character of that ability. Her caster level is equal to her class level. class would have gained (improved chance of controlling or Eandarrial, a seeker rebuking undead, wild of the Misty Isle shape ability, and so on). This essentially
SAMPLE SEEKER OF THE MISTY ISLE means that she adds the level of seeker of Eandarrial: Female elf ranger 2/cleric 3/seeker of the the Misty Isle to Misty Isle 4; CR 9; Medium humanoid; HD 2d8+2 plus the level of whatever 3d8+3 plus 4d8+4; hp 54; Init +3; Spd 30 ft.; AC 17, touch 13, other
spellcasting class flat-footed 14; Base Atk +7; Grp +7; Atk +12 ranged (1d8+2/ the character has, then x3, composite longbow) or +11 melee (1d6+1/19-20, master- determines spells per day accordingly. work short sword); Full Atk +10/+10/+5 ranged (1d8+2/x3, composite longbow) or +11/+6 melee
(1d6+1/19-20, master- If a character had more than one spellcast- work short sword); SA favored enemy orcs +2, turn undead ing class in which she could cast 2nd-level divine 2/day (-1, 2d6+2, 3rd); SQ elf traits, low-light vision, swift- spells before she became a seeker of the Misty Isle, the player must
decide which class to assign each level of seeker of the Misty Isle for the purpose of determining spells per day and spells known. Swiftfooted (Ex): At 4th level, the seeker can ignore the normal -5 penalty for accelerated movement when she uses the following skills: Balance, Climb, Hide, Move Silently,
and Survival (for following tracks). Her penalty for acceler- ated tumbling is reduced from —10 to —5.62footed, wild empathy +1; AL CG; SV Fort +11, Ref +10, Will SHINING BLADE+6; Str 13, Dex 17, Con 12, Int 12, Wis 14, Cha 8. OF HEIRONEOUS Skills and Feats: Balance +7, Climb +10,
Concentration +5,Hide +17, Knowledge (religion) +5, Listen +9, Move Silently Heironeous’s teachings focus on promoting good through+12, Search +6, Spot +13, Survival +14; Point Blank Shot, the use of armed force. Those among Heironeous’s servants,Precise Shot, Rapid Shot, Track, Weapon
Finesse, Weapon both clerics and paladins, who aspire to become weaponsFocus (longbow). in their deity’s unending war against evil hope one day toFavored Enemy (Ex): Eandarrial gains a enter the shining blades. The shining blades of Heirone-+2 bonus on her Bluff, Listen, Sense Motive, ous is an
order of knights dedicated to prowess in melee CHAPTER 2Spot, and Survival checks when using these combat, which is achieved through prayer, devotion, and PRESTIGESsKills against orcs. She gets the same bonus asceticism. Members of the shining blades have an austere CLASSESon weapon
damage rolls against orcs. and simple lifestyle, forsaking all worldly wealth and manyElf Traits: Elves have immunity to magic earthly pleasures in their quest to become but a blade in thesleep effects. An elf who merely passes within hand of Heironeous.5 feet of a secret or concealed door is entitled Most
shining blades of Heironeous are clerics or paladins.to a Search check to notice it as if she where Some members of the order believe that a minimum ofactively looking for it. training as a cleric, combined with the intense martial dis-Swiftfooted (Ex): Eandarrial can ignore cipline of the fighter is ideal to
achieve the goal the shiningthe normal —5 penalty for accelerated move- blades seek, while others follow a single class exclusively.ment when she makes a Balance, Climb, Very few multiclass arcane spellcasters, rogues, or monksHide, Move Silently, or Survival (for follow- feel drawn to the shining
blades.ing tracks) check. Her penalty for accelerated NPC members of the shining blades are probably thetumbling is reduced from —10 to —5. most devout, single-minded, and driven crusaders inCleric Spells Prepared (6/6/5/3/2; save DC 12 the world. Consumed with passion for the path lllus. by S.
Belledin+ spell level): 0—create water, detect magic, detect they have chosen, they have little patiencepoison, light, purify food and drink, resistance; 1st—bless, for those who are “blinded” by desire fordetect evil, divine favor, endure elements, longstriderD, shield material goods or personal power. Allof
faith; 2nd—aidD, bear’s endurance, find traps, lesser restora- that matters, they believe and preach,tion, spiritual weapon; 3rd—daylight, flyD, protection is the fight against evil; as long as evilfrom energy; 4th—dimension doorD, neutralize poison. remains strong, there is importantD Domain spell.
Domains: Good (cast good spells work to be done.at +1 caster level), Protection (protective ward Adaptation: This prestige classgrants +3 resistance bonus on next save, could just as easily be called the shiningl/day), Travel (freedom of movement up to 3 blade of Apollo, the shining blade of
Ra,rounds/day; Survival is a class skill). Caster or any other deity that fights evil and haslevel 7th. paladins. If you change the deity, how-Possessions: +1 mithral shirt, +1 composite ever, make sure you change the weaponlongbow (+1 Str bonus), 20 arrows, mas- to match. Moradin’s equivalent to
thisterwork short sword, gauntlets of ogre class would be the shining axes, whilepower, cloak of elvenkind, potion of cat’'s Dekelor, Corellon Larethian’s might be thegrace, 100 gp. a shining blade “shining arrows” (and it'd have a dif- of Heironeous ferent 9th-level power). Hit Die: d10.Table 2—-20: The
Shining Blade of HeironeousClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day —1st +1 +2 +0 +2 Shock blade 2/day +1 level of existing divine spellcasting class —2nd +2 +3 +0 +3 — +1 level of existing divine spellcasting class —3rd +3 +3 +1 +3 Shock blade 3/day +1
level of existing divine spellcasting class —4th +4 +4 +1 +4 — +1 level of existing divine spellcasting class —5th +5 +4 +1 +4 Holy blade 4/day +1 level of existing divine spellcasting class6th +6 +5 +2 +5 —7th +7 +5 +2 +5 Holy blade 5/day8th +8 +6 +2 +6 —9th +9 +6 +3 +6 Brilliant blade 6/day10th +10
+7 +3 +7 — 63CHAPTER 2 REQUIREMENTS shining blade is holding the weapon. If he is disarmed or gives the weapon to another character, the magical effect PRESTIGE To qualify to become a shining blade of Heironeous, a char- ends. The two uses of this ability can overlap, so in a given
CLASSES acter must fulfill all the following criteria. combat a shining blade can spend one standard action to make his blade holy and another to make it a shock Alignment: Lawful good. weapon. The weapon cannot be made to be doubly holy or Base Attack Bonus: +7. doubly shocking. Base Save
Bonus: Will +3. Skill: Knowledge (religion) 7 ranks. Brilliant Blade (Su): At 9th level, a shining blade can Spells: Able to cast 1st-level divine spells bestow three magical enhancements upon his weapon. Special: Must have Heironeous as a patron deity. This supernatural ability replaces the holy blade
ability and can be used six times per day. With each use of this CLASS SKILLS ability, he can choose to make the weapon a shock weapon dealing an extra 1d6 points of electricity damage, a holy The shining blade of Heironeous’s class skills (and the key weapon dealing an extra 2d6 points of damage
against evil ability for each skill) are Concentration (Con), Craft (Int), creatures, or a brilliant energy weapon, which sheds light Diplomacy (Cha), Heal (Wis), Knowledge (religion) (Int), as a torch and ignores nonliving matter (including armor, Profession (Wis), and Spellcraft (Int). See Chapter 4 of the
undead, constructs, and objects). The weapon is enhanced Player's Handbook for skill descriptions. this way for up to a number of rounds equal to the shin- ing blade’s level plus his Charisma modifier (if any), but Skill Points at Each Level: 2 + Int modifier. only so long as the shining blade is holding the
weapon. If he is disarmed or gives the weapon to another character, CLASS FEATURES the magical effect ends. The three uses of this ability can overlap, so in a given combat a shining blade can spend one All of the following are class features of the shining blade of standard action to make his blade
holy, another to make it Heironeous prestige class. a shock weapon, and another to make it a brilliant energy weapon. The weapon cannot be made to be doubly holy, Weapon and Armor Proficiency: The shining blades doubly shocking, or doubly brilliant. of Heironeous are proficient with all simple and
martial weapons, with all armor, and with shields. SAMPLE SHINING BLADE OF HEIRONEOUS Shock Blade (Su): Twice per day as a standard action, a shining blade of Heironeous can cause a slashing or pierc- Dekelor: Male human cleric 4/paladin 4/shining blade ing weapon he is holding to become
a shock weapon, deal- of Heironeous 3; CR 11; Medium humanoid; HD 4d8+3 ing an extra 1d6 points of electricity damage on a successful plus 4d10+4 plus 3d10+3 plus 3; hp 74; Init +4; Spd 20 ft.; hit. The weapon is enhanced this way for up to a number of AC 24, touch 10, flat-footed 24; Base Atk +10;
Grp +14; Atk + rounds equal to the shining blade’s level plus his Charisma melee (1d8+6/19-20, +2 longsword); Full Atk +17/+12 melee modifier (if any), but only so long as the shining blade is (1d8+6/19-20, +2 longsword); SA shock blade 3/day, smite holding the weapon. If he is disarmed or gives the
weapon evil 1/day, spells, turn undead 5/day (+4, 2d6+8, 6th); SQ to another character, the magical effect ends. Aura of good, detect evil, divine grace, lay on hands, aura of courage, divine health; AL LG; SV Fort +14, Ref +5, Will +15; Spells per Day/Spells Known: When an even-num- Str 18, Dex 10,
Con 12, Int 8, Wis 14, Cha 14. bered level is gained, the shining blade of Heironeous gains new spells per day (and spells known, if applicable) as if Skills and Feats: Diplomacy +9, Knowledge (religion) +6; he had also gained a level in whatever spellcasting class in Cleave, Improved Critical (longsword),
Improved Initiative, which he could cast divine spells before he added the pres- Power Attack, Toughness, Weapon Focus (longsword)B. tige class level. He does not, however, gain any other benefit a character of that class would have gained. If a character Aura of Courage (Su): Dekelor is immune to
fear (magi- had more than one divine spellcasting class in which he cal or otherwise). Each ally within 10 feet of him gains a could cast 1st-level spells before he became a shining blade, +4 morale bonus on saving throws against fear effects. This he must decide to which class he adds each level of
shining ability functions while Dekelor is conscious, but not if he is blade for the purpose of determining spells per day and unconscious or dead. spells known. Aura of Good (Ex): The power of Dekelor’s aura of good Holy Blade (Su): At 5th level, the shining blade of (see the detect good spell) is equal to
his paladin level, just like Heironeous can bestow two magical enhancements upon the aura of a cleric of a good deity. his weapon. This supernatural ability replaces the shock blade ability and can be used three times per day. With Detect Evil (Sp): At will, Dekelor can use detect evil, as each use of this
ability, he can choose to make the weapon the spell. a shock weapon dealing +1d6 points of damage or a holy weapon dealing +2d6 points of bonus damage against evil Divine Grace (Su): Dekelor gains a bonus equal to his creatures. The weapon is enhanced this way for up to a Charisma bonus (+2)
on all saving throws. number of rounds equal to the shining blade’s level plus his Charisma modifier (if any), but only so long as the64Divine Health (Ex): Dekelor is immune to all diseases, bards rarely can generate enough force with their spells toincluding supernatural and magical diseases (such as be
considered worthy by the Destroyer.mummy rot and lycanthropy). Stormlords often live as brigands, indulging their per-Lay on Hands (Su): Dekelor can heal wounds (his own sonal desires for wealth, food, luxury items, and wantonor those of others) by touch. Each day he can heal 8 hit behavior as they
crave random, spectacular acts of violence.points of damage. Dekelor may choose to divide his healing They often pose as lunatics, in order to spread the word ofamong multiple recipients, and he doesn’t have to use it all Talos, and otherwise adopt disguises in order to scout outat once. Using lay on
hands is a standard action. rich prizes to strike at.Shock Blade (Su): Twice per day as a standard action, Adaptation: If you do not have the god Talos in your CHAPTER 2Dekelor can cause a slashing or piercing weapon he is game then this prestige class works well with any god of PRESTIGEholding to
become a shock storms, obviously, but it's also CLASSESweapon, dealing an extra 1d6 appropriate for nature deitiespoints of electricity damage on or clerics and druids that ven-a successful hit. The weapon erate nature or weather in theis enhanced this way for up to abstract without worshiping a5
rounds, but only so long as specific deity.Dekelor is holding the weapon. Hit Die : d8.If he is disarmed or gives the REQUIREMENTSweapon to another character,the magical effect ends. To qualify to become a storm-Smite Evil (Su): Once per lord, a character must fulfillday, Dekelor may attempt to the
following criteria.smite evil with one normal Base Save Bonus: Fort +4.melee attack. He adds 2 to his Feats: Endurance, Great Illus. by R. Mimuraattack roll and deals an extra Fortitude, Weapon Focus (any4 points of damage. If Dekelor spear or javelin).accidentally smites a creature Spells: Able to cast
3rd-that is not evil, the smite has level divine spells.no effect, but the ability is still Patron: Talos.used up for that day. Special: The characterCleric Spells Prepared (5/5/ must have been hit by a bolt of4/2; save DC 12 + spell level): lightning, whether a natural0—create water, detect magic, bolt or one
created by magic,detect poison, light, mending; and survived.1st—bless, entropic shield, magic CLASS SKILLSweaponD, obscuring mist, shieldof faith; 2nd—aid, resist energy, The class skills of a storm-sound burst, spiritual weaponD; lord (and the key ability for3rd—invisibility purge, magic each skill)
are ConcentrationvestmentD. Krotan the stormlord (Con), Disguise (Cha), Gather D Domain spell. Domains: Good Information (Cha), Intimidate(cast good spells at +1 caster level), War (proficiency and (Cha), Knowledge (nature) (Int), Knowledge (religion) (Int), Weapon Focus with longsword). Caster level
5th. Survival (Wis), and Swim (Str). See Chapter 4 of the Player'sPaladin Spells Prepared (1; save DC 12 + spell level): 1st— Handbook for skill descriptions.lesser restoration. Skill Points at Each Level: 2 + Int modifier. Possessions: +2 full plate, +2 heavy metal shield, +2 longsword,gauntlets of ogre
power, wand of cure light wounds (25 charges), CLASS FEATURESpotion of bear’s endurance, 25 pp, 5 gp. The following are class features of the stormlord prestige class. STORMLORD Weapon and Armor Proficiency: Stormlords gain no weapon or armor proficiencies.Most stormlords are clerics,
druids, or cleric/sorcerers, Spells per Day/Spells Known: At each stormlord level,although other class combinations, particularly those the character gains new spells per day (and spells known,including fighter or even barbarian, are not unknown. if applicable) as if he had also gained a level in a
divineWizards have their own means of destroying things, and spellcasting class to which he belonged before adding 65CHAPTER 2 the prestige class level. He does not, however, gain any Shocking Burst Weapon (Su) : For a stormlord of 8th other benefit a character of that class would have gained
level or higher, any spear or javelin he uses is treated as a PRESTIGE (improved chance of turning or destroying undead, addi- shocking burst weapon. The weapon loses this ability 1 CLASSES tional favored enemies, and so on). If the character had round after leaving the hand of the stormlord. This
effect more than one divine spellcasting class before becoming a stacks with that of the stormlord’s thundering weapon stormlord, the player must decide to which class to add each ability. stormlord level for the purpose of determining spells per day and spells known. Storm of Elemental Fury (Sp) : At
10th level, a stormlord can summon a storm of great magnitude and power. Once Enhanced Javelins: Any javelin thrown by a stormlord per day, a stormlord can use storm of elemental fury as if he counts as a +1 magic weapon. This bonus increases at 6th were a 17th-level cleric. level to +2 and at 10th
level to +3. SAMPLE STORMLORD Resistance to Electricity (Ex) : As a stormlord gains levels in this prestige class, he becomes increasingly resis- Krotan the Stormlord: Male human cleric 5/stormlord tant to electrical energy, gaining resistance to electricity 3; CR 8; Medium humanoid; HD 5d8+10 plus
3d8+6; hp 56; in the amount given on the table. At 9th level, a stormlord Init +1; Spd 20 ft.; AC 17, touch 11, flat-footed 16; Base Atk gains immunity to electricity. +5; Grp +7; Atk +9 melee (1d8+4/x3 plus 1d6 electricity, +1 spear) or +8 ranged (1d6+3 plus 1d6 electricity, javelin); Full Shock Weapon (Su) :
Any spear or javelin used by Atk +9 melee (1d8+4/x3 plus 1d6 electricity, +1 spear) or +8 a stormlord of 2nd level or higher is treated as a shock ranged (1d6+3 plus 1d6 electricity, javelin); SA enhanced jav- weapon (dealing an extra 1d6 points of electricity damage). elins, rebuke undead 3/day (+0,



2d6+5, 5th), shock weapon; The weapon loses this ability 1 round after leaving the hand SQ resistance to electricity 5, storm walk; AL CN; SV Fort of the stormlord. +12, Ref +4, Will +12; Str 14, Dex 12, Con 14, Int 8, Wis 18, Cha 10. Storm Walk (Ex) : Beginning at 3rd level, a stormlord (and his mount, if
any) can walk or ride through storms (nat- Skills and Feats: Concentration +13, Intimidate +3, Knowl- ural or magical) at his regular movement rate, completely edge (religion) +7; Endurance, Great Fortitude, Weapon unaffected by high winds (including gust of wind), pounding Focus (javelin), Weapon
Focus (spear). precipitation or waves, objects driven by the wind (which always seem to miss him), great claps of thunder, natural Cleric Spells Prepared (6/6/5/5/4; save DC 14 + spell level): bolts of lightning, or any other natural symptom of Talos’s 0—cure minor wounds, detect magic (2), light, read
magic, resis- fury. tance; 1st—bane, cause fear, cure light wounds, detect good, doom, protection from goodD; 2nd—align weapon, bull's strength, cure Thundering Weapon (Su) : For a stormlord of 5th level moderate wounds, death knell, shatterD; 3rd—contagionD, cure or higher, any spear or javelin he
uses is treated as a thunder- serious wound, dispel magic, searing light, wind walk; 4th—con- ing weapon (see page 225 of the Dungeon Master’s Guide). The trol water, cure critical wounds, divine power, unholy blightD. weapon loses this ability 1 round after leaving the hand of the stormlord. This effect
stacks with that of the stormlord’s D Domain spell. Domains: Destruction (smite 1/day, +4 shock weapon ability. attack, extra +5 damage), Evil (cast evil spells at +1 caster level). Storm Ride (Sp) : At 6th level, a stormlord gains the abil- ity to fly during any storm as if using the fly spell. Adverse
Possessions: +1 breastplate, +1 spear, 10 javelins, periapt of wind conditions do not affect him; for example, even hur- Wisdom +2, cloak of resistance +1, wand of cure light wounds (50 ricane-force winds cannot knock him down or blow him charges). away when flying. Table 2—21: The Stormlord Class
Base Fort Ref Will Level Attack Bonus Save Save Save Special Spells per Day Enhanced javelins +1, +1 level of existing divine spellcasting class 1st +0 +2 +0 +2 resistance to electricity 5 Shock weapon +1 level of existing divine spellcasting class 2nd +1 +3 +0 +3 Storm walk +1 level of existing divine
spellcasting class Resistance to electricity 10 +1 level of existing divine spellcasting class 3rd +2 +3 +1 +3 Thundering weapon +1 level of existing divine spellcasting class Storm ride, enhanced javelins +2 +1 level of existing divine spellcasting class 4th +3 +3 +1 +3 Resistance to electricity 15 +1 level of
existing divine spellcasting class Shocking burst weapon +1 level of existing divine spellcasting class 5th +3 +4 +1 +4 Immunity to electricity, +1 level of existing divine spelicasting class Enhanced javelins +3 6th +4 +5 +2 +5 Elemental conflagration +1 level of existing divine spellcasting class 7th +5 +5 +2
+5 8th +6 +6 +2 +6 9th +6 +6 +3 +6 10th +7 +7 +3 +766Enhanced Javelins: Javelins thrown by Krotan count Olidammara—can pick a lockas +1 weapons. This bonus is factored into the statisticsabove. or sabotage a trap well enough Shock Weapon (Su): Any spear or javelin used by to meet the temple
raiders’ stan-Krotan is treated as a shock weapon (dealing an extrald6 points of electricity damage). This extra damage is dards. Some rangers also find thefactored into the statistics above. life of a temple raider to their liking. Storm Walk (Ex): Krotan can walk through storms athis regular movement
rate. NPC temple raiders usually work in TEMPLE RAIDER small teams, using stealth, disguise, or OF OLIDAMMARA magic to infiltrate a rival temple secretly.Olidammara’s worshipers don’t have many templesof their own, but some of them spend Once inside, they plunder the treasury, CHAPTER 2a
great deal of time in the templesof other deities—robbing them steal religious relics, and abscond with PRESTIGEOof every valuable that's evenremotely portable. The temple any secrets the clerics of the rival CLASSESraiders are an elite cadre ofthieves who worship the Laugh- temple cared to write
down. If alling Rogue and specialize in steal-ing valuables and secret lore from goes well, they slip out unnoticed, butthe temples of other deities. Fewenterprises are as dangerous as they’re not above fighting their way tobreaking into a temple, so Olidam-mara grants limited spellcasting freedom. They
know that the pen-abilities to temple raiders in his service. alty for stealing from a temple is Temple raiders are always listening fornews of great riches or dark secrets at the temples of usually death, so they’re quick to drawother deities, and they eagerly chase down rumors ofhidden shrines and half-
buried temples from bygone ages. blades when capture seems imminent.However, they typically have plenty of time between raidsfor normal adventuring, which they undertake frequently Clerics who venerate other deities con-with their deity’s blessing. After all, dungeon adventuringhones the skills that
the temple raider needs for special sider temple raiders a menace, so most ofmissions—such as liberating the war-booty that theclerics of St. Cuthbert’s temple are now bringing home for the latter pose as rogues, bards, or evensafekeeping. clerics of Olidammara instead. Player Rogues and bards
usually have the skills a temple raiderneeds, whereas only a few rare clerics—even those of characters may encounter NPC temple raiders fleeing from town with their latest Illus. by W. O’Connor victims on their heels, or in the midst of planning a raid. Adaptation: Any deity of rogues, thieves, or secret
knowledge could be a patron for a temple raider. Other campaigns may feature specific items or treasures that are kept by churches which would tempt a Jernit, a temple temple raider into stealing. raider of Olidammara Hit Die: d6. REQUIREMENTS To qualify to become a temple raider of Olidammara, a
char- acter must fulfill all the following criteria. Alignment: Any chaotic. Base Attack Bonus: +5. Skills: Disable Device 4 ranks, Knowledge (religion) 1 rank, Open Lock 4 ranks, Search 8 ranks.Table 2—-22: The Temple Raider of OlidammaraClass Base Fort Ref Will Spells per Day 1st 2nd 3rdLevel Attack
Bonus Save Save Save Special 0 4th 1 —1st +0 +0 +2 +2 Trapfinding, trap sense +1 1 0— — 1 1— —2nd +1 +0 +3 +3 Sneak attack +1d6 110 — 111 —3rd +2 +1 +3 +3 Uncanny dodge 211 — 211 04th +3 +1 +4 +4 Trap sense +2 221 1 222 15th +3 +1 +4 +4 Sneak attack +2d6 16th +4 +2 +5
+5 Improved uncanny dodge7th +5 +2 +5 +5 Trap sense +38th +6 +2 +6 +6 Sneak attack +3d69th +6 +3 +6 +6 Skill mastery10th +7 +3 +7 +7 Luck domain, trap sense +4 67CHAPTER 2 Special: The character must worship Olidammara and to the rogue’s sneak attack ability (see the Rogue section in be
invited to join the ranks of the temple raiders by at least Chapter 3 of the Player's Handbook). At 2nd level, the temple PRESTIGE three current members of that prestige class. raider’s extra damage on a successful sneak attack is +1d6, CLASSES and this rises by +1d6 per three temple raider levels
thereaf- CLASS SKILLS ter. If he already has the sneak attack ability from a previous class, the damage bonuses stack. The temple raider’s class skills (and the key ability for each skill) are Appraise (Int), Climb (Str), Craft (Int), Decipher Uncanny Dodge (Ex): At 3rd level, a temple raider gains Script (Int),
Disable Device (Int), Hide (Dex), Jump (Str), the ability to react to danger before his senses would nor- Knowledge (religion) (Int), Listen (Wis), Move Silently mally allow him to do so. He retains his Dexterity modifier (Dex), Open Lock (Dex), Search (Int), Spot (Wis), Tumble to AC (if any) even if he is
caught flat-footed or struck by (Dex), Use Magic Device (Cha), and Use Rope (Dex). See an invisible attacker. However, he still loses his Dexterity Chapter 4 in the Player's Handbook for skill descriptions. modifier to AC if immobilized. Skill Points at Each Level: 4 + Int modifier. If a temple raider already
has uncanny dodge from a different class, he automatically gains improved uncanny CLASS FEATURES dodge (see below) instead. All of the following are class features of the temple raider Improved Uncanny Dodge (Ex): A temple raider of prestige class. 6th level or higher can no longer be flanked; he
can react to opponents on opposite sides of him as easily as he can react Weapon and Armor Proficiency: Temple raiders gain to a single attacker. This defense denies an enemy the ability proficiency with all simple weapons and with the rapier. In to sneak attack the temple raider by flanking him, unless
the addition, they gain proficiency with light and medium armor. attacker has at least four more rogue levels than the target has temple raider levels. Spells per Day: A temple raider has the ability to cast a small number of divine spells. To cast a temple raider spell, If a character already has uncanny
dodge from a second a temple raider must have a Wisdom score of at least 10 + class, the levels from the class(es) that grant uncanny dodge the spell’s level, so a temple raider with a Wisdom of 10 or stack to determine the minimum rogue level required to lower cannot cast these spells. Temple raider
bonus spells flank the temple raider. For example, only a rogue of 17th are based on Wisdom, and saving throws against these spells level or higher could flank a 7th-level rogue/6th-level have a DC of 10 + spell level + the temple raider's Wisdom temple raider. modifier. When the temple raider gets 0
spells per day of a given level (for instance, 1st-level spells for a 1st-level temple Skill Mastery (Ex): At 9th level, a temple raider becomes raider), he gains only the bonus spells he would be entitled so certain in the use of certain skills that he can use them to based on his Wisdom score for that spell
level. The temple reliably even under adverse conditions. Upon gaining this raider’s spell list appears below. A temple raider has access to ability, he selects a number of skills equal to 3 + his Intel- any spell on the list and can freely choose which to prepare, ligence modifier. When making a skill check
with one of just as a cleric. A temple raider prepares and casts spells just these skills, he may take 10 even if stress and distraction as a cleric does (though a temple raider cannot spontaneously would normally prevent him from doing so. cast cure or inflict spells). Luck Domain: At 10th-level, the luck of
Olidammara A temple raider must spend 1 hour each night in quiet rubs off on a temple raider, granting the character access to contemplation and supplication to Olidammara to regain the Luck domain. He may use the domain’s granted power his daily allotment of spells. Time spent resting has no and
adds the domain’s spells to his temple raider spell list effect on whether he can prepare spells. (but not any other spell lists he might have). If he already has the Luck domain, he can use its granted power one Trapfinding (Ex): Like rogues, temple raiders can use additional time per day. the Search skill to
locate traps when the task has a Difficulty Class higher than 20. They can also use the Disable Device Temple Raider Spell List skill to disarm magic traps. Temple raiders choose their spells from the following list. 1st Level: detect law, detect secret doors, disguise self, invis- A temple raider who beats a
trap’s DC by 10 or more with ibility to undead, obscuring mist, protection from law. a Disable Device check can study a trap, figure out how it 2nd Level: augury, cat’s grace, darkvision, delay poison, invis- works, and bypass it (with her party) without disarming it. ibility, lesser restoration, undetectable
alignment. 3rd Level: locate object, magic circle against law, nondetection, Trap Sense (Ex): A temple raider has an intuitive sense obscure object, remove curse, resist energy, see invisibility. that alerts him to danger from traps, giving him a +1 bonus 4th Level: air walk, confusion, death ward, freedom of
move- on Reflex saves made to avoid traps and a +1 dodge bonus to ment, neutralize poison, restoration, spell immunity. AC against attacks made by traps. These bonuses rise by an In addition, 10th-level temple raiders add the 1st- through additional +1 every three levels above 1st (to +2 at 4th level,
4th-level spells from the Luck domain to their spell list. +3 at 7th, and +4 at 10th). Sneak Attack (EX): At 2nd level, a temple raider gains the ability to sneak attack opponents. This functions identically68SAMPLE TEMPLE RAIDER Animal Companion (Ex): Jernit has an owl named CHAPTER 20F
OLIDAMMARA Vanya as an animal companion (see Monster Manual, page 277). The ranger and Vanya enjoy the link and share spells PRESTIGE Jernit: Male half-elf ranger 5/temple raider of Olidam- special qualities. mara 3; CR 8; Medium humanoid (elf); HD 5d8+10 plus CLASSES 3d6+6; hp 52; Init
+4; Spd 30 ft.; AC 19, touch 15, flat-footed Link (Ex): Jernit can handle Vanya as a free action. He also 15; Base Atk +7; Grp +8; Atk +13 melee (1d4+2, dagger); Full gains a +4 circumstance bonus on all wild empathy checks Atk +11/+11/+6 melee (1d4+2, dagger); SA combat style and Handle Animal
checks made regarding his owl. (two-weapon combat), favored enemy giants +4, favored enemy monstrous humanoids +2, sneak attack +1d6; SQ Share Spells (Ex): Jernit may have any spell he casts on him- animal companion (link, share spells), half-elf traits, trap self also affect his animal companion if
the latter is within sense +1, uncanny dodge, wild empathy +4; AL CN; SV Fort 5 feet at the time. He may also cast a spell with a target of +7, Ref +11, Will +5; Str 14, Dex 18, Con 14, Int 10, Wis 12, “You” on his animal companion. Cha 8. Half-Elf Traits: Half-elves have immunity to magic sleep Skills and
Feats: Disable Device +4, Hide +17, Knowledge effects. For all effects related to race, a half-elf is considered (religion) +1, Move Silently +17, Open Lock +15, Search +11, an elf. Spot +12, Survival +7; Dodge, Endurance, Stealthy, TrackB, Two-Weapon FightingB, Weapon Finesse; Weapon Focus Trap
Sense (Ex): Jernit has a +1 bonus on Reflex saves (dagger). made to avoid traps and a +1 dodge bonus to AC against attacks by traps. Favored Enemy (Ex): Jernit gains the indicated bonus on his Bluff, Listen, Sense Motive, Spot, and Survival checks Uncanny Dodge (Ex): Jernit can react to danger
before when using these skills against this type of creature. He gets his senses would normally allow him to do so. He retains the same bonus on weapon damage rolls against creatures of his Dexterity bonus to Armor Class even when caught flat- this type. footed. Sneak Attack (Ex): An extra 1d6 points
of damage Ranger Spells Prepared (1; save DC 11 + spell level): 1st— against flat-footed opponents within 30 feet, or against longstrider. targets Jernit is flanking. Creatures without discernible anatomies or that are immune to critical hits are immune to Temple Raider Spells Prepared (2; save DC 11 +
spell level): sneak attacks. 1st—obscuring mist, invisibility to undead. Possessions: +1 studded leather, ring of protection +1, 3 master- work daggers, gloves of Dexterity +2, wand of cure light wounds (25 charges), potion of bear’s endurance, 6 pp, 5 gp. Sewer Hideout of Olidammara Locked grate (DC
30) has Half-orc cleric 9 / rogue 3 deathblade wall scythe trap (CR 8). 3 invisible Cave has password stalkers (CR 7) version of forbiddance 5 ft. high ceiling Halfling rogue 5 / assassin 6 Prismatic spray trap down (CR 8)Shallow Locked chests (DC 35) havewater in three 8th-level treasures.trench One
square equals 5 feet 69CHAPTER 2 UR-PRIEST Special: The character must have no ability to cast divine spells. If such spellcasting ability was previously possessed PRESTIGE Ur-priests despise gods. However, a small number of (as with an ex-cleric), that ability is forever forsaken. CLASSES them
have learned to tap into divine power and use it for their own needs without praying to or worshiping a deity. The character must be trained by another ur-priest. Instead, each day they go into a trance and mentally steal the power that gods normally channel to devout clerics. CLASS SKILLS Ur-priests are
canny and cunning, never stealing too much power from any one deity, but instead metaphysically slip The ur-priest’s class skills (and the key ability for each skill) in, draw out the power they need for their spells, and slip are Bluff (Cha), Concentration (Con), Craft (Int), Knowledge out again. They learn to
be resilient toward divine power (arcana) (Int), Knowledge (the planes) (Int), Knowledge and creative with the energies that they steal. The greatest (religion) (Int), Profession (Wis), and Spellcraft (Int). See ur-priest commands the level of power of the most power- Chapter 4 of the Player's Handbook for
skill descriptions. ful cleric, although she does not have the cleric’s variety of spellcasting options. Skill Points at Each Level: 2 + Int modifier. A member of any class can become an ur-priest, even— CLASS FEATURES and in fact, especially—an ex-cleric. All the following are class features of the ur-priest
prestige Ur-priests frequently work alone, although they occasion- class. ally find partnerships with members of other classes useful. They do not congregate into anything resembling temples, Weapon and Armor Proficiency: Ur-priests are profi- for they fear that too many of them in one place might draw
cient with simple weapons, but not with armor or shields. unwanted divine attention. And of course they rarely associ- ate with clerics or any other divine spellcasters, whom they Spells per Day: An ur-priest gains the ability to cast a see as lackeys and who view them as abominations. number of divine
spells. To cast a spell, an ur-priest must have a Wisdom score of at least 10 + the spell's level, so an Adaptation: This prestige class is written to describe ur-priest with a Wisdom of 10 or lower cannot cast these characters who steal divine power from the gods and use it spells. Ur-priest bonus spells are
based on Wisdom, and themselves. It's also a good choice, however, for ex-clerics of saving throws against these spells have a DC of 10 + spell gods who’'ve somehow lost their connection to their deity level + Wisdom modifier. When Table 2—23 indicates that (because the deity died, disappeared, or
faded from exis- the ur-priest gets 0 spells per day of a given spell level, such tence because he had too few worshipers). Secret societies as 0 2nd-level spells at 2nd level, the ur-priest gains only the of ur-priests could exist for the express purpose of elevating bonus spells he would be entitled to based
on his Wisdom (or reelevating) someone or something to godhood. score for that spell level. Hit Die: d8. The ur-priest spell list is identical to the cleric spell list. An ur-priest has access to any spell on the list and prepares REQUIREMENTS those spells as a cleric, except that he does not pray for spells,
he just takes them. An ur-priest casts spells as a To qualify to become an ur-priest, a character must fulfill all cleric does, except that unlike a cleric, he does not have the the following criteria. ability to spontaneously cast cure or inflict spells, nor does he have domain spells or associated domain granted
powers. Alignment: Any evil. He does not have restrictions on spells with alignments. To Base Save Bonus: Fort +3, Will +3. determine the caster level of an ur-priest, add the character’s Skills: Bluff 6 ranks, Knowledge (arcana) 5 ranks, ur-priest levels to one-half of his levels in other spellcasting
Knowledge (the planes) 5 ranks, Knowledge (religion) 8 classes. (Any levels gained in the cleric class by an ex-cleric ranks, Spellcraft 8 ranks. don’t count.) Feats: Iron Will, Spell Focus (evil). Table 2—-23: The Ur-Priest Class Base Fort Ref Will Spells per Day 0 1st 2nd 3rd 4th
5th 6th 7th 8th 9th Level Attack Bonus Save Save Save Special 4 2 —530 1st +0 +0 +0 +2 Rebuke undead 531 0 —63210— 2nd +1 +0 +0 +3 Divine spell resistance 15633210 —-—6333210 3rd +2 +1 +1 +3 Siphon
spell power64333210———644333210—4th +3 +1 +1 +4 Divine spell resistance 20 6544443210 — 6554444321 5th +3 +1 +1 +4 Steal spell-like ability 6th +4 +2 +2 +5 7th +5 +2 +2 +5 8th +6 +2 +2 +6 9th +6 +3 +3 +6 10th +7 +3 +3 +770Rebuke Undead: Like an evil cleric, an ur-priest of
2nd For example, if an ur-priest is near a noble salamander,level or higher can rebuke undead. He uses his ur-priest he can steal fireball and use it three times that day or steallevel as the cleric level for determining success and damage dispel magic and use it once that day. If he is near a pit fiend,(see
Turn or Rebuke Undead, page 159 of the Player’'s Hand- he could steal teleport without error (self plus 50 pounds ofbook). objects only) and use it three times per day, because the pitDivine Spell Resistance (Su): At 4th level, an ur-priest fiend can do it at will. He could even steal the pit fiend’'s wishgains
spell resistance 15, but only against divine spells and ability, but because a pit fiend can only use wish once perthe spell-like abilities of outsiders. At 8th level, the ur- year, the ur-priest would be similarly limited. He could notpriest’s spell resistance increases steal that power again from any creature for
CHAPTER 2to 20. one year. PRESTIGE Siphon Spell Power SAMPLE UR-PRIEST CLASSES(EXx): Because they stealwhatever power they Malsaern the Enlightened:can, ur-priests learn to Male human cleric 4/rogue 1/manipulate their energy ur-priest 4: CR 9; Mediumin ways that con- humanoid; HD
4d8+4 plusfound other casters. An 1d6+1 plus 4d8+1; hp 48; Initur-priest of 6th level or +0; Spd 20 ft.; AC 24, touchhigher can temporarily 11, flat-footed 24; Base Atksacrifice two (or more) +6; Grp +8; Atk +9 meleelower-level spell slots (1d8+3, +1 morningstar);and use those slots to Full Atk +9/+4
meleeprepare a higher-level spell. (1d8+3, +1 morningstar);The higher-level spell must be SA rebuke undead 2/day lllus. by T. Baxaof a level the ur-priest can cast. (+1, 2d6+7, 8th), sneakOnly one exchange of this sort attack +1d6, spells; SQcan be made each day. The levels divine spell resistance
20,0f the lower-level slots are totaled, trapfinding; AL LE; SVthen reduced to three-quarters Fort +6, Ref +4, Will +14;(round down) to determine the Str 12, Dex 10, Con 13, Intlevel of the extra higher-level spell 12, Wis 19, Cha 8.slot. For example, an ur-priest Skills and Feats: Bluffwho sacrifices a 3rd-
level spell +5, Knowledge (arcana)and a 5th-level spell can use that +8, Knowledge (the planes)spell slot to prepare an additional +8, Knowledge (religion)6th-level spell (3 + 5 = 8, and 8 x 3/4 +9, Spellcraft +9; Divine Spell= 6). Power*, Greater Spell Penetra-Steal Spell-Like Ability (Su): The tion, Spell
Focus (evil), Spellmost powerful ur-priests can use the Penetration, Weapon Focussame techniques that siphon off the gods’ (morningstar).spell power to steal the spell-like abilities of * New feat described in Chapter 3.another creature. Once each day, when a creature Malsaern the Enlightened, Sneak
Attack (Ex): An extra 1d6 points ofwith spell-like abilities is within 50 feet of a 10th- an ur-priest damage against flat-footed opponents withinlevel ur-priest, the ur-priest can choose one of the spell-like 30 feet, or against targets Malsaern is flanking. Creaturesabilities of the creature to steal for himself. The
ur-priest without discernible anatomies or that are immune to criticalcan use the spell-like ability as often as the creature can, or hits are immune to sneak attacks.three times per day, whichever is less. The ur-priest uses the Trapfinding (Ex): Malsaern can use a Search check toability as the creature does
with regard to caster level and locate a trap when the task has a DC higher than 20.save DCs. This ability only lasts 24 hours. The creature with Possessions: Amulet of natural armor +1, +2 full plate, +2 lightthe spell-like ability does not lose the ability when the ur- steel shield, ring of protection +1, +1
morningstar, periapt ofpriest steals it. If an ur-priest tries to steal a spell-like ability Wisdom +2, 500 gp.that the creature doesn’t have, or tries to steal an ability that Ur-Priest Spells Prepared (6/4/3/2/1; save DC 14 + spellis supernatural rather than spell-like, the attempt automati- level): 0—detect magic
(3), light (2), read magic; 1st—bless,cally fails. cure light wounds, divine favor, cure light wounds, shield of faith; 712nd—bear’s endurance, cure moderate wounds, wave of griefE; Skill: Spellcraft 10 ranks. 3rd—dispel magic, wrackE; 4th—divine power. Feats: Heighten Spell, Spell Penetration. Spells:
Able to cast 3rd-level arcane or divine spells. E Evil spell (save DC 15 + spell level).CHAPTER 2 VOID DISCIPLE CLASS SKILLS PRESTIGE Of all the elemental forces that make up the universe, the The void disciple’s class skills (and the key ability for each CLASSES most powerful and the most
difficult to control is the one skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), that lies between and joins the others: void. Void disciples Heal (Wis), Knowledge (all skills, taken individually) (Int), understand that everything in the world contains all the Profession (Wis), and Spellcraft (Int). See
Chapter 4 of the basic elements, held together by the least tangible essence. Player's Handbook for skill descriptions. Void is like the silence between notes of music, giving rhythm and shape to the whole. To those who understand Skill Points at Each Level: 2 + Int modifier. the relationship of void to all
other things, and who have the innate ability to personally perceive that relationship, CLASS FEATURES distance and form become inconsequential. The following are class features of the void disciple. Void disciples begin their training as spellcasters, and Weapon and Armor Proficiency: Void disciples
gain no they continue to gain spellcasting ability as they rise in level. They are generally students of a particular school or weapon or armor proficiencies. adherents to particular faith or philosophy. Spells per Day/Spells Known: A void disciple con- Like other spellcasters, NPC void disciples play the role
tinues her magical training while mastering the powers of of wise elders or keepers of religious teachings and legends. void. At 2nd, 4th, 5th, 6th, 8th, 10th, 11th, and 12th level, Those who have mastered the path of void are charged with the character gains new spells per day (and spells known, if the
task of listening across the world’s underlying stream of applicable) as if she had also gained one level in a previous void for the births of those who have an innate affinity for spellcasting class. She does not, however, gain any other void, and supervising the training of these individuals as benefit a
character of that class would have gained (improved they mature. chance of turning or destroying undead, metamagic or item creation feats, and so on). If the character had more than one Adaptation: The void disciple prestige class represents a spellcasting class in which she could cast 3rd-level spells
wise master if not an outright hermit, so it's a good choice before becoming a void disciple, the player must decide to for more solitary characters. Any group of void disciples is which class to add each void disciple level for the purpose of likely to be far-flung—and given their ability to scry on one
determining spells per day and spells known. another, distance poses less of an organizational problem than it otherwise would. Sense Void (Su): The first technique taught to the void disciple is the ability to reach out with the mind and sense Hit Die: d6. the world around, exploring the unseen layer of
reality most people rarely experience. The void disciple’s con- REQUIREMENTS sciousness actually departs her body and extends into the world, allowing her to use her normal senses (sight, hear- To qualify to become a void disciple, a character must fulfill ing, touch, taste, smell) to perceive whatever
area, person, all the following criteria. or thing she directs her attention to. The void disciple must make a Spellcraft check, with the DC determined by dis- Alignment: Any neutral. tance, not familiarity. Table 2—24: The Void Disciple Class Base Fort Ref Will Level Attack Bonus Save Save Save Special
Spells per Day 1st +0 +0 +0 +2 Sense Void (physical senses, 1/day) 2nd +1 +0 +0 +3 — +1 level of existing class 3rd +1 +1 +1 +3 Sense Void (2/day) 4th +2 +1 +1 +4 Moment of clarity (2/day) +1 level of existing class 5th +2 +1 +1 +4 Sense Void (magical senses, 3/day) +1 level of existing class 6th +3 +2
+2 +5 — +1 level of existing class 7th +3 +2 +2 +5 Altering the course, sense void (4/day) 8th +4 +2 +2 +6 Moment of clarity (3/day) +1 level of existing class 9th +4 +3 +3 +6 Sense Void (empathic senses, 5/day) 10th +5 +3 +3 +7 Void release +1 level of existing class 11th +5 +3 +3 +7 Sense Void (6/day)
+1 level of existing class 12th +6 +4 +4 +8 Void suppression, +1 level of existing class moment of clarity (4/day) 13th +6 +4 +4 +8 Sense Void (mental senses, 7/day), Void strike72Distance DC Void Release (Su): Three times per day, a void disciple ofLine of sight 5 10th level or higher can touch an ally,
allowing that charac-Up to 1 mile (same village) 10Up to 10 miles (same province) 15 ter to use his highest ability score modifier in place of anyUp to 100 miles (same clan’s territory) 20 one lower modifier (target’s choice) for a number of roundsUp to 1,000 miles (another clan’s territory) 25 equal to half
the void disciple’s level. For example, a severely wounded fighter could use his high Strength modifier inA void disciple cannot sense across planar boundaries. place of his low Dexterity modifier for a few rounds, increas-Thus, a void disciple standing on one side of a gate could not ing his Armor Class,
Reflex save bonus, and ranged attackextend her senses through it. bonus (as well as Dexterity- CHAPTER 2With every four levels a void disciple attains beyond based skills). PRESTIGE1st, she gains the ability to perceive deeper levels of real- Void Suppres- CLASSESity. At 5th level, a void disciple can
use detect magic sion (Su): Onceand detect evil at will. At 9th level, she can use dis- per day, a voidcern lies and read emotional states, gaining a +10 disciple of 12thbonus on Sense Motive checks. At 13th level, she level or highercan detect thoughts at will. can make a meleeA void disciple can use this
ability once per touch attack today at 1st level. With every two force the targetlevels she attains beyond 1st, she to use his lowestcan use the ability an additional ability score modi-time per day (twice at 3rd level, fier in place of any onethree times at 5th, and so on). higher modifier (void dis-Moment of
Clarity (Su): ciple’s choice) for 5 rounds.A void disciple of 4th level For example, a void disciple lllus. by T. Baxaor higher can grant an could force an ogre toally the temporary use his low Intelli-ability to per- gence modifier inform any skill place of his highor feat (with Strength modi-the exception fier,
severely weak-of ancestor ening the brute’sfeats). The physical blows.void disciple Void Strikemust use a (Su): Oncestandard per day, a 13th-action to level void dis-touch the ciple cantarget. The make a meleetarget gains touch attack toeither one feat bestow 1d4 negativeor a number levels on the
target. Theof ranks in one skill equal to his relevant void disciple gains 5 tem-ability modifier for that skill. For example, a Pariana Brezzin, a void disciple porary hit points for each negative level shecharacter with Dexterity 14 could gain 2 ranks in Ride, for a bestows. If the target has at least as many
negative levelstotal skill modifier of +4. The effect lasts for 1 round per lev- as Hit Dice, he dies. Each negative level gives a creature ael of the void disciple. The void disciple can use this super- —1 competence penalty on attack rolls, saving throws, skillnatural ability twice per day at 4th level, plus an
additional checks, ability checks, and effective level (for determininguse for every four additional levels she attains. the power, duration, DC, and other details of spells or spe-Altering the Course (Su): Once per day, a void disciple cial abilities). Additionally, a spellcaster loses one spell orof 7th level or
higher can add a +20 bonus on any single spell slot from his highest available level. Negative levelsattack roll, skill check, or ability check she makes. She stack. Assuming the target survives, he regains lost levelscannot transfer this bonus to another character by any after 13 hours pass. This ability
relies on the void disciple’smeans. This supernatural ability requires no action, and mastery of void, not negative energy, so it cannot be usedlasts only the duration of the single check. to benefit undead. 73SAMPLE VOID DISCIPLE hearing, touch, taste, smell) to perceive whatever area, person, or thing
she directs her attention to. Pariana must Pariana Brezzin: Female human wizard 7/void disciple make a Spellcraft check, with the DC determined by dis- 3; CR 10; Medium humanoid; HD 7d4+14 plus 3d6+6; hp tance. 48; Init +2; Spd 30 ft.; AC 13, touch 13, flat-footed 12; BaseCHAPTER 2 Atk +4; Grp
+3; Atk +4 melee (1d4-1, dagger) or +7 ranged Distance DC (1d4-1, dagger); SA spells; SQ familiar, familiar benefits, Line of sight 5 PRESTIGE sense void; AL LN; SV Fort +6, Ref +6, Will +9; Str 8, Dex Up to 1 mile (same village) 10 CLASSES 14, Con 14, Int 18, Wis 10, Cha 12. Up to 10 miles (same
province) 15 Up to 100 miles (same clan’s territory) 20 Skills and Feats: Concentration +15, Knowledge (arcana) Up to 1,000 miles (another clan’s territory) 25 +17, Knowledge (nature) +17, Knowledge (the planes) +12, Knowledge (religion) +17, Listen +0*, Spellcraft +17, Spot Possessions: Ring of
protection +2, cloak of resistance +1, amulet +0*; Combat Casting, Greater Spell Penetration, Heighten of natural armor +1, masterwork dagger, headband of intellect Spell, Improved Familiar, Scribe ScrollB, Spell Penetration. +2, 700 gp Familiar: Pariana’s familiar is a formian worker named Wizard
Spells Prepared: (4/5/4/4/3; save DC 14 + spell level): Grzz’x. The familiar uses the better of its own and Pariana’s 0—detect magic (2), light, read magic; 1st—charm person, mage base save bonuses. The creature’s abilities and characteris- armor, magic missile (2), shield; 2nd—mirror image, scorching
tics are summarized below. ray (2), see invisibility; 3rd—dispel magic, fireball (2), hold person; 4th—charm monster, dimension door, greater invisibility. Grzz’x, Formian Worker Familiar: CR—; Small outsider (lawful, extraplanar); HD 7; hp 24; Init +2; Spd Spellbook: 0—all; 1st—charm person, identify,
mage armor, 40 ft.; AC 21, touch 13, flat-footed 19; Base Atk +1; Grp magic missile, ray of enfeeblement, shield; 2nd—mirror image, —2; Atk +3 melee (1d4+1, bite); Full Atk +3 melee (1d4+1, rope trick, scorching ray, see invisibility; 3rd—dispel magic, fire- bite); SQ darkvision 60 ft.; deliver touch spells,
improved ball, haste, hold person; 4th—dimension door, charm monster, evasion, immunity to poison, petrification, and cold, greater invisibility, polymorph. resistance to electricity 10, fire 10, and sonic 10, speak with master, granted abilities; AL LN; Save Fort +3, Ref WARPRIEST +4, Will +2; Str 13, Dex
14, Con 13, Int 9, Wis 10, Cha 9. Warpriests are fierce, earthy clerics who pray for peace but Skills and Feats: Climb +10, Craft (woodworking) +5; prepare for war. Their strong wills, powerful personalities, Skill Focus (Craft [woodworking]). and devotion to their deities make them fearsome com- batants.
Clerics make good warpriests; members of other Deliver Touch Spells (Su): Grzz’x can deliver touch classes need levels as a cleric before they can qualify as spells for Pariana (see Familiars, page 52 of the Player’s warpriests because of the domain requirements. Handbook). Most NPC warpriests
spend their time preparing for war. Improved Evasion (Ex): When subjected to an This effort includes personal training for combat, prayer, attack that normally allows a Reflex saving throw for half training with the local ruler’'s army, and studying military damage, Grzz’x takes no damage if it makes a
successful history or tactics. Warpriests tend to have the more extro- saving throw and half damage if the saving throw fails. verted characteristics associated with their deities. Occa- sionally they can be found scouting terrain in peacetime, Speak with Master (Ex): Grzz’x can communicate and some have
been known to hide their identities to spy verbally with Pariana. Other creatures do not understand on enemy nations. They rarely go on adventures, and when the communication without magical help. they do it's to obtain some artifact or wondrous weapon to Familiar Benefits: Pariana gains special
benefits from increase their prowess. having a familiar. Alertness (Ex): *Grzz’x grants its master Alertness as long Adaptation: This prestige class is designed to represent as it is within 5 feet. the cleric who leads large numbers of troops into battle. Empathic Link (Su): Pariana can communicate telepathi-
Accordingly, members of the class are likely to be part of cally with her familiar at a distance of up to 1 mile. The a military organization. It's probable, though not strictly master has the same connection to an item or a place that necessary, that the followers are also members of the same the familiar does.
faith as the warpriest. Share Spells (Su): Pariana may have any spell she casts on herself also affect her familiar if the latter is within 5 feet Hit Die: d10. at the time. She may also cast a spell a target of “You” on her familiar. REQUIREMENTS Sense Void (Su): Twice per day, Pariana can reach out with
her mind and sense the world around, exploring the To qualify to become a warpriest, a character must fulfill all unseen layer of reality most people rarely experience. Her the following criteria. consciousness actually departs her body and extends into the world, allowing her to use her normal senses
(sight, Base Attack Bonus: +5.74Table 2—24: The WarpriestClass Base Fort Ref WillLevel Attack Bonus Save Save Save Special Spells per Day Bonus domain, rally, —1st +1 +2 +0 +0 turn or rebuke undead Inflame +2 +1 level of existing divine spellcasting class2nd +2 +3 +0 +0 Mass cure light wounds
— CHAPTER 23rd +3 +3 +1 +1 Inflame +4 +1 level of existing divine spellcasting class4th +4 +4 +1 +1 Fear aura — PRESTIGESth +5 +4 +1 +1 Heroes’ feast, inflame +6 +1 level of existing divine spellcasting class6th +6 +5 +2 +2 Haste — CLASSES7th +7 +5 +2 +2 +1 level of existing divine spellcasting
class8th +8 +6 +2 +2 Mass heal —9th +9 +6 +3 +3 Implacable foe, inflame +8 +1 level of existing divine spellcasting class10th +10 +7 +3 +3 Skills: Diplomacy 8 ranks, Sense Motive 5 ranks. CLASS FEATURES lllus. by W. Reynolds Feat: Combat Casting. Spells: Able to cast at least one divine spell from
one of All of the following are class features of the warpriest pres- the following domains’ spell lists: Destruction, Protection, tige class. Strength, or War. A character who can cast at least one spell from a domain counts as having access for this purpose. Weapon and Armor Proficiency: Warpriests gain
pro- Special: Ability to turn or rebuke undead. ficiency with all simple and martial weapons, with all types of armor, and shields (including tower shields).CLASS SKILLS Spells per Day/Spells Known: A warpriest continues The warpriest class skills (and the key ability for each skill) advancing in divine
spellcasting ability. When a warpriest are Concentration (Con), Craft (Int), Diplomacy (Cha), gains a new even-numbered level, the character gains new Handle Animal (Cha), Knowl- divine spells per day (and spells known, if applicable) as if edge (history) (Int), Ride he had also gained a level in whatever
divine spellcasting (Dex), Sense Motive (Wis), class he belonged to before he added the prestige class. Spellcraft (Int), and Swim He does not, however, gain any other benefit a character (Str). See Chapter 4 of the of that class would have gained (improved chance of con- Player’'s Handbook for skill
descriptions. trolling or rebuking undead, more frequent remove disease, and so on). Skill Points at Each Level: 2 + Int modifier.Durgin Stonespike, a war priest 75CHAPTER 2 For example, an 8th-level cleric/2nd-level warpriest gains requires only a move action, but the warpriest must concen- divine
spells per day as if he had risen to 9th level as a cleric. trate to maintain it each round after that. PRESTIGE When he next gains a level as a warpriest, making him an CLASSES 8th-level cleric/3rd-level warpriest, his number of divine While active, the warpriest emanates an aura with a 100- spells per
day does not change; but when he improves his foot radius. Allies within the radius may ignore the effects warpriest level to 4th, he gains divine spells per day as if he of being reduced to 0 or less hp. However, any creature had risen to 10th level as a cleric. reduced to —20 hp dies immediately. When the
effect ends, or if a creature moves more than 100 feet from the warpriest, If a character had more than one divine spellcasting class the normal effects of the damage apply immediately. before he became a warpriest, the player must decide which class to assign each even-numbered level of warpriest for
If the warpriest normally turns undead, this ability affects the purpose of determining divine spells per day and spells living allies. If the warpriest normally rebukes undead, this known. ability affects undead allies. Bonus Domain: At 1st level, a warpriest gains the Glory SAMPLE WARPRIEST domain (if he
turns undead) or the Domination domain (if he rebukes undead). Durgen Stonespike: Male dwarf cleric 7/warpriest 4: CR 11; Medium humanoid; HD 7d8+21 plus 4d10+12; hp Rally (Ex): A warpriest who currently is not suffering 82; Init +0; Spd 20 ft.; AC 25, touch 11, flat-footed 25; Base from a fear effect
can use this ability as a standard action. Atk +10; Grp +12; Atk +14 melee (1d8+3/x3, +1 warhammer); Allies within 60 feet who are suffering from any fear effect Full Atk +14/+9 melee (1d8+3/x3, +1 warhammer); SA spells, and who can hear the warpriest are allowed another saving turn undead 2/day (-
1, 2d6+10, 11th); SQ inflame, mass cure throw against the fear effect, with a +1 morale bonus per light wounds, rally; AL LG; SV Fort +13, Ref +4, Will +11; Str warpriest level. 14, Dex 10, Con 16, Int 12, Wis 18, Cha 8. Turn or Rebuke Undead (Su): Levels of warpriest stack Skills and Feats:
Concentration +16, Diplomacy +13, Sense with any of the character’s cleric or paladin levels when Motive +13; Combat Casting, Glorious Weapons*, Practiced turning or rebuking undead. Spellcaster, Weapon Focus (warhammer). Inflame (Ex): As a full-round action, the warpriest can *New feat
described in Chapter 3. inflame the passions of his allies. All who can hear the Rally (Ex): As long as Durgen is not suffering from a warpriest gain a morale bonus on saving throws against fear effect, he can use this ability as a standard action. Allies any charm or fear effect. The bonus begins at +2 for a
2nd- within 60 feet who are suffering from any fear effect and level warpriest and increases by +2 at each even-numbered who can hear Durgen are allowed another saving throw level thereafter (+4 at 4th level, +6 at 6th level, and so on). against the fear effect, with a +4 morale bonus. This effect lasts for
5 minutes after the speech ends, plus 1 Inflame (Ex): As a full-round action, Durgen can minute per level of the warpriest. The warpriest also gains inflame the passions of his allies. All who can hear him the bonus. gain a +4 morale bonus on saving throws against any charm or fear effect. This effect lasts
for 5 minutes after the speech Mass Cure Light Wounds (Sp): Starting at 3rd level, a ends, plus 4 minutes. Durgen also gains the bonus. warpriest can use mass cure light wounds once per day as a Mass Cure Light Wounds (Sp): Once per day, Durgen can spell-like ability. Treat the warpriest’s caster
level for this use mass cure light wounds as a spell-like ability. Caster level effect as equal to his highest divine caster level. 11th. Possessions: +2 full plate, +1 heavy steel shield, +1 warhammer, Fear Aura (Su): Once per day starting at 5th level, a periapt of wisdom +2, amulet of natural armor +1, cloak
of resis- warpriest can emanate a fear aura in a 20-foot radius for tance +1, ring of protection +1, 250 gp. 1 round per level. Foes must make a Will save (DC 10 + Cleric Spells Prepared (6/6/6/5/4/2; save DC 14 + spell warpriest’s class level + warpriest’'s Cha modifier) or be level; caster level 11th): 0—
detect magic (2), guidance, light, affected as if by a fear spell. read magic (2); 1st—bless, detect evil, divine favor (2), protection from evilD, shield of faith; 2nd—bear’s endurance, bless weaponD, Heroes’ Feast (Sp): Once per day, a warpriest of 6th level or bull's strength, hold person, lesser restoration,
silence; 3rd—dispel higher can use heroes’ feast as a spell-like ability. magic, magic vestment, searing light, searing lightD, wind wall; 4th—air walk, divine power, holy smiteD, greater magic weapon; Haste (Sp): At 7th level, a warpriest gains the ability to use 5th—holy weaponD, righteous might. haste
three times per day as a spell-like ability. D Domain spell. Domains: Glory (turn checks at +2 bonus; +1d6 turning damage), Good (cast good spells at +1 caster Mass Heal (Sp): Once per day, a warpriest of 9th level level), Protection (protective ward grants +7 resistance or higher can use mass heal as a
spell-like ability. Treat the bonus on next save, 1/day). warpriest’s caster level for this effect as equal to his highest divine caster level. Implacable Foe (Su): At 10th level, a warpriest can channel positive (or negative) energy to keep allies fighting even after suffering mortal wounds. Activating this
ability76lllus. by Scott Roller any characters use feats to expand upon their attempts each day. If you don’t have any turn or rebuke connections to the divine. The feats and vari- attempts left, you can’t use a divine feat. Turning or ant rules in this chapter provide options for rebuking undead is a standard
action (unless you have characters of all classes. The chapter con- a special ability that says otherwise). These feats often cludes with a section about epic-level divine take a standard action to activate, but may require other characters that presents some epic feats and discusses how types of actions as
specified. Regardless, you may acti- to make an epic-level versions of prestige classes, such as vate only one divine feat (or use the ability to turn or those described in Chapter 2. rebuke undead once) per round, though overlapping durations may allow you the benefits of more than FEATS one divine
feat at a time. The following feats supplement those found in the Player’s Third, turning or rebuking undead is a super- Handbook. natural ability and a standard action that does not provoke an attack of opportunity and counts asDIVINE FEATS an attack. Activating a divine feat is also a super- natural
ability and does not provoke an attack of In keeping with the idea of expanding the options of all opportunity unless otherwise specified in the classes, the feats in this category share characteristics feat description. Activating a divine feat is not that make them unavailable to single-class fighters. First,
considered an attack unless the feat’s activation they all have as a prerequisite the ability to turn or rebuke could be the direct cause of damage to a target. undead. Thus, they are open to clerics, paladins of 3rd level Improved Smiting, for example, adds 1d6 points or higher, and a member of any prestige
class or any crea- of damage to a smite attack, but does not directly ture that has that ability. deal damage to an opponent upon its activation. It is not itself an attack. Second, the force that powers a divine feat is the ability to channel positive or negative energy to turn or rebuke Paladins in particular
should consider these feats. undead. Each use of a divine feat costs a character a mini- Because the paladin’s turning ability remains mum of one turn or rebuke attempt from her number of 77behind the cleric’s throughout the paladin’sTable 3—1: Feats Prerequisites Benefit General Feats Knowledge
(religion) 4 ranks, Add spells from a domain to your class list Arcane Disciple Spellcraft 4 ranks, deity’s alignment Heal 4 ranks Healing spells do +2 per spell level Augment Healing Access to relevant domain +1 caster levels for one domain Domain Focus Ability to turn or rebuke undead Can turn more




undead Empower Turning Cha 13, smite ability Your smite gains an alignment for overcoming Improved Smiting DR and +1d6 damage Your caster level is +4 but not above your HDCHAPTER 3 Practiced Spellcaster Spellcraft 4 ranks Can turn undead as a free action Quicken Turning Ability to turn or
rebuke undead +1 bonus on save DCs for spells with alignment SUPPLEMENTAL Spell Focus (Chaos, Evil, Relevant alignment descriptor RULES Swap out your spells for cure spells on your list Good, Law) Knowledge (religion) 4 ranks, nonevil Swap out your spells for summon nature’s ally
Spontaneous Healer Knowledge (nature) 4 ranks, Spontaneous Summoner partly neutral alignment Swap out your spells for inflict spells on your list Knowledge (religion) 4 ranks, Spontaneous Wounder nongood Divine Feats Prerequisites Benefit Disciple of the Sun Ability to turn or rebuke undead,
Spend an extra turn attempt to destroy undead good alignment instead of turning them Divine Metamagic Ability to turn or rebuke undead Spend turn/rebuke attempts to enhance spells with a metamagic feat Divine Spell Power Ability to turn or rebuke undead Spend turn/rebuke attempts to increase your
caster level Glorious Weapons Ability to turn or rebuke undead Allies’ weapons gain an alignment for overcoming DR Domain Spontaneity Ability to turn or rebuke undead Spend turn/rebuke attempt to spontaneously cast a domain spell Elemental Smiting Ability to turn/rebuke elementals Spend
turn/rebuke attempt to smite an elemental Elemental Healing Ability to turn/rebuke elementals Spend turn/rebuke attempt to heal nearby elementals Profane Boost Ability to turn/rebuke undead Nearby inflict spells are maximized for 1 round Sacred Boost Ability to turn/rebuke undead Nearby cure spells
are maximized for 1 round Sacred Healing Heal 8 ranks, ability to turn/ Allies gain fast healing 3 for a short time rebuke undead True Believer Worship one deity, alignment within Gain a +3 bonus on one save each day one step of deity’s Item Creation Feats Prerequisites Benefit Sanctify Relic Any other
item creation feat, Make magic items with a divine connection caster level 7th Metamagic Feats Prerequisites Benefit Consecrate Spell Any good alignment Spell gains the good descriptor Corrupt Spell Any evil alignment Spell gains the evil descriptor Rapid Spell — Decrease casting time of some spells
Reach Spell — Touch spell becomes a ray with 30-ft. range Transdimensional Spell — Affect incorporeal, ethereal and shadow creatures Wild Feats Prerequisites Benefit Boar’s Ferocity Ability to use wild shape Fight while at negative hit points Cheetah’s Speed Ability to use wild shape Speed becomes
50 ft. for 1 hour Eagle’s Wings Ability to use wild shape Grow wings for 1 hour Elephant’s Hide Ability to wild shape into Gain +7 natural armor bonus for 10 minutes Large creature Extra Wild Shape Ability to use wild shape Gain two additional wild shape uses per day Fast Wild Shape Ability to use wild
shape Wild shape as a move equivalent action Grizzly’s Claws Ability to use wild shape Gain claws for 1 hour Lion’s Pounce Ability to use wild shape Make a full attack on a charge Oaken Resilience Ability to use wild shape Become like a tree and gain plants immunities Serpent’s Venom Ability to use
wild shape Gain a poisonous bite attack for 1 minute Swim like a Fish Ability to use wild shape Swim underwater for 1 hour Wolverine’s Rage Ability to use wild shape Enter a rage for 5 rounds78career, a paladin who chooses one or two divine feats has AUGMENT HEALING [GENERAL] CHAPTER 3
more options than just turning undead. Prerequisite: Heal 4 ranks SUPPLEMENTALWILD FEATS Benefit: Add +2 points per spell level to the amount of damage healed by any Conjuration [Healing] spell that you RULES All wild feats have as a prerequisite the wild shape ability. cast. Thus, they are open
to druids of 5th level or higher, as well For example, a 1st-level cleric with this feat casting cure as any character who has gained the wild shape ability from light wounds would restore 1d8+3 hp. An 8th-level cleric a prestige class or other source. with the Healing domain and this feat casting cure moder-
ate wounds would restore 2d8+13 hp (9 for his caster level Each use of a wild feat generally costs you one daily use including the +1 caster level bonus for the Healing domain, of your wild shape ability. If you don’'t have any uses of wild + 4 for the feat). A 13th-level druid casting heal would restore shape
left, you can’t use a wild feat. Unless otherwise noted, 144 hp (130 for her caster level + 14 for the feat, since heal is changing form with wild shape or activating a wild feat is a 7th-level druid spell). a standard action. You may only use the wild shape ability to change form or activate one wild feat per
round, though BOAR’S FEROCITY [WILD] overlapping durations may allow you the benefits of more than one wild feat at a time. You can continue fighting even at the brink of death. Prerequisite: Ability to wild shape. Activating a wild feat is a supernatural ability and does Benefit: If your hit points are
reduced to O or less (but not provoke an attack of opportunity unless otherwise specified in the feat description. Activating a wild feat is you aren’t killed), you can spend one wild shape as a free not considered an attack unless the feat’s activation could action (even if it isn’'t your turn) to continue acting as
if not be the direct cause of damage to a target. Grizzly’s Claws, disabled or dying. The effect lasts for one minute. for example, gives you claw attacks, but the feat does not directly deal damage to an opponent upon its activation. It Normal: When reduced to O hp, you are disabled and is not itself an
attack. can take only a single move or standard action each round. When reduced to —1 to —9 hp, you are dying and drop uncon-ARCANE DISCIPLE [GENERAL] scious. Choose a deity, and then select a domain available to clerics CHEETAH'S SPEED [WILD] of that deity. You can learn to cast the spells
associated with that domain as arcane spells. You can run with the speed of the cheetah. Prerequisite: Ability to wild shape. Prerequisites: Knowledge (religion) 4 ranks, Spellcraft Benefit: You can spend one wild shape to change your 4 ranks, able to cast arcane spells, alignment matches your deity’s
alignment. base land speed to 50 feet. You may also sprint as a cheetah: Once per hour you may move 10 times your normal speed Benefit: Add the chosen domain’s spells to your class list as part of a charge. This effect lasts for one hour. of arcane spells. If you have arcane spellcasting ability from
more than one class, you must pick which arcane spellcast- CONSECRATE SPELL [METAMAGIC] ing ability this feat applies to. Once chosen, this decision cannot be changed for that feat. You can imbue your spells with the raw energy of good. Prerequisite: Any good alignment. You may learn these
spells as normal for your class; how- Benefit: A spell you modify with this feat gains the good ever, you use Wisdom (rather than the normal ability for your spellcasting) when determining the save DC for the descriptor. Furthermore, if the spell deals damage, half of spell. In addition, you must have a
Wisdom score equal to the damage (rounded down) results directly from divine 10 + the spell’s level in order to prepare or cast a spell gained power and is therefore not subject to be reduced by resis- from this feat. tance or immunity to energy-based attacks. For example, a consecrated fire storm spell
cast by a 16th-level cleric deals Each day, you may prepare (or cast, if you cast spells with- 16d6 points of damage, half of which is fire damage and half out preparation) a maximum of one of these domains spells of which is sheer divine power. Thus, creatures immune to of each level. fire still take
damage. The consecrated spell uses up a spell slot one level higher than the spell’s actual level. Special: You can take this feat more than once. Each time, you must select a different domain available to the CORRUPT SPELL [METAMAGIC] same deity you chose the first time you selected the feat. For
example, a character who chose Heironeous and the You can transform one of your spells into an evil version Good domain with his first selection could choose Law or of itself. War with successive selections of the same feat. He couldn’t choose Protection, since that domain isn’t available to Prerequisite:
Any evil alignment. clerics of Heironeous. Benefit: This feat adds the evil descriptor to a spell. Furthermore, if the spell deals damage, half of the 79CHAPTER 3 damage (rounded down) results directly from divine DOMAIN FOCUS [GENERAL] power and is therefore not subject to be reduced by
SUPPLEMENTAL resistance or immunity to energy-based attacks. The cor- You have mastered the subtle intricacies of the divine power RULES rupted spell uses up a spell slot one level higher than the you've devoted yourself to. spell’s actual level. Prerequisite: Access to relevant domain. DISCIPLE
OF THE SUN [DIVINE] Benefit: You can cast spells associated with one of your domains at +1 caster level. This benefit also applies to caster You can destroy undead instead of merely turning them. level checks to overcome a target’s spell resistance as well as Prerequisites: Ability to turn or rebuke
undead, good other variables such as spell duration. If you cast a spell from one of your nondomain spell slots, this feat does not help you, alignment. even if the spell also happens to appear on your domain list. Benefit: You may spend two turn undead attempts when Special: You can take Domain
Focus multiple times. Its effects do not stack. Each time you take the feat, it applies to you turn undead instead of one. If you do then you get a new domain to which you have access. destroy the undead instead of turning them. DIVINE METAMAGIC [DIVINE] DOMAIN SPONTANEITY [DIVINE] You can
channel energy into some of your divine spells to You are so familiar with one of your domains that you can make them more powerful. convert other prepared spells into spells from that domain. Prerequisite: Ability to turn undead or rebuke undead. Prerequisite: Ability to turn or rebuke undead. Benefit:
When you take this feat, choose a metamagic Benefit: Each time you take this feat, choose a domain feat. This feat applies only to that metamagic feat. As a free that you have access to. You may now convert prepared action, you can take the energy from turning or rebuking divine spells into any spell
from that domain. You expend undead and use it to apply a metamagic feat to spells that a spell of equal or higher level, as well as expending one of you know. You must spend one turn or rebuke attempt, your daily turn undead attempts. This works just as good plus an additional attempt for each level
increase in the clerics spontaneously cast prepared spells as cure spells. metamagic feat you're using. For example, Jozan the cleric Special: You can take this feat multiple times. Each time could sacrifice three turn attempts to empower a holy smite you take the feat, it applies to a new domain. he’s
casting. Because you're using positive or negative energy to augment your spells, the spell slot for the spell EAGLE’S WINGS [WILD] doesn’t change. Special: This feat may be taken multiple times. Each You can take wing and fly with the grace of an eagle. time you take this feat choose a different
metamagic feat to Prerequisite: Ability to wild shape. which to apply it. Benefit: You can spend one wild shape to grow feathery DIVINE SPELL POWER [DIVINE] wings. These allow you to fly at a speed of 60 feet (average maneuverability). The wings remain for 1 hour. You can channel positive or
negative energy to enhance your divine spellcasting ability. ELEMENTAL HEALING [DIVINE] Prerequisites: Ability to turn or rebuke undead, able to You can channel elemental energy to heal creatures of a cast 1st-level divine spells. specific elemental subtype. Benefit: You can spend a turn or rebuke
attempt as a free Prerequisite: Ability to rebuke creatures with an ele- action and roll a turning check (with a special +3 bonus, plus mental subtype. any other modifiers you’d normally apply to your turning check). Treat the result of the turning check as a modifier Benefit: You can spend a rebuke attempt
as a standard to your caster level on the next divine spell you cast in that action to send a burst of healing energy in a 60-foot burst. round. This affects all creatures with an elemental subtype that you could normally rebuke; such creatures are healed of For example, if a cleric used this feat and rolled a
16 on his 1d8 points of damage per two cleric levels. turning check, he would add a +2 bonus to his caster level for the next divine spell he casts in the round. Had he rolled For example, a cleric with the Fire domain could use this an 8, he would instead apply a —1 penalty to his caster level feat to heal a
fire elemental or any other creature with the for the next divine spell he cast in the round. fire subtype (since he would normally rebuke creatures with the fire subtype with his domain power). If you don’t cast a divine spell before your next turn, you lose the effect of the check result. This feat has no effect
on Special: You may only activate this feat by spending your arcane spellcasting ability. a rebuke attempt that would normally be used to rebuke creatures with a specific elemental subtype (air, earth, fire, or water). Unlike other divine feats, you can’t use a turn or rebuke undead attempt (or other turning
attempt) to acti- vate the feat.80For example, a cleric with the Fire domain CHAPTER 3 could use this feat to smite a water elemental or any other creature with the water subtype SUPPLEMENTAL (since he would normally turn creatures with the water subtype with his domain power). RULES Special:
You may only activate this feat by spending a turn attempt that would normally be used to turn creatures with a specific elemental sub- type (air, earth, fire, or water). Unlike other divine feats, you can’t use a turn or rebuke undead attempt (or other turn- ing attempt) to activate the feat. ELEPHANT’'S HIDE
[WILD] You can thicken your skin to the toughness of an elephant’s. Prerequisite: Ability to wild shape into a Large creature. Benefit: You can spend one wild shape to give yourself a natural armor bonus of 7. This does not stack with any natural armor you currently have. The effect lasts for 10 minutes.
EMPOWER TURNING lllus. by T. Baxa [GENERAL] You can turn or rebuke more undead with a single turning attempt. Prerequisite: Ability to turn or rebuke undead. Benefit: You can turn or rebuke more undead than usual. After adding your cleric level and Charisma modifier to your turning damage roll
multiply it by 1.5. A corrupted EXTRA WILD SHAPE call lightning spell [WILD]JELEMENTAL SMITING [DIVINE] You can use wild shape more You can channel elemental energy to deal extra damage to frequently than you normally creatures tied to a specific element. could. Prerequisite: Ability to use wild
shape. Prerequisite: Ability to turn creatures with an elemental Benefit: You use your wild shape ability two more times subtype. per day than you otherwise could. If you are able to use wild shape to become an elemental, you also gain one additional Benefit: Once per round, you can spend a turn attempt
elemental wild shape use per day. as a free action when making a melee attack. If you success- Special: You can take this feat multiple times, gaining fully strike a creature that you could turn with that turn the same benefit each time. attempt because of its elemental subtype, you may add a bonus on
your damage roll equal to your cleric level. If your FAST WILD SHAPE [WILD] attack misses, the turn attempt is lost to no effect. You assume your wild shape faster and more easily than you otherwise could. Prerequisite: Dex 13, ability to use wild shape. 81CHAPTER 3 Benefit: You gain the ability to use
wild shape as a move- lawful evil cleric of Hextor with the Destruction domain equivalent action. could choose to have his smite attacks be lawfully or evilly SUPPLEMENTAL aligned (and these attacks would deal +1d6 points of damage RULES Normal: A druid uses wild shape as a standard action. to
chaotic targets or to good targets, respectively). lllus. by W. O’Connor GLORIOUS WEAPONS [DIVINE] You can’t choose an alignment component that isn’t part of your alignment, and once this choice is made, it can You can channel positive or negative energy to imbue your never be changed. If you
later change alignment so that allies’ weapons with an alignment. the chosen alignment component is no longer part of your alignment, you lose the benefits of this feat. Prerequisite: Ability to turn or rebuke undead. Benefit: You can spend a turn or rebuke attempt as stan- Special: If you have the smite
ability from more than dard action to align the melee weapons (including natural one class, the effect of the feat applies to all your smite weapons) of all allies within a 60-ft. burst as good (if you abilities, and it is possible to select different alignments for channel positive energy) or evil (if you channel
negative each (as long as the alignments chosen are legal selections). energy). Such weapons can overcome damage reduction as For example, a paladin/cleric with the Destruction domain if they had the appropriate alignment. The effect lasts until must choose good for his smite good ability, but could
the end of your next turn. choose law for his smite domain power. GRIZZLY’S CLAWS [WILD] LION’S POUNCE [WILD] You can grow claws as sharp as those of a bear. You can deliver a terrible attack at the end of a charge. Prerequisite: Ability to wild shape. Prerequisite: Ability to wild shape. Benefit:
You can spend one wild shape to gain two Benefit: When you charge, you may spend a wild shape as primary claw attacks (both at your base attack bonus and a free action to make a full attack at the end of the charge. adding your Strength bonus). The claws deal piercing and Normal: Without this feat,
you may only make a single slashing damage equal to a short sword appropriate to your size (1d6 for Medium, or 1d4 for Small). The claws remain attack after a charge. for 1 hour. OAKEN RESILIENCE [WILD] Special: If you already have a claw attack, this replaces those claws. You can take on the
sturdiness of the mighty oak. Prerequisite: Ability to wild shape into a plant. IMPROVED SMITING [GENERAL] Benefit: You can spend a wild shape to gain immunity Your smite attacks deal more damage to specific foes, to critical hits, poison, sleep, paralysis, polymorph, and and can damage creatures
with alignment-based damage stunning. You also gain great stability, which gives you a +8 reduction. bonus on checks to avoid being bull rushed or tripped. The effect remains for 10 minutes. Prerequisites: Cha 13, smite ability. Benefit: Whenever you make a smite attack, your attack PRACTICED
SPELLCASTER [GENERAL] overcomes damage reduction as if had an alignment, and you deal an extra +1d6 points of damage to targets of a spe- Choose a spellcasting class that you possess. Your spells cast cific alignment. from that class are more powerful. If the smite attack has an alignment
associated with it, it deals its extra damage to foes of that alignment and it Prerequisite: Spellcraft 4 ranks. is treated as having the opposite alignment for overcom- Benefit: Your caster level for the chosen spellcasting ing damage reduction. For example, a paladin’s smite evil class increases by +4. This
can't increase your caster level attacks are treated as having the good alignment and deal beyond your HD. However, even if you can’t benefit from +1d6 damage to evil targets, while a blackguard’s smite the full bonus immediately, if you later gain noncaster-level good attacks are treated as having the
evil alignment and HD you may be able to apply the rest of the bonus. deal +1d6 damage to good targets. For example, a human 5th-level cleric/3rd-level fighter who If the smite attack has no alignment associated with it, selects this feat would increase his cleric caster level from 5th you must choose an
alignment component (chaotic, evil, to 8th (since he has 8 HD). If he later gained a fighter level, he good, or lawful) when you select the feat. Your smite attacks would gain the remainder of the bonus and his cleric caster overcome damage reduction as if they had that alignment, level would become 9th
(since he now has 9 HD). and deal +1d6 points of damage to foes of the opposite A character with two or more spellcasting classes (such as alignment. a bard/sorcerer or a ranger/druid) must choose which class For example, a lawful neutral cleric of St. Cuthbert with gains the feat’s effect. the
Destruction domain who selected this feat must choose This does not affect your spells per day or spells known. for his smite attacks to be lawfully aligned (and these attacks It only increases your caster level, which would help you would deal +1d6 points of damage to chaotic targets). A penetrate SR
and increase the duration and other effects of your spells.82CHAPTER 3 Special: You may select this feat multiple times. Each Benefit: You can spend a turn attempt as standard action time you choose it, you must apply it to a different spellcast- to place an aura of positive energy upon each creature
SUPPLEMENTAL ing class. For instance, a 4th-level cleric/5th-level wizard within a 60-ft. burst. Any cure spell cast on one of these RULES who had selected this feat twice would cast cleric spells as creatures before the end of your next turn is automatically an 8th-level caster and wizard spells as a 9th-
level caster. maximized, with no adjustment to the spell’s level or casting time. PROFANE BOOST [DIVINE] SACRED HEALING [DIVINE] You can channel negative energy to increase the power of inflict wounds spells cast near you. You can channel positive energy to grant nearby living crea- tures the
ability to recover from their wounds quickly. Prerequisite: Ability to rebuke undead. Benefit: You can spend a rebuke attempt as standard Prerequisites: Heal 8 ranks, ability to turn undead. action to place an aura of negative energy upon each crea- Benefit: You can spend a turn attempt as a full-round
ture within a 60-ft. burst. Any inflict spell cast on one of action to grant fast healing 3 to all living creatures within these creatures before the end of your next turn is automati- a 60-ft. burst. The fast healing lasts for a number of rounds cally maximized, with no adjustment to the spell’s level or equal to 1 +
your Cha modifier (minimum 1 round). casting time. SANCTIFY RELIC [ITEM CREATION] QUICKEN TURNING [GENERAL] You can create magic items that are imbued with a connec- You can turn or rebuke undead with a moment’s thought. tion to your deity. Prerequisite: Ability to turn or rebuke
undead. Benefit: You can turn or rebuke undead as a free action. Prerequisite: Any other item creation feat. Benefit: Relics are magic items—often but not always You may still make only one turning attempt per round. wondrous items—that rely on a divine connection to a specific deity to function. They
are described further in RAPID SPELL [METAMAGIC] Chapter 4. You can cast spells with long casting times more quickly. SERPENT'S VENOM [WILD] Benefit: Only spells with a casting time greater than 1 You can deliver a toxic bite attack reminiscent of the viper. standard action can be made rapid. A
rapid spell with a cast- Prerequisite: Ability to wild shape. ing time of 1 full round can be cast as a standard action. A Benefit: You can spend a usage of wild shape to gain rapid spell with a casting time measured in rounds can be cast in 1 full round. Rapid spells with casting times mea- a secondary bite
attack (at your base attack bonus -5 and sured in minutes can be cast in 1 minute, and rapid spells adding 1/2 your Strength bonus) that deals bludgeoning, with casting times measured in hours can be cast in 1 hour. piercing and slashing damage equal to a dagger appropriate A rapid spell uses up a
spell slot one level higher than the to your size (1d4 for Medium, or 1d3 for Small). In addition, spell's actual level. the bite delivers a toxic venom (Fortitude save DC 10+ 1/2 your HD + your Con modifier; 1d6 Con/1d6 Con). Special: A spell can be made rapid and quickened only if its original casting time
was 1 full round. This feat can be Special: If you already have a bite attack, it just gains the applied to a spell cast spontaneously as long as its original toxic venom part of this feat. casting time was longer than 1 full round. SPELL FOCUS REACH SPELL [METAMAGIC] (CHAQS, EVIL, GOOD, OR LAW)
You can cast touch spells without touching the spell Your spells with an alignment descriptor are more potent recipient. than normal. Benefit: You may cast a spell that normally has a range Prerequisite: Relevant alignment. of touch at any distance up to 30 feet. The spell effectively Benefit: Add +1 to the
DC for all saving throws against becomes a ray, so you must succeed on a ranged touch attack any of your spells that have an alignment descriptor (chaos, to bestow the spell upon the recipient. A reach spell uses up evil, good, or lawful) that matches your alignment. This a spell slot two levels higher
than the spell’s actual level. bonus does not stack with any other bonus from Spell Focus feats. SACRED BOOST [DIVINE] Special: This feat can be taken twice, choosing a different alignment descriptor each time. You can channel positive energy to increase the power of cure wounds spells cast near
you. SPONTANEOUS HEALER [GENERAL] Prerequisite: Ability to turn undead. Prerequisites: Knowledge (religion) 4 ranks, nonevil alignment, able to cast any cure wounds spell.84Benefit: You can use your spellcasting ability to sponta- enabling you to breathe underwater (while retaining your
CHAPTER 3 neously cast cure spells (from your class spell list) just as a ability to breathe air). Webbing also grows between your cleric can. You may use this ability a total number of times fingers and between your toes, granting you a Swim speed SUPPLEMENTAL per day equal to your Wisdom
modifier. of 40 ft. and a +8 bonus on your Swim checks. The effect lasts for one hour. RULESSPONTANEOUS SUMMONER TRANSDIMENSIONAL SPELL lllus. by J. PaveleclGENERAL] [METAMAGIC] Prerequisites: Wis 13, Knowledge (nature) 4 ranks, any neutral alignment (NG, LN, N, CN, or NE),
able to cast any You can cast spells that affect targets lurking in coexistent summon nature’s ally spell. planes and extradimensional spaces whose entrances fall within the spell’s area. Benefit: You can spontaneously cast summon nature’s ally spells (from your class spell list) just as a druid can. You
may Benefit: A transdimensional spell has full, normal effect use this ability a total number of times per day equal to your upon incorporeal creatures, creatures on the Ethereal Plane Wisdom modifier. or Plane of Shadow, and creatures within an extradimen- sional space in the spell’s area. Such creatures
include ethe-SPONTANEOUS WOUNDER real creatures, creatures that are blinking or shadow walking, manifested ghosts, and creatures within the extradimen-[GENERAL] sional space of a rope trick or portable hole. Prerequisites: Wis 13, Knowledge (religion) 4 ranks, You must be able to perceive a
creature to target it with a nongood alignment, able to cast any inflict wounds spell. spell, but you do not need to perceive a creature to catch it in the area of a burst, cone, emanation, or spread. Benefit: You can use your spellcasting ability to sponta- neously cast inflict spells (from your class spell list) just
as a A transdimensional spell uses up a spell slot one level cleric can. You may use this ability a total number of times higher than the spell’s actual level. per day equal to your Wisdom modifier. Normal: Only force spells and effects can affect etherealSWIM LIKE A FISH [WILD] creatures, and no Material
Plane attack affects creatures on the Plane of Shadow or in an enclosed extradimensional You can breathe and swim underwater with grace. space. There is a 50% chance that any spell other than a Prerequisite: Ability to wild shape. force effect fails against an incorporeal creature. Benefit: You can
spend one wild shape to grow gills, Transdimensional web spell 85TRUE BELIEVER [GENERAL] Table 3-2: Faith Point Awards Your deity rewards your unquestioning faith and dedica- Circumstance Award tion. Demonstrate faith to NPCs or PCs 1 per session Prerequisite: Must choose a single deity to
worship. Must be within one step of that god’s alignment. Examples: Proselytizing to others, swearing an oath by your Benefit: Once per day when you are about to make a deity, using a religious chant or scripture reference. saving throw you may declare that you are using this feat to gain a +2 insight
bonus on that saving throw. Resolve significant moral/ethical dilemma in accordance This feat also allows you to use a relic (see relics, page 88) with religion or philosophy 1 of the deity you worship. Examples: Dealing with captured foes, breaking or obeying WOLVERINE’'S RAGE [WILD] city’s laws,
choosing between two otherwise equivalent You can fly into a berserk rage when injured. CHAPTER 3 Prerequisite: Wild shape courses of action. Benefit: If you have taken damage during the last round, SUPPLEMENTAL Achieve minor quest for your religion or philosophy 3 RULES you may spend a
wild shape as a free action on your turn to enter a rage. While in this rage, you gain a +2 bonus to Examples: Restore blight damage in major forest (Ehlonna), Strength, a +2 bonus to Constitution, and take a —2 penalty to AC. This rage lasts for 5 rounds and cannot be ended bring traitorous vizier to
justice (Heironeous), seize elven voluntarily. glade-village (Gruumsh) VARIANT: FAITH FEATS Achieve major quest for your religion or philosophy 5 Feats with the faith tag give your character a pool of faith points that you can spend to attain various bonuses and Examples: Explore the Valley of the
Watchful Ancients benefits during the game. Unless noted otherwise, you can spend only one faith point per round. Spending a faith point (Fharlanghn), Recover lost mace of implacable vengeance isn’t an action—it doesn’t even have to be your turn—but whatever you're doing with the faith point might
be an (St. Cuthbert), create elaborate conspiracy of palace spies action. If so, it's described as such in the feat description. (Vecna). Faith feats impose significant constraints on character behavior, and they rely on DM judgment calls. Thus they Achieve critical quest for your religion or philosophy 7 may
not be appropriate for every campaign. Examples: Establish new homeland for wandering elves (Corellon Larethian), create artifact spark of the true sun (Pelor), sack the civilized lands with your humanoid army (Erythnul) Thwart regional rival to your faith 2 Examples: Expose minor cult, sack rival temple,
defeat NPC whose goals conflict with your faith. Thwart national rival to your faith 4 Examples: Stop plot against religious or allied secular leaders, defend nation against invading army, prevent infiltration of hostile monsters Thwart planar rival to your faith 6 Examples: Destroy abhorrent artifact, prevent
invasion of hostile outsiders, deny divine ascension to rival NPC Faith Feats Prerequisites Benefit Pious Defense [Faith] Your connection to a greater power sometimes gives you Pious Defense* Knowledge Spend faith point to flashes of insight that keep you safe. Prerequisite: Knowledge (religion) 2
ranks. (religion) 2 ranks avoid deadly damage Benefit: When you would be reduced to 0 hit points or less by damage, you can spend 1 faith point to take only half Pious Soul* Knowledge Spend faith point to damage. Special: When chosen, this feat gives you 4 faith points, (religion) 2 ranks gain +1d6 on
attack, and you may earn additional faith points as outlined in the Faith Feats section. save, or check Pious Spellsurge* Knowledge Spend faith points to (religion) 4 ranks improve a spell you cast Getting More Faith Points: When you perform deeds Pious Soul [Faith] that advance the cause of the religion
or philosophy you By adhering to the precepts of your religion or philosophy, espouse, you earn more faith points. The DM awards faith you gain an extra edge when you need it most. points based on the magnitude of the deed and how well Prerequisite: Knowledge (religion) 2 ranks. your character is
“walking the walk.” Benefit: You can spend a faith point to add 1d6 to your d20 roll on an attack, save, or check—even after you’'ve seen As a rough guide, your character should probably earn (5 the d20 roll, as long as the DM hasn’t announced whether + one-half your character level) faith points per
level. These you've succeeded or failed. You can choose to spend more earnings can vary widely; some adventures involve matters than one faith point at a time in this way. critical to your faith, while others involve more secular dan- Special: When chosen, this feat gives you 4 faith points, gers and
dilemmas. and you may earn additional faith points as outlined in the Faith Feats section. The DM is the arbiter of how many faith points you'll earn (usually at the end of the session, although the DM can also award them on the spot). The following table gives some example faith point awards.86Pious
Spellsurge [Faith] Undead with turn resistance may subtract that number CHAPTER 3 You can use the strength of your faith to augment a spell cast from the damage that they take from each turn attempt. For at a critical juncture. example, a vampire with turn resistance 4 takes 4 fewer hit
SUPPLEMENTAL Prerequisite: Knowledge (religion) 4 ranks. Benefit: By spending 2 faith points when you cast points of damage each time he takes turning damage. RULES a spell, you gain a +1d6 bonus to the DC of any save Turn resistance does not reduce the effects of the required to resist the spell
or to your caster level healing that evil clerics provide with their turn for that spell. attempts. Special: When chosen, this feat gives you 4 When using this ability against incorporeal faith points, and you may earn additional faith creatures, you do not have to roll a 50% miss points as outlined in the Faith
Feats section. chance; turning hits them automatically. VARIANT TURNING RULES: EPIC DIVINE lllus. by A. SwekeIDESTRUCTION OF THE UNDEAD CHARACTERS Instead of the turn undead rules in the Player’'s The Player's Handbook establishes 20th level Handbook, some DMs might decide to
use these as the limit to a character’'s power and expe- turn undead rules. Instead of making undead rience. The Dungeon Master’'s Guide, however, run and cower, turn attempts deal positive provides rules for going beyond that limit to energy damage to all undead within 30 ft. of 21st level and onward.
Such characters are the cleric. The goal of the system was to have the called epic-level characters and use slightly cleric contribute to the destruction of the undead in modified rules to govern their interactions. a fashion that interacts well with the other characters in This section addresses some issues
relevant to epic the party such as the fighter and wizard. Sometimes when divine characters, from becoming an epic-level character, undead are turned they run away and are never seen again, to advancing to epic levels in prestige classes, to new epic or they are destroyed outright. Other times when
undead feats. are turned, there are no effects at all. Some DMs find the range of possibilities too widely varied or too complicated BECOMING AN EPIC-LEVEL and for those DMs we provide this more consistent, simpler DIVINE CHARACTER method of dealing with the turning of undead. The passage
from everyday hero to epic hero isn’'t a given Turning undead is a standard action that deals 1d6 fact of life in all games. Every DM has his own opinions damage/cleric level to all undead within 30’ of the cleric. about how (or if) to incorporate epic-level characters The affected undead get a Will save (DC
10+ cleric level + into the campaign. Assuming that your campaign offers Charisma modifier) for half damage. characters the opportunity to achieve 21st level, this section provides some advice for the player and DM of Evil clerics (any cleric that can swap out spells for inflict a divinely themed character to
use when approaching spells) instead heal undead within 30 ft. for 1d6/cleric level. that point. Paladins work just as you would expect, they turn undead as a cleric 3 levels lower.pqqqqqqqqqqqqaqqqqqqqrsBEHIND THE CURTAIN: AWARDING FAITH POINTS DM Expectations: The DM should expect a
player with aWhen a PC in your campaign takes a faith feat, the player is faith feat to generally follow the path of his creed, even whenessentially entering into an unwritten contract with you. He’s it's inconvenient to do so. Being a faithful worshiper meansagreeing to limit his character’s behavior in
exchange for faith more than simply writing “Pelor” on a character sheet. Whilepoints. In exchange, you're agreeing to build opportunities for the player should seek out opportunities to advance his causehim to advance his cause into your adventures. (and thus earn more faith points), he shouldn’t hijack
the party to do so. The DM has the right to expect that the pious PC will The faith point system works best when player and DM talk generally keep his goals and desires in concert with the effortsabout it beforehand and have the same expectations. of the other PCs. Player Expectations: The player has
the right to expect that Awarding faith points is really no different that the unspokenmost adventures will offer him a chance to earn enough faith agreement all players have with their DM: “make things chal-points to make his feat choices worthwhile. Furthermore, lenging but not impossible for us, and
show us a good time.”choosing one or more faith feats shouldn’t put characters into But because faith feats involve moral and ethical issues, thisa straitjacket. Roleplaying a pious PC doesn’t mean roleplay- agreement is sometimes thrown into sharper relief. The faithing a monomaniacal zealot who views
everything through the feats aren’t for everyone, but they can enrich the roleplayingwindow of his deity’s dictates. Not every encounter—or even experience as long as player and DM respect the goal of fun atevery adventure—should involve some sort of agonizing moral the game table.dilemma for the
PC.pgqqgqgggqqqqqqqqaqqqqgrs 87CHAPTER 3 Many legendary heroes are defined in literature by their When an epic-level character advances a prestige class strong connections to the divine. In some cases, the con- beyond 10th level, he follows all the rules presented in the SUPPLEMENTAL nection
is a physical one. Both Hercules and Gilgamesh Dungeon Master’s Guide. In addition, you must create an epic- RULES were of divine blood, the semidivine children of the gods level progression for your prestige class, just as the Dungeon themselves. Other examples of the children of deities (usu-
Master’'s Guide presents epic-level progressions for the classes ally born of union between deity and mortal) exist in most from the Player's Handbook. Many, but not all, class features religions. Such heroes may start out as “more than human,” continue to accumulate after 10th level. The following with
special powers that mark them as different from those guidelines describe how to create an epic class progression, around them, but in other cases, these individuals must and are followed by a sample epic progression for the holy undergo great tests or trials to claim their birthright of liberator prestige
class (presented in Chapter 2). power. Another common story element in tales about such heroes is the redemptive quest; a hero of divine blood whose ¢ As noted earlier, your base save bonuses and base attack great power has led to hubris and an equally great downfall bonus don’t increase after 20th
character level. Since must atone for his wrongs by completing a selfless task of you can’t achieve 11th level or higher in a prestige class great magnitude. without being at least a 21st-level character, there are no columns for base saves or base attacks for these classes The connection of other heroes to
the divine is a philo- beyond 10th level. Instead, use Table 6—18: Epic Save and sophical one, based in great devotion to a holy (or unholy) Epic Attack Bonuses, page 206 of the Dungeon Master’s cause. Sir Galahad’s devotion to a holy cause marked him Guide, to determine the character’s epic bonus
on saving as unique among the Knights of the Round Table. This throws and attacks. connection is perhaps simpler to apply to a typical D&D game—most paladins and clerics fall into this category, as ¢ You continue to gain Hit Dice and skill points as normal does any other character who associates
himself strongly beyond 10th level. with a particular deity or faith. Such characters are marked by their strong devotion to a difficult life-path, which « Generally speaking, any class feature that uses your class might include celibacy, poverty, or simply unquestioning level as part of a mathematical formula,
such as a loremas- service to a higher power. These characters might achieve ter’s lore check, continues to increase as normal by class epic levels only after passing one or more great tests of their level. However, any prestige class feature that calculates a devotion. save DC using the class level (such
as the assassin’s death attack) should add only half the character’s class levels EPIC-LEVEL PRESTIGE-CLASS above 10th. Thus, a 34th-level assassin’s death attack CHARACTERS would have a DC of 27 + Intelligence modifier (10 + class level up to 10th + 1/2 class levels above 10th). Without this
The Dungeon Master’s Guide has information on advancing adjustment, the save DC for epic-level character prestige the core classes beyond 20th level. You can also advance the class abilities increases at a much greater rate than those class level of a ten-level prestige class beyond 10th level, but of
normal class abilities. only if your character level is already 20th or higher. You cannot advance the class level of a class with fewer than 10 ¢ For spellcasters, your caster level continues to increase levels beyond the maximum described for that class, regard- after 10th level at the same rate it did during
the 10 levels less of your character level. of your prestige class. Thus, a 13th-level loremaster adds 13 to his caster level derived from another class to deter- pqgqgqggqqqqqgqqqqaagqqaqgrs BEHIND THE CURTAIN: in a prestige class, those levels represent a smaller fraction of EPIC LEVELS AND
PRESTIGE CLASSES your character’s identity. The epic rules allow you to go beyond the normal level limit in a prestige class, but only if it is a ten-level class. Why can’t you add It's Hard to Build an Epic Progression: With only a few levels levels to a prestige class with fewer than ten levels? to guide
you, it's hard to determine what an appropriate progres- sion of class features would be for the class. The rate of improve- It's Too Easy: Maxing out a ten-level prestige class takes a ment of a special ability might be too fast to extrapolate over an lot of time and effort, detracting significantly from your
pursuit infinite number of levels, or there might simply be too few class of the core classes. Even after maxing out a prestige class with features to build a unique epic progression. only five levels, for instance, you haven’t taken more than a short detour from your main class or classes. That said, if your
DM wants to allow a character to gain epic levels in a prestige class with fewer than ten levels in its It's Not Significant Enough: Characters with ten levels in the progression, that's okay. Work together with your DM to create blackguard prestige class undoubtedly think of themselves as an epic
progression for the class (see the Behind the Curtain: blackguards, regardless of the fact that they also have ten levels Building An Epic Progression on page 210 of the Dungeon in one or more other classes. If you've taken fewer than ten levels Master's Guide). pggqqqqgqggqqqgqggqqqqqgagqrs88mine total
caster level. However, your spells per day don’t levels higher than 10th (3/day at 14th, 4/day at 18th, andincrease after caster level 20th. so on).e The powers of familiars, special mounts, and fiendish Celestial Companion (Sp): A holy liberator’s celestialservants continue to increase as their masters gain
companion continues to increase in power. Once a holylevels, if they’re based on a formula that includes the liberator becomes an epic character, at every five levelscharacter’s level. higher than 20th (25th, 30th, 35th, and so on), the compan-¢ Any class features that increase or accumulate as part of ion
gains +2 bonus Hit Dice, its natural armor increases bya repeated pattern (such as a the assassin’s sneak attack +1, its Dexterity adjustment increases by +1, and its Intel-bonus damage) typically also continue to increase ligence increases by +1. The companion’s spell resistance CHAPTER 3or
accumulate after 10th level at the same rate. For equals the holy liberator’s class level +10. SUPPLEMENTALIinstance, a 10th-level rogue/15th-level assassin would Bonus Feats: An epic holy liberator gains a bonus feat RULESdeal +13d6 damage with a successful sneak attack (+5d6 (selected from the
list of epic holy liberator feats) every threefrom rogue levels and +8d6 from assassin levels). An levels after 10th.exception to this rule is any bonus feat progressiongranted as a class feature. If you get bonus feats as part EPIC FEATSof a class feature (such as the hospitaler), these do not The feats
below are only available to epic-level characters;increase with epic levels. Instead, these classes get a that is, characters of at least 21st level. The versions of thenew bonus feat progression (which varies from class to feats listed here supersede any previously published versionclass; see below). of the
feat by the same name.« In addition to the class features retained from non-epic levels, each class gains bonus feats at a certain Bonus Domain [Epic]rate (usually every two, three, four, or five levels after You have access to one additional domain of spells.10th). This augments each class’s progression
of class Prerequisites: Wis 21, able to cast 9th-level divinefeatures, because not all classes otherwise improve spells.class features after 10th level. These bonus feats are Benefit: Choose an additional domain from your deity’sin addition to the feat that every character gets every domain list. You now
have access to that domain’s spells andthree levels (as per Table 1-2: Experience and Level- granted powers as normal for your domain spells.Dependent Benefits). Special: You can gain this feat multiple times. Each timee You don’t gain any new class features, because there you take the feat, it applies
to a different domain.aren’t any new class features described for these levels.Class features with a progression that slows or stops Epic Devotion [Epic]before 10th level and features that have a limited list of Choose an alignment component (chaos, evil, good, or law)options (such as the loremaster’s list
of secrets) typically different from your own alignment. You are particularlydo not improve as you gain epic levels. Likewise, class resistant to spells of that alignment.features that are gained only at a single level (such as Prerequisites: Wis 21, Iron Will, alignment differentdetect evil) do not improve. from
the chosen component, patron deity who does not accept clerics who have the chosen component.Sample Prestige Class Epic Progression: Benefit: You gain a +4 bonus on saves against spells ofThe Epic Holy Liberator the chosen alignment component. For instance, a lawfulAn epic holy liberator
displays an incredible devotion to good paladin of Helm who selected “chaos” would gain athe cause of freedom. His implacable quest to overthrow +4 bonus on saves against chaotic spells. That paladin couldtyranny shall not be easily thwarted. not select “good” or “law” because they are part of her
ownHit Die: d10. alignment, nor could she select “evil” because Helm acceptsSkill Points at Each Additional Level: 2 + Int evil clerics.modifier. Special: You can take this feat more than once. Each timeSmite Evil (Su): The holy liberator adds his class level to you select the feat, select a new alignment



component.damage with any smite evil attack, as normal. He can smiteone additional time per day for every fire levels higher than Holy Strike [Epic]10th (4/day at 15th, 5/day at 20th, and so on). Your attacks deal great damage to evil creatures.Spells: A holy liberator’s caster level is equal to his class
Prerequisites: Smite evil class feature, any good alignment.level. A holy liberator’s number of spells per day does not Benefit: Any weapon you wield is treated as a holyincrease after 10th level. weapon (it deals +2d6 points of damage against creatures ofBreak Enchantment (Sp): A holy liberator can use
break evil alignment). This ability doesn’t stack with similar abili-enchantment one additional time per week for every four ties (for instance, if the weapon is already a holy weapon). In 89CHAPTER 3 addition, the weapon is considered blessed, which means it any Medium skeletons or zombies that came
near him, but has special effects on certain creatures. would have to turn nightshades and the like normally. SUPPLEMENTAL RULES Magical Beast Wild Shape [Wild] [Epic] Just as with normal turning, you can’t affect undead that You can wild shape into magical beast form. have total cover relative to
you. Prerequisites: Wis 25, Beast Wild Shape, Knowledge (nature) 27 ranks, wild shape 6/day. Spectral Strike [Epic] Benefit: You can use your normal wild shape ability You can strike incorporeal creatures as if they were solid. to take the form of a magical beast. The size limitation is Prerequisites: Wis
19, ability to turn or rebuke undead. the same as your limitation on animal size. You gain all Benefit: Your attacks deal damage normally against supernatural abilities of the magical beast whose form you incorporeal creatures. take. Normal: Without this feat, even attacks that can damage an incorporeal
creature have a 50% chance to deal no damage. lllus. by W. Reynolds Negative Energy Burst [Divine] [Epic] Undead Mastery [Divine] [Epic] You can use your rebuke/ You can command a greater command undead ability to number of undead than normal. unleash a burst of negative Prerequisites: Cha
21, ability energy. to rebuke or command undead. Prerequisites: Cha 25, abil- Benefit: You may command ity to rebuke or command up to ten times your level in HD undead, able to cast inflict critical wounds, any evil align- of undead. ment. Benefit: You can use one Unholy Strike [Epic] rebuke or
command undead Your attacks deal great damage to attempt to unleash a wave of good creatures. negative energy in a 60-footburst. Roll a normal rebuke (or command) Prerequisites: Smite good class check, except that the negative feature, any evil alignment. energy burst affects living crea- tures
rather than undead. Any Benefit: Any weapon creature that would be rebuked you wield is treated as by this result gains one negative level. Any creature that an unholy weapon (it would be commanded by this check gains two negative deals +2d6 points of damage against levels. The Fortitude save DC
to remove these levels 24 creatures of good alignment). This abil- hours later is equal to 10 + 1/2 your effective turning level + ity doesn’t stack with similar abilities (for instance, if the your Charisma modifier. weapon is already an unholy weapon). Positive Energy Aura [Epic] Zone of Animation [Divine]
[Epic] You automatically turn (or even destroy) lesser undead. You can channel negative energy to animate undead. Prerequisites: Cha 25, ability to turn undead, able to cast Prerequisite: Cha 25, Undead Mastery, ability to rebuke dispel evil. or command undead. Benefit: Every undead creature that
comes within 15 Benefit: You can use a rebuke or command undead feet of you is automatically affected as if you had turned attempt to animate corpses within range of your rebuke it. This doesn’t cost a turning attempt, and you don’t have or command attempt. You animate a total number of HD to roll
turning damage (it automatically affects all undead of undead equal to the number of undead that would be in a 15-foot burst), but it only turns undead with Hit Dice commanded by your result (though you can’t animate more equal to or less than your effective cleric level minus 10 undead than there are
available corpses within range). You (and automatically destroys undead with Hit Dice equal can’t animate more undead with any single attempt than to or less than your effective cleric level minus 20). For the maximum number you can command (including any example, a 22nd-level cleric would
automatically turn any undead already under your command). These undead are nearby wights or wraiths and would automatically destroy automatically under your command, though your normal limit of commanded undead still applies. If the corpses are relatively fresh, the animated undead are
zombies. Otherwise, they are skeletons.90lllus. by Scott Roller he following magic items, which all share a con- a spell slot high enough to sacrifice, activating the nection with the divine, supplement those found divine connection to the relic. in Chapter 7 of the Dungeon Master's Guide. For example,
Jozan is a 9th-level cleric who finds RELICS himself in possession of a dawnstar relic. At dawn he can sacrifice a 4th-level spell slot to use the dawnstarA relic is a magic item—often, but not always, a wondrous for the day instead. Or he can prepare a 4th-levelitem—that functions only when worn or held
by a charac- spell instead, choosing not to use the magic of theter who believes in the deity to whom the relic is dedicated. dawnstar.That character must devote a measure of spiritual energy tokeep open a divine connection between the relic he wields If Alhandra the paladin has the True Believer featand
his deity’s power. and worships Pelor, she can use the dawnstar as long as she’s 7th level or higher, because that’s the level The wielder of a relic can establish the divine connec- she’d first have a 4th-level spell slot if she were ation in two ways. Any divine spellcaster such as a cleric, cleric or druid. If
Jozan had the True Believer feat,druid, or paladin of the relevant deity can temporarily he could likewise use the dawnstar at 7th level orsacrifice a spell slot of the level specified in the relic’s higher, and he wouldn’t have to give up a spell slotdescription; the divine spellcaster can’t use the spell slot to do
so.anymore, but he can use the relic. Whenever the clericor druid prepares spells (or each morning in the case of BUYING AND SELLING RELICSa spontaneous divine caster such as the favored soul), hedecides whether or not he wants to keep the divine con- Relics are generally not available for
purchase,nection to the relic active. nor will PCs trying to sell them automatically find a buyer. They are much more rare than Whether they’re clerics or not, believers can wield relics other magic items; usually less than a half-dozenif they have the True Believer feat and are high enough copies of each
relic exist. Secondly, they’re tied socharacter level that if they were a cleric, they would have tightly to worship of a particular deity, so only a very few characters can use them. 91CHAPTER 4 The descriptions below list market than standard magic items. Many have prices for each relic, but those prices
magical effects that no spell duplicates MAGIC are listed to help the DM design exactly, giving them the feel of “artifacts on ITEMS appropriate treasure for the NPCs in the cheap.” the campaign—you’ll never find a Armor of the Fallen Leaves: This set of lllus. by W. Reynolds price tag on a relic. Some
churches nonmetallic +3 wild full plate armor is a riot of might offer a finder’s fee or other gifts red, yellow, and orange leaves sewn together equivalent to half the market price if by Ehlonna and presented as a gift to Obad- the PCs return a lost relic to them. But such a situation could be role-played, Hai. A
command word causes the because the deal depends greatly on leaves to turn brown and scatter on the relationship between the church the breeze—and the wearer disap- and the specific PCs who've acquired pears. In fact, the wearer has merged the relic. with the leaves, which appear to RELICS IN
YOUR flutter near the ground but are CAMPAIGN actually under the wearer’s disembodied control. The The relics in the section below are wearer can move and interact based on the deities of the core D&D pantheon, but they don’t have to be. with its environment as if Moradin’s axe of ancestral virtue it
were under the effect works just as well for a deity of of a gaseous form spell the dwarves you've created your- for up to 30 minutes. self—or any warlike but good deity, To use this relic, for that matter. you must worship Obad-Hai and either If you create your own relic, price them like you would any other
magic sacrifice a 6th-level divine item, but give them a discount based spell slot or have the True on the spell slot a cleric must sacri- fice to use them. A discount worth Believer feat and at least 400 x spell slot level x minimum 11 HD. cleric level is a good starting place. Relics tend to be somewhat more
complex Strong transmutation; CL 15th; Sanctify Relic, Craft Magic Arms and Armor, baleful polymorph, gaseous form, creator must Armor of fallen leaves Table 4-1: Relics Item Market Price Item Market Price Spear of retribution (Gruumsh) 14,000 gp Cornucopia of the needful (Yondalla) 44,600 gp
Arrow, raptor (Ehlonna) 14,500 gp Sword of mighty thews (Kord) 45,600 gp Millennial chainmail (Corellon Larethian) 18,800 gp Ruby blade (Wee Jas) 46,902 gp Gauntlet of the talon (Bahamut) 20,000 gp Sword of virtue beyond reproach (Heironeous) 50,000 gp Belt of the champion (Kord) 22,000 gp Axe
of ancestral virtue (Moradin) 50,230 gp Gem of the glitterdepth (Garl Glittergold) 22,000 gp Executioner’s hood (Erythnul) 50,400 gp Helm of the purple plume (Heironeous) 22,000 gp Skewer-of-gnomes (Kurtulmak) 61,900 gp Tome of ancient lore (Boccob) 22,000 gp Dawnstar (Pelor) 61,908 gp Pipes of
amorous revelry (Olidammara) 22,320 gp Helm, platinum (Bahamut) 64,000 gp Boots of the unending journey (Fharlanghn) 23,600 gp Tabard of the disembodied (Nerull) 68,600 gp Rapier of desperate measures (Olidammara) 23,920 gp Tabard of the great crusade (St. Cuthbert) 68,800 gp Shield of the
severed hand (Gruumsh) 24,800 gp Chromatic rod (Tiamat) 71,908 gp Map of unseen lands (Yondalla) 25,200 gp Shard of the sun (Pelor) 73,280 gp Morningstar of the many (Erythnul) 30,300 gp Cloak, dragonscale (Tiamat) 75,840 gp Enveloping pit (Kurtulmak) 33,600 gp Dagger of denial (Vecna)
77,902 gp Gauntlets of the blood-lord (Hextor) 33,600 gp Staff of the unyielding oak (Obad-Hai) 81,600 gp Rod of the recluse (Lolth) 33,600 gp Censer of the last breath (Nerull) 82,000 gp Tome of the stilled tongue (Vecna) 34,850 gp Cudgel that never forgets (St. Cuthbert) 82,112 gp Chain of Obeisance
(Hextor) 35,600 gp Shield of the resolute (Moradin) 89,620 gp Hooked hammer of the hearthfire Ehlonna’s seed pouch (Ehlonna) 93,800 gp (Garl Glittergold) 35,600 gp Scrolls of uncertain provenance (Wee Jas) 118,000 gp Rapier of unerring direction (Fharlanghn) 35,600 gp Rod of reversal (Boccob)
132,000 gp Armor of the fallen leaves (Obad-Hai) 39,900 gp Robe of ebonsilk (Lolth) 134,000 gp92worship Obad-Hai; Price 39,900 gp; Cost 20,775 gp + cure moderate wounds, faerie fire, haste, creator must worship1,530 XP. Moradin; Price 50,230 gp; Cost 26,780 gp + 1,876 XP.Arrow, Raptor: Legend
says these arrows (there are reput- Belt of the Champion: Kord gives one of theseedly five) gained relic status when Ehlonna used them to slay gem-studded belts to a favorite gladiator eacha great wyrm green dragon that was rampaging through a decade. The wearer gains a +6 bonus on Strengthforest
primeval. A raptor arrow is a +3 arrow with a variant of checks and an additional +4 bonus on grapple andthe returning quality. At the beginning of the round after it bull-rush checks. If the wearer of a belt of the cham-is fired from a bow, a raptor arrow wrenches itself from what- pion ever fails a save
against a fear effect, the beltever it hit (dealing 1d8 points of damage), flies up to 400 feet ceases functioning for 1 hour. CHAPTER 4through the air, and restrings itself in the bow from which it To use this relic, you must worship Kord and MAGICwas fired. Unlike most ammunition, raptor arrows are never
either sacrifice a 5th-level divine spell slot or have ITEMSdestroyed when they hit their target. the True Believer feat and at least 9 HD.If a ranger fires a raptor arrow at a favored enemy, the Moderate transmutation; CL 11th; Sanctify Relic,arrow additionally gains the bane quality against that Craft
Wondrous Item, bull’s strength, creator must wor-foe. ship Kord; Price 22,000 gp; Weight 1 Ib.To use this relic, you must worship Ehlonna and Boots of the Unending Journey: These black leathereither sacrifice a 6th-level divine spell slot or have the boots leave no tracks wherever they go. They also
renderTrue Believer feat. the wearer immune to the effects of fatigue and exhaus-Strong evocation; CL 12th; Sanctify Relic, Craft tion as long as he ends each round at least 10 feet away fromMagic Arms and Armor, bane bow?*, creator must wor- where he started it.ship Ehlonna; Price 14,500 gp; Cost
7,273 gp + 580 XP. It is said that once a century, Fharlanghn gives a pair of*New spell described in Chapter 7 of this book. boots of the unending journey to a fellow traveler, and thenAxe of Ancestral Virtue: +4 adamantine keen magically endows an ordinary cobbler with the power todwarven waraxe, AL
LN; Int 10, Wis 17, Cha 17; Speech, make him a new pair. lllus. by W. Englandtelepathy, 120 ft. darkvision and hearing; Ego score 17. To use this relic, you must worship Fharlanghn andLesser Powers: Bless 3/day, cure moderate wounds on wielder either sacrifice a 6th-level divine spell slot or have
the3/day, faerie fire 3/day. True Believer feat and at least 11 HD.Greater Power: Haste on wielder 3/day. Moderate conjuration; CL 11th; Sanctify Relic,Personality: One of Moradin’s high priests volunteered to Craft Wondrous Item, restoration, pass without trace,be bound into the original axe of ancestral
virtue ages ago, creator must worship Fharlanghn; Price 23,600 gp;and his personality has since been duplicated into what few Weight 1 Ib.copies of the weapon that exist. The priest, who refuses to Bow of the Wintermoon: Corellon gave thereveal his old name, is a fierce warrior who urges his owner
original bow of the wintermoon to the elf hero Ses-to attack the ancient enemies of the dwarves (goblinoids kaya more than two thousand years ago, but hisand giants) at every available opportunity. He takes great clerics have since made four identical copies. This +4delight in “illuminating targets” (faerie
fire), “salving honor- frost composite longbow adjusts its pull automatically towounds” (cure moderate wounds), and granting “godspeed” match its wielder (allowing her to add her full Strength(haste). He judges wielders on how well they adhere to bonus to damage with each arrow fired). It is
consideredtraditional dwarven culture. He rebels mightily against Bow of the bane to drow elves (as the weapon special ability). wintermoonnondwarves who so much as pick him up. To use this relic, you must worship Corellon Lar-To use this relic, you must worship Moradin and ethian and either sacrifice
a 7th-level divine spell sloteither sacrifice a 7th-level divine spell slot or have the True or have the True Believer feat and at least 13 HD.Believer feat and at least 13 HD. Strong conjuration; CL 18th; Sanctify Relic, CraftStrong transmutation; CL 15th; Arms and Armor, summon monster I; Price 36,300 gp;
CostSanctify Relic, Craft Magic 18,550 gp + 1,420 XP.Arms and Armor, bless, Censer of the Last Breath: Nerull's favorite followers fill this censer, a perforated iron ball on a jeweled chain, with ground-up gems rather than incense. Doing so is a full-round action that pro- vokes an attack of opportunity.
The censer of the last breath then automatically starts burning the gem dust, creating a dangerous cloud Belt of the champion that fills a 20-foot radius emanation 93centered on the caster. The cloud’s effects depend on the ¢ Insect plague kind of gem dust burned in the censer of the last breath. with a
1,040- foot range, creat- Gem type Value Effect ing five adjacent Solid fog (as the spell, except swarms. Diamond dust 250 gp that only living creatures are slowed)  Veil with a Will Emerald dust 500 gp Cloudkill (as the spell, except disbelief save of that it hovers near caster; Fort DC 19.CHAPTER 4
Sapphire dust 1,000 gp partial DC 17) Acid fog (as the spell, except « Dominate MAGIC Ruby dust 2,000 gp that only living creatures are person with ITEMS slowed) a 65-footrange. A Incendiary cloud (as the spell, DC 17 Will save negates the except that it hovers near caster; effect. Reflex half DC 22) «
Find the path lasting 160 The bearer of the censer of the last breath is completely minutes. unaffected by the cloud; it doesn’t slow movement, deal him damage, or obscure his vision. « Wall of ice with a 65-foot range, covering up to sixteen 10-foot The gem dust burns in the censer of the last breath for 15
squares. rounds. To use this relic, you must worship To use this relic, you must worship Nerull and either sac- rifice an 8th-level divine spell slot or have the True Believer Tiamat and either sacrifice feat and at least 15 HD. lllus. by W. England and W. Reynolds a 7th-level divine Chromatic Strong
conjuration; CL 15th; Sanctify Relic, Create spell slot or have the rod Wondrous Item, acid fog, cloudkill, incendiary cloud, solid fog, creator must worship Nerull; Price 82,000 gp; True Believer feat and Weight 1 Ib. at least 13 HD. Chain of Obeisance: It is said that these +2 unholy spiked chains are made
Strong conjura- from the shackles in Hextor’s hellish prison-fortress. De- tion; CL 16th; spite their size and un- wieldiness, they can be Sanctify Relic, wielded in a grapple, and anyone pinned Craft Rod, domi- by a foe wielding a chain of obeisance must nate person, find succeed on a Will save (DC 22) or
be dominated the path, insect (as the dominate monster spell) plague, veil, wall To use this relic, you must of ice, creator must worship worship Hextor and either sacri- Censer of the last breath fice a 7th-level divine spell slot or Tiamat; Price 71,908 gp; have the True Believer feat and at least 13 HD. Cost
36,108 gp + 2,864 XP; Weight 5 Ib. Strong enchantment; CL 18th; Sanctify Relic, Craft Magic Arms and Armor, dominate monster, creator must Cloak, Dragonscale: This long, flowing cloak, sewn worship Hextor; Price 35,600 gp; Cost 17,963 gp + 1,411 XP. from a random assortment of miniscule
chromatic dragon Chromatic Rod: Forged in hellfire itself, these iron-shod rods have five dragon heads (black, blue, green, red, and scales, transforms into functional dragon wings upon com- white) facing outward and encircling one end. A chromatic rod can be used as a +2 morningstar with either the
frost, mand, enabling flight with a speed of 150 feet and poor flaming, or shocking qualities (wielder’s choice, changed with a command word). It also has a number of spell-like maneuverability. The wings last 2 hours per day, divided abilities, each usable once per day. up as the wearer of the dragonscale
cloak wishes. Addition- ally, the cloak always provides 10 points each of resistance to fire, resistance to electricity, resistance to cold, and resistance to acid. To use this relic, you must worship Tiamat and either sac- rifice an 8th-level divine spell slot or have the True Believer feat and at least 15 HD.
Strong transmutation; CL 12th; Sanctify Relic, Craft Wondrous Item, polymorph, resist energy, creator must wor- ship Tiamat; Price 75,840 gp; Weight 2 Ib. Cornucopia of the Needful: Yondalla wove these conical baskets herself, and then gave them to her high priesthood. Each morning at dawn, there
are 2d4 fruits in each cornucopia of the needful. When consumed (a full-round action), each fruit has the following effect.94Cave Shrine of Tiamat Mature adult blue dragon (CR 16) Entire cave complex has overlapping dimensional lock spells. Up CHAPTER 4 Light Three 16th-level treasures on dais
MAGIC rubble ITEMS 1 half-dragon cleric 12 and 3 half-dragon ranger 6 / blackguard 6 Down Up One square equals 5 feet Half-dragon cleric 15d% Fruit Effect whether witnessed personally (“That bugbear wounded Illus. by R. Spencer01-15 Apple Eater healed (as the heal spell). Lidda most
grievously”) or assumed based on creature16—30 Grape cluster If split into 12 portions, type (“That succubus hath surely tempted many good men functions as a heroes’ feast toward evil”). The imprecations of a cudgel that never forgets31-45 Tangerine spell for those that consume it. count as an attempt
to demoralize an opponent with the46—60 Strawberry Break enchantment on eater. Intimidate skill (described in Chapter 4 of the Player’'s Hand- Spell resistance 24 for 12 book). Unless it's healing its wielder, the cudgel that never for-61-74 Cherry minutes. gets attempts to demoralize every round during
its wielder's75-89 Peach Death ward for 12 minutes. turn. The cudgel that never forgets speaks Common, Infernal,90 —10 0 Lemon Divine power for 12 rounds. Neutralize poison on eater for Abyssal, and Celestial. 2 hours. A cudgel that never for- gets has an additional To use this relic, you must
worship Yondalla and weapon quality: iteither sacrifice a 6th-level divine spell slot or have remembers whichthe True Believer feat and at least 11 HD. foes have struck its wielder, and delivers Strong conjuration; CL 12th; Sanctify Relic, them extra damageCraft Wondrous Item, break enchantment, death
in retribution. Ifward, divine power, heal, heroes’ feast, neutralize an enemy hitspoison, spell resistance, creator must worship the wielderYondalla; Price 44,600 gp; Weight 8 Ib. Cornucopia of Cudgel that Never Forgets: + 2 axiomatic the needfulheavy mace; AL LN; Int 16, Wis 10, Cha 16;speech; 60 ft.
darkvision and hearing; Egoscore 16. Lesser Powers: Continuous deathwatch, 10ranks Intimidate (total modifier +13), cure mod-erate wounds 3/day. Personality: A cudgel that never forgets speaks little exceptduring combat, during which it reminds its wielder instentorian tones about the transgressions
of each enemy, 95CHAPTER 4 of a cudgel that never forgets with a weapon Relic, Craft Magic Arms and Armor, arcane eye, detect scrying, (including a natural weapon), the weap- dispel magic, creator must worship Vecna; Price 77,902 gp; MAGIC on thereafter has an effective enhance- Cost 39, 102
gp + 3,104 XP. ITEMS ment bonus of +2 better than its normal Dawnstar: Originally gifts from Pelor to four solars enhancement bonus. It also deals an who rescued a paladin from Hell itself, each dawnstar lllus. by W. England extra 2d6 points of damage against is a +3 brilliant energy morningstar. If a
dawnstar is ever such a foe. sundered or otherwise broken, it explodes, dealing 200 points of damage to everything within 10 feet, To use this relic, you must wor- 150 points of damage to everything within 20 feet, ship St. Cuthbert and either sacrifice and 100 points of damage to everything within 30 feet.
a 7th-level divine spell slot or have the All those affected can make DC 17 Reflex saves to reduce True Believer feat and at least 13 HD. the damage by half. A dawnstar has hardness 8 and 8 hp. To use this relic, you must worship Pelor and either sac- Strong conjuration; CL 20th; Sanctify rifice a 7th-
level divine spell slot or have the True Believer Relic, Craft Magic Arms and Armor, cure moderate wounds, deathwatch, creator must feat and at least 13 HD. worship St. Cuthbert; Price 82,112 gp; Cost Strong transmutation; CL 16th; Sanctify Relic, Craft 41,212 gp + 3,272 XP. Magic Arms and Armor,
continual flame, gaseous form, cre- Dagger of Denial: +2 unholy dagger; AL ator must worship Pelor; Price 61,908 gp; Cost 31,108 + NE; Int 18, Wis 10, Cha 18; speech, telepathy, 2,464 XP. 120 ft. darkvision, blindsense, and hearing; Ego score 26. Ehlonna’s Seed Pouch: This brown fur pouch appears
to hold six ordinary acorns within it when examined. But Lesser Powers: Detect magic at will, 10 ranks when a worshiper of Ehlonna flings an acorn from the in Spellcraft (total modifier +14), 10 ranks in pouch, she can make one of three things happen. Bluff (total modifier +14). « Create a treant (as the
changestaff spell, but the treant Greater Powers: Continuous detect scrying emerges from the acorn) anywhere it will physically fit. effect, arcane eye 1/day. » Create a wall of thorns (as the spell) « Create an acorn grenade that be hurled up to 100 feet away, Special Purpose: Defeat/slay divine spell-
casters. dealing 11d6 points of fire damage (as the fire seeds spell, but the damage isn’t split up among multiple acorns). Dedicated Powers: Item can cast dispel magic Every morning, there are six acorns in Ehlonna’s seed as a 10th-level caster. pouch, no matter how many were there before. To use this
relic, you must worship Ehlonna and either Personality: The dagger of denial takes great sacrifice an 8th-level divine spell slot or have the True glee in disrupting other spellcasters, gig- Believer feat and at least 15 HD. gling and cackling to its wielder as it coun- Moderate conjuration; CL 11th; Sanctify
Relic, Craft ters their spells. It generally readies an action Wondrous Item, changestaff, fire seeds, creator must worship to counterspell with dispel magic each round, Ehlonna; Price 93,800 gp; Weight 4 |b. then uses its Spellcraft ability to discern which Enveloping Pit: Centuries ago, enemy spells are
worth dispelling. If its wielder Kurtulmak gave his high priesthood attacks in melee, the dagger attempts a feint Cudgel that a half-dozen copies of a portable in combat immediately prior to its wielder’'s never forgets pit trap: the enveloping pit. attack. Four daggers of denial are known to exist; This functions
like a por- they were originally gifts from Vecna to wizards he charged table hole, except that it is 50 with keeping his priests in line. A dagger of denial happily feet deep. The enveloping lets anyone wield it, and it'll cheerfully lie about its powers pit covers a 10-foot square and purpose (using its Bluff skill).
But if a wielder doesn’t when opened fully worship Vecna and obey the relic rules, she doesn’t get and shrinks access to the dagger of denial’'s powers and the dagger betrays down to her at the first available opportunity. A dagger of denial who's working against its wielder starts by surreptitiously dispel-
Dawnstar ling the spells of the wielder and her allies, leaving them without the magic that they’re depending on. a 1-foot hole. It can be picked up and moved when it's at its smallest, and its owner can open or close it with a com- To use this relic, you must worship Vecna and either sacrifice an 8th-level
divine spell slot or have the True Believer feat and at least 15 HD. Moderate abjuration; CL 10th; Sanctify96mand word from anywhere within 60 feet. An enveloping pit order of monks. A character wearing gauntlets of the talonopens fully only if it has enough flat space to do so; it halts effectively has
natural weapons that deal 1d8 points ofwhen an edge hits a wall or other obstruction. slashing damage and count as magic for the purpose ofA common tactic is to lie in wait until foes are stand- overcoming damage reduction. If a monk dons the gauntletsing nearby a shrunk enveloping pit, and then open
it fully, of the talon, she is treated as if she were five levels higherdropping enemies into a pit that wasn’t there a moment for purposes of AC, unarmed damage (whichearlier. Those who find an enveloping pit underneath now counts as slashing), and the monk’s kithem must succeed on a Reflex save (DC
22) or fall strike ability (this function stacks with theinto the pit. similar functions of a monk’s belt). Gauntlets of CHAPTER 4To use this relic, you must worship Kurtulmak the talon function as ghost touch weapons for the MAGICand either sacrifice a 6th-level divine spell slot purpose of attacking
incorporeal creatures. Finally, ITEMSor have the True Believer feat and at least the wearer gains a +4 bonus on all grapple checks.11 HD. To use this relic, you must worship BahamutStrong conjuration; CL 16th; Sanc- and either sacrifice a 4th-level divine spell slottify Relic, Craft Wondrous Item, or have
the True Believer feat and at leastplane shift, creator must worship 7 HD.Kurtulmak; Price 33,600 gp. Moderate transmutation; CL 11th; Sanc-Executioner’s Hood: tify Relic, Craft Wondrous Item, righteousOriginally one of three might, creator must worship Bahamut;such hoods worn by Xeric Price 20,000
gp; Weight 2 Ib.1V, who publicly executed every member of his Ehlonna’s Gem of the Glitterdepth: Thisown extended family two centuries ago, the seed pouch black, thousand-faceted gem is saidexecutioner’s hoods have been scattered across the globe by to be carved by Garl Glittergold himself. lllus.
by W. England and W. Reynoldstides of war and conquest. The wearer of an executioner’s hood Worn like a brooch, a gem of the glitterdepth grants its owner(which takes up the headband body slot) can make a coup de a +6 enhancement bonus to Wisdom and the instinctivegrace attacks as a standard
action rather than a full action. knowledge of where the walls, ceiling, and floor are in anyWhenever he succeeds at a coup de grace attempt, he gains cavern he’s in, no matter how big the cavern is or what thea +2 bonus to Strength and Constitution for the next 5 min- illumination is.utes that is cumulative
with each successful coup de grace To use this relic, you must worship Garl Glittergold andattempt (+10 max). either sacrifice a 5th-levelTo use this relic, you must worship Eryth- Gauntlets of divine spell slot or have thenul and either sacrifice a 6th-level divine spell the blood lord True Believer feat and
atslot or have the True Believer feat and at least least 9 HD.11 HD. Moderate transmutation;Moderate transmutation; CL 11th; Sanctify CL 10th; Sanctify Relic,Relic, Craft Wondrous Item, bear’s endurance, Craft Wondrous Item, owl'sbull’s strength, creator must worship Erythnul; wisdom, creator must
wor-Price 50,400 gp; Weight 1 Ib. ship Garl Glittergold; PriceGauntlets of the Blood-Lord: These 22,000 gp; Weight 1 Ib.slick metal gauntlets slowly drip blood, seem- Helm, Platinum: Thisingly from nowhere. They grant their wearer smooth helm covers three-a +4 luck bonus on melee touch attacks.
guarters of the face andFurthermore, any touch spell the wearer is decorated with acasts is maximized as though using the dragon-wing motif.Maximize Spell feat, although the spell The original platinumdoesn’t use a higher-level spell slot. helms were given to sevenTo use this relic, you must worship
Hextor gold dragons that acted asand either sacrifice a 6th-level divine spell slot Bahamut’s consorts, butor have the True Believer feat and at least 11 HD. they have since passed toStrong universal; CL 17th; Sanctify Relic, Craft his servants on the MaterialWondrous Item, Maximize Spell, creator must
Plane. Anyone who wears aworship Hextor; Price 33,600 gp; Weight 2 Ib. platinum helm has the frightfulGauntlet of the Talon: It is said that this silvery presence of a dragon, potentiallyspiked set of gauntlets was fashioned by Bahamut affecting everyone with fewer Hithimself, then given to the master of a
now-defunct Dice within a 150-foot radius. When- 97ever the wearer of the Platinum of halfling pilgrims, who use it to platinum helm attacks, foes must helm avoid danger and make their way through the wilderness. succeed on a Will save (DC 10 +1/2 Once per day, the map wearer’'s HD + wearer’s Cha
modifier) of unseen lands can be com- or be panicked (foes of 4 or less HD) or manded to spend two minutes redrawing itself, mapping the shaken (foes of 5 or more HD) for 4d6 terrain within a 16-mile radius with total accuracy but only mid- rounds. The wearer also gains blind- dling detail. The DM
should spend two minutes of sense with a 60-foot range. real time sketching out such a map, working down the fol- lowing list in terms of priority:CHAPTER 4 To use this relic, you must « General terrain features (mountains, rivers, and so forth) labeled if their names are widely known. MAGIC worship
Bahamut and ¢ Structures of more than 5,000 square feet (castles, temples, ITEMS ruins) named either specifically either sacrifice an 8th- (Fortress of the Undying) or generally (bardic college). level divine spell slot or have the True « Structures important for travel (bridges, dungeon entrances, magic
portals), Believer feat and at least 15 HD. labeled only if they’re unusual in some respect. ¢ Lairs of creatures with more than 15 Hit Dice, labeled by Strong transmutation; CL 15th; creature type only. The map of unseen lands doesn’t function underground. Sanctify Relic, Craft Wondrous To use this relic,
you must worship Yondalla and either sacrifice a 5th-level divine spell slot or have the True Item, shapechange, creator must worship Bahamut; Believer feat and at least 9 HD. Strong divination; CL 15th; Sanctify Relic, Craft Won- Price 64,000 gp; Weight 3 Ib. drous Item, discern location, creator must
worship Yondalla; Price 25,200 gp; Weight 2 Ib. Helm of the Purple Plume: Helms of the Purple Millennial Chainmail: This suit of armor feels like mithral chainmail to the touch, but the minis- Plume were originally given as trophies to the winners of cule rings are a pale green, turning brighter when the
millennial chainmail is in the sun. Millennial jousting tourneys among Heironeous’s followers, but they chainmail functions as +3 chainmail, but it has a maximum Dexterity bonus of +8, an armor have since been passed from noble knight to brave squire check penalty of —2, and an arcane spell failure
chance of 15%. It is considered light armor. through the centuries. A helm of the purple plume gives its Millennial chainmail painlessly extends tiny green roots into the wearer’s skin, grant- wearer a +2 bonus to Charisma. Not only is the wearer of Hooked hammer of the hearthfire lllus. by W. England the
helm immune to fear, but exposure to fear emboldens him further. Whenever the wearer is subject to a fear effect, he instead receives the benefit of a heroism spell for 10 min- utes. To use this relic, you must worship Heironeous and either sacrifice a 5th-level divine spell slot or have the True Believer
feat and at least 9 HD. Moderate abjuration; CL 10th; Sanc- tify Relic, Craft Wondrous Item, hero- ism, creator must worship Heironeous; Price 22,000 gp; Weight 4 Ib. Hooked Hammer of the Hearthfire: It is said that Garl Glittergold gave one of these weapons to each of twelve noble families many
centuries ago. Eight are believed to remain among the gnomes. This +2/+2 flaming gnome hooked hammer becomes a +4 flaming burst/+4 flaming burst hooked hammer in the hands of a gnome. The hooked hammer of the hearthfire automatically deals its flaming burst damage every round to any kobold
or goblinoid unfortunate enough to grasp its handle. To use this relic, you must worship Garl Glittergold and either sacrifice a 7th-level divine spell slot or have the True Believer feat and at least 13 HD. Strong evocation; CL 18th; Sanctify Relic, Craft Magic Arms and Armor, flame strike, creator must
worship Garl Glittergold; Price 35,600 gp; Cost 18,110 gp + 1,400 XP. Map of Unseen Lands: This rolled-up sheet of vellum, often kept in a darkwood tube, is a boon to caravans98ing fast healing 3 as long as the wearer is standing in better a Perform check, then resumes pipingthan shadowy illumination.
with a successful check, creaturesTo use this relic, you must worship Corellon within 30 feet get to make newLarethian and either sacrifice a 4th-level save attempts. Subjects who suc-divine spell slot or have the True Believer cessfully save are thereafterfeat and at least 7 HD. immune to the pipes of
frenziedModerate conjuration; CL 10th; revelry for 24 hours.Sanctify Relic, Craft Magic Arms To use this relic, you mustand Armor, regenerate, creator must worship Olidammara and CHAPTER 4worship Corellon Larethian; Price either sacrifice a 5th-level MAGIC18,800 gp; Cost 9,550 gp + 740 XP;
divine spell slot or have the ITEMSWeight 20 Ib. True Believer feat and at leastMorningstar of the Many: It is said 9 HD.that these morningstars have been dipped Moderate enchantment; CLin the blood of creatures from every known 7th; Sanctify Relic, Craft Won-plane on the Great Wheel. Until the com-
Morningstar drous Item, confusion, creatormand word is spoken, the morningstar of the of the many must worship Olidammara; Pricemany is a +2 morningstar covered with carved, 22,320 gp; Cost 11,320 gp + 880 XP;laughing mouths. But once commanded into Weight 3 Ib.action, it becomes a weapon
that takes on a Rapier of Desperate Measures: Oli-different set of weapon qualities each round: dammara awards one of these nondescript rapiers when theRound Weapon Qualities whim strikes him. A rapier of desperate measures has only the lllus. by W. Englandl +4 anarchic morningstar faintest
magic aura about it and seems otherwise ordinary,2 +4 wounding battleaxe except for an inscription near the base of the blade: “Don’t3 +4 unholy morningstar be careful.” This +2 keen rapier becomes a +4 keen rapier if its4 +1 vorpal longsword wielder has less than half of his full normal hit points and a5
+4 flaming burst morningstar +5 vicious keen rapier if its wielder has less than one-quarter6 +4 vicious shortspear of his full normal hit points. To use this relic, you must worship Olidammara andAfter the sixth round, the morningstar of the either sacrifice a 6th-level divine spell slot or have the Truemany is
again a +2 morningstar until the com- Believer feat and at least 11 HD.mand word is given anew. Faint transmutation; CL 9th; Sanctify Relic, Craft MagicTo use this relic, you must worship Eryth- Arms and Armor, keen edge, creator must worship Olidam-nul and either sacrifice a 5th-level divine spell
mara; Price 23,920 gp; Cost.slot or have the True Believer feat and at least Rapier of Unerring Direction: Originally a gift to9 HD. Fharlanghn from Olidammara, this rapier has been copiedStrong necromancy and evocation; CL 18th; Sanctify several times by Fharlanghn’s most powerful clerics. ThisRelic,
Craft Magic Arms and Armor, circle of death, creator +4 ghost touch rapier ignores all miss chances, whethermust worship Erythnul; Price 30,300 gp; Cost 15,304 gp from concealment, blink, or+ 1,200 XP. another source.Pipes of Frenzied Revelry: These pipes, created by To use this relic, youa secretive
order of bard/clerics devoted must worship Fhar-to Olidammara, require the piper to langhn and either sac-succeed on a DC 20 Perform (wind rifice a 7th-level divineinstruments) check each round to func- spell slot or have thetion properly. If the check succeeds, True Believer feat andany living creature
within 30 feet of at least 13 HD.the piper must succeed on a DC 16 Will Strong divination;save or suffer a confusion effect—with one CL 15th; Sanc-exception. Whenever the die roll calls for tify Relic, Craftthe subject to attack someone, the subject Magic Arms andmakes a mildly amorous advance (such
as Armor, true seeing, creatoran embrace or kiss) instead. The effect lasts must worship Fharlanghn; Priceas long as the subject remains within 30 feet 35,600 gp; Cost 17,920 gp + 1,412 XP.of the piper. If the piper is interrupted or fails Pipes of frenzied revelry 99CHAPTER 4 Robe of Ebonsilk: Said to
be woven from To use this relic, you must worship Lolth and either sac- silk extruded by Lolth herself, a robe of ebon- rifice a 6th-level divine spell slot or have the True Believer MAGIC silk gives the wearer a +8 armor bonus, a feat and at least 11 HD. ITEMS +4 resistance bonus on all saving throws, and
continual spider climb and freedom of Strong necromancy; CL 16th; Sanctify Relic, Craft Rod,lllus. by W. england and R. Spencer movement effects. poison, creator must worship Lolth; Price 33,600 gp; Cost To use this relic, you must worship 16,953 gp + 1,332 XP; Weight 5 Ib. Lolth and either sacrifice
an 8th-level Ruby Blade: These deep red, crystal daggers are divine spell slot or have the True Believer feat and at least 15 HD. said to be plucked from the gems on the hem of Wee Jas’s gown. Each ruby blade is a +3 axiomatic dagger that enables Strong abjuration; CL 15th; Sanctify Relic, its wielder
to bolster, rebuke, or command undead as if her Craft Wondrous Item, freedom of movement, class level were four levels higher than it spider climb, creator must worship Lolth; Price actually is. It also has a continuous status 134,000 gp; Weight 1 Ib. effect. To use this relic, you must worship Rod of
Reversal: This steel rod looks like a Wee Jas and either sacrifice a 6th-level length of thick chain, but it doesn’t bend even divine spell slot or have the True the slightest. On command, it automatically Believer feat and at least 11 HD. reflects the next nine levels of spells cast at the Moderate evocation; CL
11th; wearer, exactly as if spell turning had been cast Sanctify Relic, Craft Magic Arms upon the weatrer. It also grants its wielder the and Armor, order’s wrath, status, Improved Counterspelling feat. creator must worship Wee Jas; Price 46,902 gp; Cost 23,602 gp Turning a spell changes the rod of
reversal’s + 1,864 XP. color, depending on the school of the spell Scrolls of Uncertain turned. Provenance: These bundles of rough parchment have long School Color been associated with Wee Jas, Abjuration Blue although even her lorekeepers don’t Conjuration Yellow know where the first ones came
from. Divination Indigo Their name is something of a misnomer: Enchantment Green The scrolls of uncertain provenance are not Evocation Red spells stored in written form. Instead, Illusion Violet they are a collection of death-obsessed Necromancy Black writings in an unknown hand. Those
Transmutation Orange who can command the lore with a set To use this relic, you must worship Boccob and either of scrolls of uncertain provenance, it is said, have power over life and sacrifice an 8th-level divine spell slot or have the True death itself. But there are several barriers Believer feat and at
least 15 HD. Rapier of Strong abjuration; CL 15th; Sanctify Relic, unerring to understanding the lore of the direction scrolls. To begin with, they’re writ- Craft Rod, spell turning, creator must worship ten in nearly every language, ancient Boccob; Price 132,000 gp; Weight 5 Ib. and modern, and they
sometimes switch languages within the same Rod of the Recluse: This rod, wielded by some of sentence. One hour of reading allows a DC 20 Knowledge (religion) check to learn Lolth’s high priestesses, resembles a giant spider leg with anything useful from the scrolls, with a +2 bonus for every language
the reader Ruby blade its segmentations and coarse, black hairs. It acts as a +3 light speaks. Multiple readers can assist one another in transla- tion, lending the languages they know automatically, but mace that deals no hit point damage. Instead, the wielder they share in the risk as well (detailed below).
Read magic and comprehend languages spells don’t help a reader under- injects a poison that deals 2d6 points of Strength damage to any creature she touches with the rod (by making a melee touch attack). Like any poison, the damage repeats 1 minute later. If she scores a critical hit, the damage from
that hit (both initial and secondary) is ability drain. In either case, the defender negates the effect with a DC 20 Fortitude save. Rod of the recluse100
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