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he world has ... changed. Goblins ride the

subway. Dragons rule the boardrooms. Monsters

haunt the alleys of the urban jungle. It's the dawn of a new
era—the modern world is in the midst of a transformation
and most people don't even know it. A quantum shift has
occurred in the fabric of reality; magic has suddenly
become very real, and creatures that before were only
found in fairy tales and nightmares now walk the

streets. It's the world outside your window, with a

serious twist.

URBAN ARCANA presents a campaign setting
of modern fantasy, using the d20 Modern
Roleplaying Game. Within this world, modern
knights armed with automatic weapons fight
dragons, techno-mages use computer search pro-
grams to recover spells lost to the ages, and industrious
adventurers discover new realms beneath the streets of
the cities they have lived in all their lives. Let's face it—
you always wanted to get medieval in the modern world.
How is this possible? The walls of reality have become
thinner. Fantastic creatures, powers, and items are pass-
ing into this world across a boundary known only as
“Shadow.” Some of these new arrivals are good (or, at
most, frightened and confused by this modern world)
while others are irretrievably evil. Whichever side they
fall on, they are all here to stay. You see, travel through
Shadow appears to be one way—no one has yet man-
aged to pierce the veil to see where these fantastic

creatures really come from.

As in all times of need, heroes have begun arising
to fight against evil—evil that can mix ancient
eldritch power with 21st-century technology. The
heroes, too, combine their use of modern weapons
with the growing power of magic.

Not all the heroes are human, and not every
source of evil originates beyond the veil of

Shadow. International conglomerates now offer

consulting contracts to demons and seek the
counsel of oracles before signing major deals,
for example. Likewise, the creatures of Shadow
recognize both the good and bad of their new
home, and many are willing to take up arms
against the bad.



The twist within a twist involves the nature of the human
mind and the interaction of Shadow. Most ordinary humans
can't fathom the things of Shadow, and so their minds translate
the fantastic and the horrifying into something more mundane.

The Ursan Arcana Campaign Setting places the traditional
fantasy races, spells, and abilities from the DUNGEONS &
DraGoNs® game into the modern world. New, fantastic threats
appear out of Shadow, and with them new powers and new
opportunities as well. Familiar fantasy opponents adapt to the
challenges of the mundane world, otherwise ordinary people
are seduced by the lure of influence and wealth promised by
arcane powers, and entirely new threats arise out of the mix-
ture of the mundane and the fantastic. More than ever this is
a world in need of heroes—you can be one of them!

WHAT’S IN THE BOOK?

Think of the Ursan ARcana Campaign Setting as a toolbox. It pro-
vides all the equipment, blueprints, and instructions you need to
transform the world outside your window into a setting for
modemn fantasy adventures. With the material in this book you
can run adventures set in your home town, tell tales that occur
in any real city you've ever visited or simply heard of, or create
a fictional city that will perfectly meet the needs of your game.

Chapter One: Characters presents new starting occupa-
tions and feats designed to make it easier to create all the
various types of characters found in the Ursan ARcana Cam-
paign Setting, along with new advanced and prestige classes
to help players and GMs create characters completely suited
to a world where fantasy and technology freely mix. There are
also rules for creating nonhuman characters, such as
dwarves, elves, drow, and half-dragons.

Chapter Two: Equipment expands the list of modern
equipment presented in the d20 Modern Roleplaying Game,
and includes fantasy equipment as well. In addition, it pro-
vides insight into what you might find in a police car, fire
truck, and EMT ambulance.

Chapter Three: Spells increases the number of divine
and arcane spells found in the d20 Modern game system. Also
included are rules for adapting psionic powers into spells and
a new type of spellcasting—incantations—for casting high-
level arcane and divine spells.

Chapter Four: Magic ltems adds to the FX chapter in the
d20 Modern Roleplaying Game with new and unique magic
items suited for use in the modern world. Some are ancient
items which have had their power restored to them, while
others are new creations, built to deal with adventuring in
today’s world.

Chapter Five: Running the Game is advice for any
Gamemaster running an URBAN ARCANA campaign. It contains
treasure tables, variant rules, and lots of material to help a
GM manage the setting.

Chapter Six: Organizations details some of the individu-
als and groups that populate the setting. Some are magical in
nature; others are completely mundane. Some want to protect
the world, others want to rule it, and a few are just there to
make a buck one no matter how things turn out.

Chapter Seven: Creatures details a host of modern and
mythological monsters that have been unleashed on the mun-
dane world. Some come from Shadow, while others have

always been here, and only the rising tide of magic has awak-
ened their true nature.

Chapter Eight: Locations details locations both mundane
and magical, from factories and bars to ley lines and holy
sites, providing a variety of locations for play and sufficient
information to make running adventures easy.

Chapter Nine: D&D and UrBAN ARCANA contains infor-
mation on modifying monsters, spells, and items from the
Dunceons & Dracons game to fit in the URBAN ARCANA setting,
as well as additional powers and a new advanced class for
those that wish to include psionics in their games.

Chapter Ten: Adventures features a couple of ready-to-
play scenarios, including one specifically designed to kick off
an URBAN ARCANA campaign.

SHADOW

There is a wall between realities. Some call this wall Shadow.
Most of the time, Shadow keeps each reality from intruding
on the others. But on occasion the wall weakens, the barrier
between worlds frays, and the things from one universe slide
into another.

Such is the case in the Ursan Arcana Campaign Setting.
Here the world outside your window is on the receiving end of
a passageway through Shadow. The reason for this aperture
is unknown, although several theories are presented in the
sidebars that follow. The results, however, are clear—an
influx of fantastic creatures to this world and, with them, a
sudden radical increase in ambient magical capability. In
other words, magic and monsters are now quite real.

The new arrivals only dimly recall the world from which
they came. The passage through Shadow robs them of all but
the most superficial memories. They have reached this mun-
dane world with whatever they carry on their backs and a few
remembrances. They are collectively known as Creatures of
Shadow, and the various humanoid species among them are
called the Shadowkind.

Shadow Journeys

Passageways through Shadow are fleeting and can appear
anywhere without any warning, a rising tide that cannot be
predicted. The borders of Shadow seem to permeate our own
plane. There are reports of portals taking the forms of great
pools of tar, abnormally dense fog, or even waves of intense
darkness. When these effects recede they leave items or
creatures marooned in our world. Shadow often manifests in
remote, desolate locations, and these creatures enter our
world confused and alone.

The particulars of a manifestation do not seem to be at all
connected with the items or creatures that come through. The
same type of Shadow portal might admit a wave of vermin in
one manifestation, a group of monstrous humanoids in
another, and a single great beast in a third. Then there are
times when no creatures are left at all, but items are washed

The Nature of Shadow: Theory 1
“I' do not know how | came to be here. All | can say is that
| am here now. That is enough.”
Deakon, Gnome Scholar




up on these mundane shores. This could be anything from a
single glass vial filled with a colorful liquid to a sword that
glows pale blue in the moonlight. There are even occasional
reports of whole buildings (a keep, a tower, an entire castle)
appearing out of thin air.

Shadow Knowledge

Passage through Shadow alters Creatures of Shadow at a
fundamental level as they are brought “in tune” with the mun-
dane world. They gain a few abilities in the process, such as
the ability to speak local languages. But the most disconcert-
ing aspect is that the passage through Shadow has blurred
their memories.

Shadowkind refer to this phenomenon as “The Gift of
Lethe,” and it results in the dimming and outright elimination of
memories. Close details are not forgotten—name, relations,
closely held beliefs, as well as personal experiences all remain.
However, a great deal of education and raw information is
expunged—Iegends, tales, geography, politics, and other bits
of nonessential secondhand knowledge disappear forever.

As a result, an elf likely remembers her name, her family,
her profession, the nature of elven life (traditions and customs
she believed in, ancient enmities with orcs, and so on), and
the existence of magic. She likely won't remember who her
clan's leaders were (unless she was related to or worked
closely with them), the geography of her homeland, the
names of other kingdoms, or any other matters concering the
details of her former life and world.

Many of the Shadowkind do not remember how they fell
into Shadow in the first place. Some speak of passing through
doorways, others of fog rising in the middle of the night. But
most can do no more than acknowledge that they suddenly
appeared here in this world with no memory of where they
were or what they were doing mere moments earlier.

The loss of so much knowledge has different effects on
different individuals. Some take the loss well and adapt

The Nature of Shadow: Theory 2
The increased appearance of non-terran natives and
phenomenon on Earth is proof of the existence of not
only other dimensions but other inhabited dimensions.
Such dimensions, long theorized by scientists and
exploited by writers of popular fantasy, operate at dif-
ferent vibratory rates of reality, much like radio signals
can exist in different bandwidths. Most of the time, the
two do not interact at all.

On occasion, the frequencies come into line for short
periods, allowing bridges to form between different
worlds. Often this overlap is fuzzy and out of phase, such
that at best concepts may cross between the worlds,
which may trigger religious events and even advances in
philosophies and technologies. Should the harmonics
come more into phase, there are sightings of mysterious
creatures, odd lights, even unidentified flying objects.

Rarely, there are cases where the vibratory frequen-
cies of these parallel worlds come into synch, such that
objects and even individuals can move between the
worlds. Like one train overtaking another on parallel
tracks, individuals can move from one world to another.

| believe that we are looking at a period where
another parallel world has come alongside ours. In the
next few years, there will be an increase in sightings, an
upswing in new concepts, and even the chance of meet-
ing individuals from alternate worlds. | assume these
inhabitants to be like us, products of a similar evolution.
And | for one look forward to meeting them.

Dr. Gary Scott, in his keynote speech
“The Upcoming Fortean Revolution,” Boston, 1999




The Nature of Shadow: Theory 3
“There is no Shadow. There is no invasion from another
dimension. There are no bogeymen and bugbears. What
we are seeing is paranoia at its finest, our primal fears
made manifest. What we are really confronting is our
own beliefs, brought into being by the strength of those
beliefs. These things are not real. They are tricks of our
own minds.”
Manfred Murray, Former Director of the
Department for Paranormal Science and Investigation

quickly to their new environment. Others seek to rebuild their
homeland, gathering together individuals of similar species,
temperament, and motivation. Still others spend their lives
trying to find a way back home, away from the madness of
our modern world.

So far, the trip through Shadow is only one-way. Those that
arrive here have no ability to return. To date, all attempts from
this side to breach the wall of Shadow via technology and
magic have failed.

From the shattered memories of various Shadowkind,
though, we have been able to assemble a picture of the world
on the other side of Shadow. It is mostly medieval in technol-
ogy, with a high level of supernatural power that we call
“magic.” A diversity of various sentient beings thrives there,
of which humanity is only one. These sentient species are
closely tied to creatures of mundane myth and lore.

MUNDANE

Our world has its fair share of all-too-human monsters. But if
you look at the world outside your window it is not awash
with beasts from legend and magical weapons. So a pivotal
question arises: If fantastic creatures are coming through
from the other side of Shadow, they must live in our cities and
walk down our streets—so why don't we see them?

The answer is as simple as it is insidious: We do see
them—we just don’t notice them. And that has more to do
with the nature of the human mind than the nature of the
universe.

To most people, the world is a mundane place; ordinary,
predictable, easily divided into categories. People generally
walk around in a state that can fairly accurately be referred to
as “autopilot.” They do not pay close attention to the people
or things around them. After all, why should they? Fashion is
ubiquitous, opinions are guided by mass media, people are
people. This is perfectly natural.

If you had lunch at a restaurant yesterday, you could prob-
ably remember what you ate. But could you describe your
server? If you parked your car this morning, you almost cer-
tainly remember where you parked. But can you describe the
car next to yours?

Unless something odd or strange happens, most people
interpret the world as a series of ordinary, explainable events
and pay little or no attention to the details. But what about
when something odd or strange does happen?

Say, for example, that a person sees a gang of goblins on
the rampage, or a dragon committing arson by breathing on an
apartment building. Surely that person would notice that

something odd was going on. Absolutely. But the minute the
bizarre stimulus disappears, human nature takes over.

We are assured as children that monsters don't exist. So
even when someone sees a monster, he still doesn't
remember seeing a monster. In his mind's eye he sees a
“big dog” or a “large man” or a “blur at the edge of
vision”"—anything except a creature that he “knows”
doesn't exist. A magic fireball is remembered a gas leak. A
werewolf becomes a howling drunkard. The easy answer
completely papers over what really happened, and the
world continues on, blissfully ordinary.

In the URBAN ARCANA setting, we refer to the vast majority
of people, who view the world through this self-generated
veneer of normalcy, as “mundanes.”

Right Before Your Eyes

Some individuals, however, can see the oddities all around
them. They are aware. They perceive the mind flayer as a
mind flayer, the bugbear as a bugbear. They are more alert,
more observant, and more in tune with their surroundings. In
some people this is a natural state of being, in others itis a
result of having seen so much weirdness that they begin /ook-
ing for it. In any case, people who are aware have a difficult
decision to make—to accept the reality of these odd things
that no one else seems to see, or believe that they have gone
quite mad.

Those who are emotionally strong enough to handle the
truth find an amazing new world opening up before them—
dozens of new races and cultures, new belief systems, and
the power of magic become real. Of course, if they tell their
friends, neighbors, or even their families, they might wind up
ruining their lives, perhaps even being institutionalized. Such
is the irony of living in a world where “reality” is decided by
consensus.

Part of the Solution

The heroes in an URBAN ARCANA game are generally people
who are aware of Shadowkind and the powers of magic. (It is
quite possible to play for a period of time where some or all
the heroes are unaware, but eventually they should be able to
see the real world around them.) They are, in fact, usually on
the leading edge of fostering understanding between the
mundane world and the creatures of Shadow. Their actions
have great influence on just how smoothly this potentially
troubled time goes in their part of world.

Unlike almost everyone else around them (unless, of
course, they live in a Shadow community), the heroes will be
aware of Shadow. They may fight it. They may exploit it. They
may join it. But no matter whatthey do, their actions will have
a great deal of influence on what the local mundane folk
decide to do.

RECURRING SHADOWS

This is not the first time that the walls of Shadow have
thinned between our world and the next. In fact, it appears to
be a phenomenon that occurs every few centuries.

Events and people from these past “Ages of Shadow”
have worked their way into our legends of dragons and
knights, of monsters and mythology, of ghosts and demons.
Some eruptions were regional while others were global.




The Nature of Shadow: Theory 4
This is a time of testing. You can see it in the stars. You
can see it in the prophesies that are fulfilled. Creatures
of darkness, creatures of Shadow, have begun to move
into the world. This is a time of testing, a time of tribula-
tion, a time when only the pure of heart may survive.

They are here for a purpose. They are here for a
reason. They have been sent here to test us, to test our
hearts and our minds and our souls. They have been sent
by a Great Adversary who delights in challenging the
forces of good and righteousness.

Some of these creatures wear horrible masks. Some
are deceptively ordinary. Yet in all their breasts beat
hearts of maliciousness, of evil, of shadow.

Dr. Alphonse Peppys, Interfaith Network Broadcast
(syndicated), 2001

Time and again they have altered our history and the way the
mundane world thinks.

A large incursion occurred in prehistoric Greece, and left
behind tales of medusas, chimeras, and centaurs. A rise in
magic swirled around Wales and western England in post-
Roman times, and brought us the legends of Arthur and
Excalibur. The gargoyles of medieval European cathedrals
were originally based on living models.

Yet, like all tides, Shadow eventually ebbed. The people
of old allowed knowledge to be transformed into myth—the
mundane world leaching the vitality from certain practices
until they became nothing more than superstitious ritual.
The ancient Egyptians, who raised pyramids to honor rulers
with godlike power, continued to wrap their dead in bitu-
men-soaked cloth long after Shadow removed the power
that gave the practice any real function.

Legacy of Shadow

Just because Shadow waned and magic stopped working
doesn't mean that all evidence and recollection of these
events were wiped from the world. Like bits of flotsam scat-
tered on a beach at low tide, some Creatures of Shadow
have been in the mundane world during these long, dark
years. All their magic drained away, creatures like gar-
goyles and mummies fell in to deep hibernation waiting for
the day that the magic would return.

Other particularly long-lived members of Shadowkind
(dragons, celestials, and infernal creatures, just to name a
few) have even been conscious during the passing cen-
turies—indeed, several have been quite active. They have
kept track of the old sites of power, and tracked offspring
through the generations. No one knows better than they do
that there are many otherwise mundane folks in the world
whose blood pulses with an ancient power. Now that magic
is returning, the power in their genes has awakened and
they soon discover they have a powerful legacy.

Creatures are not the only Shadow remnants that have
survived the long magical draught. Ancient arcane and
divine weapons, devices, and artifacts remain, some in
museum cases, others as family heirlooms, but all
regaining their eldritch power now that magic is return-
ing to the world.

The Return of Shadow

Now another Age of Shadow is in the offing. Depending on
your own URBAN ARCANA game, the characters can see this as
a localized or a global effect. Some regions may have seen full
colonies of Shadowkind coming over. Others only experi-
enced a rise in ambient magic level and the stirrings of
ancient creatures. It is not the same everywhere, but it is hap-
pening across the country, across the globe.

The duration of a typical Age of Shadow is unknown—it
may be as short as a few years or as long as a century. This
process is as natural as the tide, waves of Shadow depositing
strange creatures on the beach of our world, perhaps even
pulling parts of our reality back in the undertow.

How long this age of Shadow will last, no one can say. But
the heroes in your game may be the deciding factor in whether
this period of history is remembered as a time of darkness or a
golden age for people and Shadowkind everywhere.

MAKING UrBanN ARCANA
YOUR OWN

This book is a toolbox and a toy box filled with the pieces nec-
essary to build and play an UrBaN ARCANA game. With this
book and the d20 Modern Roleplaying Game, you have every-
thing you need to get started. This book includes new charac-
ter classes and spells, new situations and settings, and new
magic items and monsters. It does not provide maps of the
world or any particular city. Rather, this book deals in the gen-
eralities of the URBAN ARcana Campaign Setting.

You don't need us to describe the world to you—just walk
to your window and look outside. The URBAN ARCANA setting
occupies the modern world, and there are abundant resources
you could use, and none better than your own experience.

We provide game rules for adjudicating most of the situa-
tions that are likely to occur when melding Shadow with the
mundane world. But there are still a few things that you ought
to think about before you're truly ready to play.

Global or Local?

Shadow is coming through everywhere. The first decision
before you is whether to set your game in a single location
or have the characters jet set around from one fantastic site
to another.

The Nature of Shadow: Theory 5
The old stories speak of many worlds, one built upon the
next. In each world, those who angered the Greater
Powers were destroyed, and the survivors were allowed
to progress to the next world. So say the old stories.

But | think the old worlds were not destroyed by the
Greater Powers. Rather they were allowed to continue,
and those that remained behind were allowed to learn
and hopefully change their evil ways. And, when the
Greater Powers judged them ready, one by one they
were allowed to move into the next world.

This world. Our world.

They are coming.

Daniel Two Wells, Shaman Memoirs,

Hutchinson University Press, 1997




The latter has the advantage of providing a new, exciting
location for each adventure. The heroes can find themselves
tracking skunk ape mystics in the tall grass of the Everglades,
then dealing with trolls preying on Seattle’s night life, then on
to exploring a secret city hidden beneath the Smithsonian
Institute and ruled by a powerful mummy.

On the other hand, you can stay local. If everything happens
within a single city or town, the heroes really begin to feel like
part of the world—truly involved in the setting.

Each has advantages. Which will you choose?

Home Town or New Town?

Another thing to consider is whether or not you want to set
your adventures in a real-world city (like one near where you
really live) or in a completely imaginary metropolis.

Basing a campaign on the closest large community has a
number of advantages. You can use local landmarks and per-
sonalities. You can tailor your campaign to the nature and
flavor of your community. And you can count on your players
knowing the ins and outs of the area.

Creating a new city allows you more control—the mayor
can secretly be a mind flayer without you running the risk of
being accused of turning your game into a political statement.
You can build the city according to your own needs. But city
planning is hard work, and your players are sure to want a
great deal of detail.

Of course, you could always take your hometown and
touch it up with Shadow. Things are similar here but not
exactly the same.

Setting Your Levels
Most campaigns start at low levels and work up from there.
This gives both the GM and the players the chance to become
comfortable with small challenges (goblins and orcs) before
moving up to the truly epic ones (golems, demons, and drag-
ons). There is nothing to prevent an experienced group of
players with a capable GM from leaping in at higher levels.
Regardless of the level, the URBAN ARCANA setting provides
challenges for the heroes, ranging from monster bashing to
conspiracy theories to diplomacy.

Playing with Shadow

Not all the heroes need to be locals; indeed, not all the heroes
need to be human. With the GM's permission, players can run
Shadowkind characters (using the rules found in Chapter
One: Characters).

Department-7 and URBAN ARCANA
In the d20 Modern Roleplaying Game, we presented Depart-
ment-7 as a focal point for the heroes getting started in the
UrBAN ARCANA setting. (See Chapter Nine: Campaign Models
in the core rulebook.) We loosely defined the organization and
provided ideas about how it might fit into the greater game
world. In Chapter Six: Organizations of this book, we examine
Department-7 more closely. Still, you should feel free to
reconfigure Department-7 to suit your needs (or not use it at
all if it doesn't fit into your campaign ideas).

You can make Department-7 part of the local or national
government, part of a large corporation, a philanthropic trust,
a department in a major university, or even an unknown quan-

The Nature of Shadow: Theory 6
Imagine that all of the dimensions of existence reside in
a towering hotel. Each room, from the smallest hovel to
the grandest luxury suite is a different dimension. Some
of the walls between the rooms are thick and sound-
proof; no hint that anything exists on the other side of
those walls is evident. Other walls are paper thin, and
sounds spill through from one room to the other. And
some walls have doors that connect the rooms. Some-
times these doors slide open, and then the barrier
between dimensions can be breached.

Imagine that the planes of existence float in a great
ocean, and ocean called Shadow. When the tide comes
in, Shadow splashes upon the shores of our world. Like
any tide, Shadow carries flotsam and debris from other
dimensions and deposits them on our shores. The tide
has been rising, and now we've reached the point of high
tide. It's a strong tide, though, pushing just in our direc-
tion, not allowing for anything to drift back the other way.

Is this an invasion? No. Neither the Shadowkind nor
the flotsam in the ocean has any choice as to where and
when it will wash up on our world. It is a natural event, a
recurring event. It signifies a time of change and great
opportunity. It heralds a time of magic. Do not let fear
overcome you. Do not be frightened by things that are dif-
ferent or strange. Not every creature of Shadow wants to
devour you, not every wave will overcome you and drown
you. But it is a time to be vigilant. It is a time to see the
world for the way it really is. It is a time to peer into the
darkness and embrace the power you find there.

Should you fear the Shadows? No. Fear the things of
this world. Crime, war, government, religion. These are
the things that should trouble you. Not the Shadows, not
the visitors from that other world. They are lost, fright-
ened, displaced. That doesn't make them evil. Yes, fear
can make them dangerous, and some enjoy bringing pain
to others, but don't allow a few to make you wrongly
judge the all.

Remember that all tides flow and ebb, and this flood
of Shadow will eventually diminish. When the waters of
magic recede and the connection seals again for another
age, what legacy will you cling to? | say to you, embrace
the Shadows. | say to you, let yourself see the magic for
what it really is. | say to you, find the power within you,
find your connection to the arcane, and rise up! You can
become better than you are. You can make a difference.
As long as you control your fear and remember that not
every Shadow hides evil and death. Some hide the light
of a new and wondrous age.

Are you ready?

Prestor Charles, Street Preacher
Any corner, any day, right now

tity. Different Department-7s will result in different styles of
play. A Department-7 that is part of the Department of
Defense responds differently to a Shadow event than one
funded by a mysterious benefactor. Regardless of the nature
of Department-7, its purpose remains as a gathering point and
home base for the heroes.




Adam attempts to grapple
a creature of Shadow.

reate characters for the URBAN ARCANA setting
using the rules in the d20 Modern Roleplaying
Game. This chapter provides additional options for URBAN
ARcANA characters, including new feats, new starting
occupations, new species types (for players who want
to create nonhuman characters), new advanced
classes, and new prestige classes. As always,
check with your Gamemaster before creating your
character, as some of these options might not be
available in your campaign (and there might be

other options available that aren't in this book).

new Sl
OCCUPRHA

Characters in an URBAN ARCANA cam-
paign often have more unorthodox back-
grounds than in many other d20 Modern
settings. To create characters with
grounding in (and knowledge of) Shadow,
add the following starting occupations to
those found in Chapter One: Characters of
the d20 Modern Roleplaying Game.

Apothecary
Apothecaries are people who study the science of
mixing chemicals, elements, and naturally occur-
ring materials together for predictable results.
They often go on to be research scientists,
inventors, pharmacists, or alchemists.
Prerequisite: Age 20+.
Skills: Choose three of the following
skills as permanent class skills. If a skill you
select is already a class skill, you receive a +1
competence bonus on checks using that skill.
Craft (chemical, mechanical, pharmaceutical, or
writing), Disable Device, Knowledge (arcane lore, earth
and life sciences, history, or physical sciences), Repair,
Research.
Bonus Feat: Select either Arcane Skills or Educated.
Wealth Bonus: +3.



Hedge Wizard

A hedge wizard is someone who has spent a great deal of
time studying the arcane arts without the benefit of having
any formal training or mentoring.

Prerequisite: Intelligence 10.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Concentration, Craft (chemical or writing), Decipher Script,
Gather Information, Knowledge (arcane lore, art, earth and
life sciences, history, or physical sciences), Research.

Bonus Feat: Select either: Magical Heritage or Magical
Affinity.

Wealth Bonus: +2.

Novitiate

Novitiates draw quiet strength from their belief in a greater
power. They do not necessarily have ties to a specific religion
or denomination—their faith is enough. Some novitiates are
lay clergy, counselors, motivational speakers, social workers,
or any other position involved with helping people who have
lost hope and faith.

Prerequisite: Wisdom 10.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Concentration, Craft (writing), Decipher Script, Diplomacy,
Knowledge (arcane lore, art, behavioral sciences, history, or
theology and philosophy), Sense Motive.

Bonus Feat: Select either: Divine Heritage or Magical
Affinity.

Wealth Bonus: +2.

Psychic

Psychics can be people with innate, low-level psionic abilities
or simply con-artists looking to make a buck off those gullible
enough to believe their ruses. Get your GM's approval before
choosing this occupation.

Prerequisite: Age 15+.

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Bluff, Concentration, Diplomacy, Gather Information, Intim-
idate, Knowledge (behavioral sciences, current events, popu-
lar culture, or streetwise), Sense Motive.

Bonus Feat: Select either Iron Will or Wild Talent.

Wealth Bonus: +2.

Shadow Scholar

Shadow scholars fall into two categories—learned Shad-
owkind and mundane folk who have spent time studying
Shadow culture, magic, and other supernatural occurrences.

Prerequisite: Age 15+.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Decipher Script, Gather Information, Knowledge (arcane lore,
art, behavioral sciences, earth and life sciences, history, physical
sciences, tactics, or theology and philosophy), Research, or add
a new Read/Write Language or a new Speak Language.

Bonus Feat: Select either Arcane Skills or Educated.
Wealth Bonus: +1.

Squire
Squires serve as assistants to warriors in hopes of learning
the skills they will need to be warriors themselves one day.

Prerequisite: Strength 13 or Dexterity 13.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Balance, Climb, Handle Animal, Jump, Ride, Tumble.

Bonus Feat: Select either Archaic Weapons Proficiency or
Armor Proficiency (light).

Wealth Bonus: +1.

new ¢SS

The feats in this chapter supplement the feats in the dZ20
Modern Roleplaying Game and follow all the rules in that
book for determining how feats are assigned.

NEW BONUS FEATS FOR
ADVANCED CLASSES

Some of the feats presented in this chapter may be treated as
bonus feats for advanced classes introduced in the d20
Modern Roleplaying Game. With the GM's permission, these
new feats can be added to the list of bonus feats available to
characters who reach 3rd, 6th, and 9th level in these
advanced classes.

The Mage advanced class may consider Greater Spell
Focus, Greater Spell Penetration, Spell Focus, Spell Penetra-
tion, and any of the metamagic feats as potential bonus feats.

The Acolyte advanced class may consider Empower Turn-
ing, Extra Turning, Greater Spell Focus, Greater Spell Penetra-
tion, Improved Turning, Spell Focus, Spell Penetration, and
any of the metamagic feats as potential bonus feats.

The Shadow Slayer advanced class may consider Super-
natural Strike as a potential bonus feat.

INITIAL FEATS

Some feats are listed as “Initial” and may be taken only when
the character begins play. They represent background and her-
itage, and as such cannot be gained after play begins.

METAMAGIC FEATS

As a spellcaster’s knowledge of magic grows, he or she can
learn to cast spells in ways slightly different from how the
spells were originally designed or learned. For example, a
spellcaster can learn to cast a spell without certain compo-
nents, cast a spell for greater effect, or even cast a spell
with nothing but a moment’s thought. Altering the casting
and effect of a spell is accomplished using metamagic feats.

Spells improved with metamagic feats use up higher-level
spell slots, as noted in Table 1-1: Metamagic Spell Level
Adjustments. For example, Roberta Cain (a 3rd-level Smart
Hero/3rd-level Mage) has the Silent Spell metamagic feat,
which allows her to cast a spell without speaking (in effect,




ignoring its verbal component). However, the improved spell
fills a spell slot one level higher than the spell’s normal level.
If Roberta prepares burning hands as a silent spell, it takes up
one of her Z2nd-level spell slots instead of a 1st-level spell
slot. It remains a 1st-level spell in all other respects, however.
(For example, the DC for the Reflex save against the spell
does not go up.) Roberta could not prepare a 2nd-level spell as
a silent spell because she would have to prepare it as a 3rd-
level spell, and she can't use 3rd-level spell slots until she
becomes a 5th-level Mage.

Metamagic feats cannot be used for all spells. See the
specific feat descriptions for the spells that a particular feat
can't modify.

TABLE 1-1:
JETAMAGIC SPELL LEVEL ADJUSTMENTS
Metamagic Feat Spell Level Adjustment :

Empower Spell +2
Enlarge Spell +1
Eschew Materials None
Extend Spell +1
Heighten Spell Special (see text)
Nonlethal Spell +1
Reach Spell +2
Sacred Spell +2
Shadowbane Spell +1
Silent Spell +1
Still Spell +1

Preparing and Casting

Metamagic Spells

Some advanced classes (namely Mages, Acolytes, Techno
Mages, and Holy/Unholy Knights) must prepare their spells in
advance. During preparation, members of these classes
decide which spells to prepare with metamagic feats,
remembering that any spell improved by a metamagic feat
takes up a higher-level spell slot than normal.

Mystics cast spells at will from a limited list, as opposed to
preparing them in advance. They can decide when they cast
their spells whether to use metamagic feats to improve them.
As with other spellcasters, the improved spell uses up a
higher-level spell slot. Because the Mystic has not prepared
the spell in a metamagic form in advance, he must do so on
the spot. The Mystic, therefore, must take more time to cast
a metamagic spell (one improved by a metamagic feat) than a
regular spell. If its normal casting time is an attack action,
casting a metamagic spell is a full-round action for the
Mystic. For spells with a longer casting time, it takes an extra
full-round action to cast the spell.

Acolytes spontaneously casting cure or inflict spells can
cast metamagic versions of them. Casting an attack action
metamagic spell spontaneously is a full-round action, and
spells with longer casting times take an extra full-round
action to cast.

Incantations: An incantation cannot be the subject of a
metamagic feat.

Effects of Metamagic Feats
In all ways, a metamagic spell operates at its original spell
level even though it is prepared and cast as a higher-level

spell. Saving throw modifications are not changed (unless
stated otherwise in the feat description). The modifications
made by these feats only apply to spells cast directly by the
feat user. A spellcaster can't use a metamagic feat to alter a
spell cast from a wand, scroll, or other device.

Maximize Spell

and Quicken Spell Abilities

Some advanced classes have special class abilities that work
like metamagic feats. For example, the Maximize Spell ability
of the Mage and the Quicken Spell ability of the Techno Mage
function as metamagic feats with regard to how they interact
with other metamagic feats.

Metamagic Magic Items

A character with the Brew Potion, Scribe Scroll, or Craft Wand
class ability can store a metamagic spell in a potion, scroll, or
wand, respectively. Level limits for potions and wands apply
to the spell’s higher metamagic level (for example, potions
can only duplicate spells or metamagic spells that use a 3rd-
level spell slot or lower). A character doesn't need the meta-
magic feat to activate an item storing a metamagic spell.

Multiple Metamagic Feats on a Spell

A spellcaster can use multiple metamagic feats on a single
spell. Changes to its level are cumulative. For example, a
silent and still version of magic missile (that is, a magic mis-
sile improved with the Silent Spell and Still Spell metamagic
feats) would be prepared and cast as a 3rd-level spell, since
each feat requires the spell to be prepared as though it were
one level higher.

Counterspelling Metamagic Spells

A spell enhanced by a metamagic feat does not affect its vul-
nerability to counterspelling or its ability to counterspell
another spell. (See Interrupting FX Users in Chapter Ten: FX
Abilities in the d20 Modern Roleplaying Game.)

FEAT DESCRIPTIONS

New feats are described below.

Arcane Skills
You have access to arcane skills.

Benefit: The character gains the following class skills, as
described under the Mage advanced class in the d20 Modern
Roleplaying Game (page 319): Concentration, Craft (chemical),
and Spellcraft. Further, the character gains Use Magic Device
as a class skill, as described under the Occultist advanced
class in the d20 Modern Roleplaying Game (page 293).

This feat does not in and of itself grant spellcasting ability.

Normal: Arcane skills are special class skills available to
the Acolyte, Occultist, Mage, Mystic, and Techno Mage
advanced classes. Other classes may not buy ranks in these
skills without this feat.

Divine Heritage [Initial]

You have divine spellcasting abilities in your background, such
as a saint in your family tree, or you have had a divine experi-
ence, revelation, or epiphany which has left you with modest
divine abilities.



Prerequisite: Wisdom 10.
Benefit: Choose three 0-level divine spells (“orisons”). You
may cast each of these spells once per day per your divine
spellcasting level (minimum 1).
Special: You may only take this feat as a 1st-level
character.

Arcane Skills

Empower Turning

Extra Turning

Fleet of Foot

Improved Grapple
Improved Overrun
Improved Natural Healing
Improved Turning

Jack of All Trades
Magical Affinity

Power Crit

Precise Strike
Psionic Skills
Signature Spell
Spell Focus

Greater Spell Focus
Spell Penetration

Great Spell Penetration
Spellslinger

Supernatural Strike
Wild Talent
Initial Feats
Divine Heritage
Magical Heritage
Shadow Heritage
Metamagic Feats
Empower Spell
Enlarge Spell
Eschew Materials
Extend Spell
Heighten Spell
Nonlethal Spell
Reach Spell
Sacred Spell
Shadowbane Spell
Silent Spell
Still Spell
Metapsionic Feats'
Delay Power
Enlarge Power
Extend Power
Persistent Power
Heighten Power
Hide Power
Quicken Power
Twin Power

Prerequisite

Ability to turn/rebuke, Cha 13
Ability to turn/rebuke
Run

Brawl, Dex 13

Power Attack, Str 13
Fort save bonus +5
Ability to turn/rebuke
Character level 8

Base attack bonus +10,
proficiency with weapon
Base attack bonus +5

Spell Mastery

Spell Focus, caster level 6
Spell Penetration

Int 13 (arcane spellcasters) or
Wis 13 (divine spellcasters)
Base attack bonus +2

Wis 10
Int 10

Extend Power

1 See Chapter Nine for descriptions of metapsionic feats.

Empower Spell [Metamagic]
You can cast spells to greater effect.

Benefit: All variable, numeric effects of an empowered
spell are increased by one-half. An empowered spell deals
half again as much damage as normal, cures half again as
many hit points, affects half again as many targets, and so

Benefit
Concentration, Craft (chemical), Spellcraft, and Use Magic Device
are class skills.

Turn/rebuke more creatures than normal.

May turn/rebuke more times per day.

May turn while running and charging.

+4 bonus on grapple check.

+4 bonus on overrun checks.

Recover hit points at twice normal rate.

+2 bonus on turn/rebuke checks.

May use skills which otherwise require training.

+2 bonus on Spellcraft and Use Magic Device checks.
Automatically threaten on a successful hit.

Full round of attacks made against an opponent’s touch Defense.
Autohypnosis, Concentration, and Psicraft are class skills.

May convert spell to chosen spell.

+1 bonus to DC for chosen school of magic.

+2 bonus to DCs with chosen school of magic.

+2 bonus to caster level checks with spells.

+4 bonus to caster level checks with spells.

Increase number of bonus spells per day.

May score critical hits against creatures that are normally immune.
0-Level psionic power, usable three times per day.

May cast orisons (0-level divine spells).
May cast cantrips (0-level arcane spells).
+1 bonus to one saving throw, low-light vision.

Increase numeric effects of chosen spell by one-half.
Double range of chosen spell.

Cast chosen spell without material component.
Double duration of chosen spell.

Cast chosen spell at higher effective level

Chosen spell deals nonlethal damage.

Cast chosen touch spell up to 30 feet.

Chosen spell is imbued with divine power.

Chosen spell is more effective against creatures of Shadow.
Cast chosen spell without verbal component.

Cast chosen spell without somatic component.

Chosen power triggers 1 to 5 rounds after manifestation.
Double range of chosen power.

Double duration of chosen power.

Duration of chosen power raised to one day.

Manifest chosen power at higher effective level.
Manifest chosen power without specific display.
Manifest powers with but a thought.

Manifest chosen power twice simultaneously.




forth, as appropriate. For example, an empowered magic mis-
siledeals 1 1/2 times normal damage (roll 1d4+1 and multiply
the result by 1.5 for each missile). Saving throws and opposed
rolls (such as the one you make when you cast dispel magic)
are not affected. Spells without random variables are not
affected.

An empowered spell uses up a spell slot two levels higher
than the spell’s actual level.

Empower Turning
You can turn or rebuke (or awe or command) more creatures
with a single turning check.

Prerequisite: Ability to turn or rebuke one or more crea-
ture types, Charisma 13.

Benefit: If you take a —2 penalty on your roll to turn or
rebuke (or awe or command) a group of creatures, you can add
+2d6 to your turning damage roll.

Enlarge Spell [Metamagic]
You can cast spells farther than normal.

Benefit: An enlarged spell has its range doubled. Spells
whose ranges are not defined by distance do not have their
ranges increased. A spell whose area or effect is determined
by its range (such as bless or a cone spell) has the dimensions
of its area or effect increased proportionally.

An enlarged spell uses up a spell slot one level higher than
the spell’s actual level.

Eschew Materials [Metamagic]
You can cast spells without relying on material components.
Benefit: An eschewed spell can be cast with no material
components. Spells without material components or whose
material components have a Purchase DC of 4 or greater are
not affected by this feat.
An eschewed spell uses up a spell slot of the spell’s
normal level, modified by any other metamagic feats.

Extend Spell [Metamagic]
You can cast spells that last longer than normal.

Benefit: An extended spell lasts twice as long as normal.
Spells with a concentration, instantaneous, or permanent
duration are not affected by this feat.

An extended spell uses up a spell slot one level higher than
the spell's actual level.

Extra Turning
You can turn or rebuke a creature type more often than
normal.

Prerequisites: Ability to turn or rebuke one or more crea-
ture types.

Benefit: Each time you take this feat, you can turn or
rebuke a particular creature type four more times per day than
normal.

Normal: Without this feat, a character can typically turn or
rebuke a creature type (usually undead) a number of times per
day equal to three plus his Charisma modifier.

Special: You can gain this feat multiple times. Each time
you take the feat, you may apply its effects to one creature
type you can turn or rebuke. Its effects stack.

Fleet of Foot
You can turn corners without losing momentum.

Prerequisite: Run.

Benefit: \When running or charging, you can make a single
direction change of 90 degrees or less. You cannot use this
feat while wearing medium or heavy armor, or if you're carry-
ing a medium or heavy load (see Carrying Capacity in Chapter
Four: Equipment of the d20 Modern Roleplaying Game).

Normal: Without this feat, you can run or charge only ina
straight line.

Greater Spell Focus

Choose a school of magic, such as Evocation or lllusion, for
which you have already selected the Spell Focus feat. Your
spells of that school are even more potent than normal.

Prerequisites: Spell Focus, caster level 6.

Benefit: Add +2 to the Difficulty Class for all saving throws
against spells from the focused school of magic you select.
This overlaps (does not stack) with the bonus from Spell Focus
(see below).

Special: You can gain this feat multiple times. Its effects
do not stack with itself. Each time you take the feat, it applies
to a new school of magic.

Greater Spell Penetration
Your spells are remarkably potent, breaking through spell
resistance more readily than normal.

Prerequisites: Spell Penetration.

Benefit: You get a +4 bonus on caster level checks (1d20 +
caster level) to beat a creature’s spell resistance. This over-
laps (does not stack) with the bonus from Spell Penetration
(see below).

Heighten Spell [Metamagic]
You can cast a spell as if it were a higher level than it actually
is.

Benefit: A heightened spell has a higher spell level than
normal. Unlike other metamagic feats, Heighten Spell actually
increases the effective level of the spell that it modifies. All
effects dependent on spell level (such as saving throw DCs)
are calculated according to the heightened level. The height-
ened spell is as difficult to prepare and cast as a spell of its
effective level. For example, an Acolyte could prepare hold
person as a 4th-level spell (instead of a 2nd-level spell), and
it would in all ways be treated as a 4th-level spell.

Improved Grapple
You are skilled at grappling opponents.
Prerequisites: Brawl, Dexterity 13.

Metapsionic Feats

Metapsionic feats are to psionics as metamagic feats
are to spells. They increase the attributes of a psionic
power, but at an increased Power Point cost. Metap-
sionic feats are listed in Table 1-2: Feats but are detailed
in Chapter Nine: D&D and URBAN ARCANA, as not all GMs
will choose to incorporate psionics into their campaigns.




Benefit: You do not provoke an attack of opportunity when
you make a touch attack to start a grapple. You also gain a +4
competence bonus on all grapple checks (regardless of
whether you started the grapple).

Normal: Characters without this feat provoke an attack of
opportunity when they initiate a grapple.

Improved Overrun
You are skilled at knocking down opponents.

Prerequisites: Power Attack, Strength 13.

Benefit: \When you attempt to overrun an opponent, the
target may not choose to avoid you. You also gain a +4 compe-
tence bonus on the Strength check to knock down your opponent.

Normal: Without this feat, the target of an overrun can
choose to avoid you or to block you.

Improved Natural Healing
You recover from wounds and injury faster than normal.

Prerequisite: Base Fortitude save bonus +5.

Benefit: You recover 2 hit points per character level per
rest period (8 hours of sleep). If you undergo complete bed
rest (doing nothing for the entire day), you recover 4 hit points
per character level per day. Ability damage returns at 2 points
for resting 8 hours, or 4 points per day with complete bed rest.

Normal: Normal natural healing is 1 hit point per charac-
ter level for 8 hours rest, or 2 hit points per character level per
day for complete bed rest. Ability damage returns at 1 point
for 8 hours rest, or 2 points per day with complete bed rest.

Improved Turning
Your turning or rebuke attempts are more powerful than
normal.
Prerequisites: Ability to turn or rebuke a creature type.
Benefit: You gain a +2 bonus on your turning checks. This
feat may be taken multiple times, though each time must be
applied to a different creature type which you may normally
turn.

Jack of All Trades
You have an amateur’s knowledge of all skills, even ones that
require training.

Prerequisite: Character level 8.

Benefit: You may use any skill untrained, including arcane
and psionic skills. You cannot, however, gain ranks in a skill
unless you are normally allowed to gain ranks in the skill.

Magical Affinity
You have a knack for magical endeavors.

Benefit: You gain a +2 bonus on all Spellcraft checks and
Use Magic Device checks.

Magical Heritage [Initial]
You have magical ability in your background, such as a sor-
cerer in your bloodline, or you gained access to magic at a
particularly young age (by discovering a spellbook in your
attic, for example). As a result, you mastered some basic
spellcasting.

Prerequisite: Intelligence 10.

Benefit: Choose three 0-level arcane spells (“cantrips”).
You may cast each of these spells once per day per your

arcane spellcasting level (minimum 1). You are treated as a
Mage for purposes of arcane spell failure chance when you
are wearing armor.

Special: You may only take this feat as a 1st-level
character.

Nonlethal Spell [NMetamagic]
You can modify a spell to deal nonlethal instead of lethal
damage.

Benefit: You may modify a spell that deals lethal damage
to deal nonlethal damage instead. All other effects of the
spell remain normal (for example, a nonlethal fireball may still
set flammable objects ablaze).

A nonlethal spell uses up a spell slot one level higher than
the spell’s actual level.

Power Crit
You may threaten a critical hit if you succeed in hitting an
opponent.

Prerequisite: Base attack bonus +10, proficiency with
weapon.

Benefit: You may spend an action point before making an
attack with a weapon with which you are proficient. If the
attack hits, it automatically threatens a critical hit (regardless
of whether the attack roll falls within the weapon’s actual
threat range). You must roll to confirm the critical hit, as
normal. This is a supernatural ability.

Normal: You must roll in the threat range of a weapon,
then confirm that threat to score a critical hit.

Precise Strike
Your strikes against an opponent are treated as touch attacks.

Prerequisite: Base attack bonus +5.

Benefit: Before making an attack on your turn, choose a
single opponent and spend an action point. Until the begin-
ning of your next turn, any attacks you make against that
opponent use that opponent’s touch Defense instead of the
opponent’s normal Defense.

Psionic Skills

You have access to psionic skills. Check with your GM to
make sure he or she allows psionics in the campaign. You
must have the GM's permission to choose this feat.

Benefit: The character gains the following class skills, as
described under the Telepath advanced class in the d20
Modern Roleplaying Game (pages 305-306): Autohypnosis,
Concentration, and Psicraft. This feat does not in and of itself
grant psionic ability.

Normal: Psionic skills are special skills available to the
Telepath and Battle Mind advanced classes. Other classes
may not buy ranks in these skills without this feat.

Reach Spell [Metamagic]

You can cast touch spells without touching the spell recipient.
Benefit: You may cast a spell that normally has a range of

“touch” at any distance up to 30 feet. You must succeed at a

ranged touch attack to cast the spell upon the recipient.
Areach spell uses up a spell slot two levels higher than the

spell’s actual level.




Sacred Spell [Metamagic]
You can cast spells imbued with divine energy.

Benefit: Half of the damage dealt by a sacred spell is con-
verted into divine energy, and as such is not prevented by abil-
ities or spells that reduce or prevent damage from a particular
type of energy. For example, half the damage from a sacred
flaming wrath spell would not be negated by fire resistance or
fire immunity. Only divine spells that deal damage may be
made into sacred spells.

A sacred spell uses up a spell slot two levels higher than
the spell’s actual level.

Shadowbane Spell [Metamagic]
Your spells are more effective against creatures of Shadow.
Benefit: Creatures of Shadow and characters with shad-
owblood (humans of shadow heritage, or elves and dwarves,
for example) take a —4 penalty on the spell’s saving throw.
This feat cannot improve spells that do not allow saves.
A shadowbane spell uses up a spell slot one level higher
than the spell’s actual level.

Shadow Heritage [Initial]
You have a creature of Shadow in your distant ancestry. The
exact nature of that shadowblood is immaterial (though it may
be a source of adventure), as the overpowering human genetic
tide has reduced its special abilities to a few salient features.
Benefit: You gain a +1 inherent bonus on one saving throw
of your choice. You also gain low-light vision, which allows
you to see twice as far as a normal human in starlight, moon-
light, torchlight, and similar conditions of poor illumination.
You retain the ability to distinguish color and detail under
these conditions.
Special: You may only take this feat as a 1st-level character.

Signature Spell
You are so familiar with a mastered spell that you can sponta-
neously cast it, converting other prepared spells into that spell.

Prerequisite: Spell Mastery ability.

Benefit: Each time you take this feat, choose a spell that
you have mastered with Spell Mastery. You may now convert
prepared arcane spells of that spell’s level or higher into this
signature spell, just as an Acolyte of good allegiance may
spontaneously cast prepared spells as cure spells.

Special: You may gain this feat multiple times. Each time
you take the feat, it applies to a new spell that meets the
prerequisites.

Silent Spell [Metamagic]
You can cast spells silently.
Benefit: A silent spell can be cast with no verbal compo-
nents. Spells without verbal components are not affected.
A'silent spell uses up a spell slot one level higher than the
spell’s actual level.

Spell Focus
Choose a school of magic, such as Evocation or Illusion. Your
spells of that school are more potent than normal.
Benefit: Add +1 to the Difficulty Class for all saving throws
against spells from the school of magic you select to focus on.
Special: You can gain this feat multiple times. Its effects

do not stack. Each time you take the feat, it applies to a new
school of magic.

Spell Penetration
Your spells are especially potent, breaking through spell
resistance more readily than normal.

Benefit: You gain a +2 bonus on caster level checks (1d20
+ caster level) to beat a creature’s spell resistance.

Spelislinger
You have a gift for magic that allows you to cast more spells
than normal.

Prerequisite: Intelligence 13 (for arcane spellcasters) or
Wisdom 13 (for divine spellcasters).

Benefit: For any one spellcasting advanced class in which
you have levels, you can prepare and cast one additional spell
per spell level known. For instance, Lily Parrish, a 3rd-level
Dedicated Hero/3rd-level Acolyte, can prepare and cast an
additional 0-level, 1st-level, and 2nd-level divine spell per day
(since she can cast up to and including 2nd-level divine spells).

Special: You may gain this feat multiple times. Each time
you take the feat, it applies to a new spellcasting class.

Still Spell [Metamagic]
You can cast spells without gestures.
Benefit: A still spell can be cast with no somatic compo-
nents. Spells without somatic components are not affected.
A still spell uses up a spell slot one level higher than the
spell’s actual level.

Supernatural Strike
You may score critical hits against creatures that are normally
unaffected by critical hits.

Prerequisite: Base attack bonus +2 or better.

Benefit: \When you roll a threat against a creature normally
unaffected by critical hits (such as a construct, ooze, or
undead), you may check for a critical hit and deal the increased
damage if the threat is confirmed. Creatures unaffected by
massive damage are still unaffected by massive damage
resulting from a critical hit. This is a supernatural ability.

Vehicle Specialization
You are proficient with one type of vehicle.

Benefit: Choose a vehicle type (civilian aircraft, civilian
cars, civilian motorcycles, civilian trucks, civilian water vehi-
cles, other civilian vehicles, or military vehicles). When you
are in control of a vehicle of the specified type, you gain a +2
competence bonus on skill checks, ability checks, and saving
throws involving the vehicle.

Wild Talent
You have a minor parahuman psionic power. Check with your
GM to make sure she is using psionics before selecting this feat.
This feat may be used even if psionics are not part of the cam-
paign, in which case psionics are treated as spell-like abilities.
Benefit: You may use one of the following 0-level psionic
powers: burst, daze, detect psionics, distract, far hand, far
punch, finger of fire, missive, or verve. You can manifest this
power up to three times per day. There is no Power Point cost
for using this power.



Svidowtind

In the Ursan Arcana Campaign Setting, you can play charac-
ters who are not native to the mundane world. Most of these
characters hail from a place beyond Shadow, and they are
known to “mundanes” as Shadowkind.

Shadowkind species include elves, dark elves (drow),
dwarves, gnomes, goblins, halflings, various halfbreeds
(including half-dragons, half-elves, and half-orcs), and
humans from dimensions other than our own.

You can also play characters native to Earth who are the
offspring or descendants of Shadowkind. For instance, you
could play a dwarf who was born and raised in Brooklyn;
although your character is native to our world, his parents or
grandparents may have come to Earth long ago through
Shadow. In any event, Shadowkind characters can always
trace their origins to someplace other than our world.

Characters who enter our world through Shadow have no
way of returning home and are forced to adapt to their new
environment. Moreover, they retain only a few hazy memories
of the place from whence they came. They might remember a
lonely castle on a hilltop, a childhood tale about a black
dragon in the swamp, or the wizardly proprietor of a magic
potion shop on some half-forgotten street corner, but all other
knowledge of their former demesne is stolen from them as
they pass through Shadow.

Newly arrived Shadowkind have a variety of responses
to the mundane world. Some seek to fit into the larger pop-
ulation of humans without creating too much friction.
Others seek to maintain their own half-forgotten heritages
in this world. Some see the "“new world” as one great
adventure. Others liken it to a prison. Still others view their
passage through Shadow as an opportunity. Some seek to
establish themselves here, while others strive to find a
way back home. Some seek riches, others power, and still
others understanding.

PLAYING A SHADOWKIND

The following section is designed to help you create a Shad-
owkind character and expands on the character creation rules
presented in the d20 Modern Roleplaying Game. Shadowkind
characters share several traits, as noted below.

Creature of Shadow
Creatures brought to our world by Shadow are reclaimed by
the tides of Shadow after they die. As a general rule, a crea-
ture of Shadow vanishes 1d4 rounds after it dies (drops to —10
hit points), leaving behind no trace of itself other than its
clothing and equipment. Shadowkind heroes have stronger
ties to our world than other creatures of Shadow; they fade
away 1d4 hours after they die. Before they disappear, slain
Shadowkind characters can be raised from the dead as easily
as mundane characters can (using the raise dead spell). Slain
creatures of Shadow that are transformed into undead crea-
tures (using the animate dead spell, for example) remain on
our world in their undead state and are not reclaimed by
Shadow until they are destroyed.

A slain Shadowkind character who is reclaimed by
Shadow can't be raised from the dead or brought back by

any means and is considered lost. Rumors persist of a pow-
erful incantation that can return a vanished Shadowkind
character to our world, but the veracity of these rumors is
left up to the Gamemaster.

A Shadowkind character is treated as a “creature of
Shadow"” with regard to special abilities, spells, and psionic

powers that affect creatures of Shadow.

TABLE 1-3:
POIN

Basic Class'

Skill Points Per Level

Strong 2 + Int modifier
Fast 4 + Int modifier
Tough 2 + Int modifier
Smart 8 + Int modifier
Dedicated 4 + Int modifier
Charismatic 6 + Int modifier
Advanced Class? Skill Points Per Level
Soldier 4 + Int modifier
Martial Artist 2 + Int modifier
Gunslinger 4 + Int modifier
Infiltrator 6 + Int modifier
Daredevil 4 + Int modifier
Bodyguard 2 + Int modifier
Field Scientist 6 + Int modifier
Techie 6 + Int modifier
Field Medic 4 + Int modifier
Investigator 4 + Int modifier
Personality 4 + Int modifier
Negotiator 4 + Int modifier
URBAN ARCANA Skill Points
Advanced Class Per Level

Acolyte®

Arcane Arranger
Archaic Weaponsmaster
Glamourist

4 + Int modifier
6 + Int modifier
2 + Int modifier
4 + Int modifier

Mage?® 6 + Int modifier
Mystic 4 + Int modifier
Occultist® 4 + Int modifier
Shadow Hunter 4 + Int modifier
Shadowjack 6 + Int modifier
Shadow Slayer? 2 + Int modifier
Speed Demon 4 + Int modifier
Street Warrior 4 + Int modifier

Swashbuckler
Techno Mage

4 + Int modifier
6 + Int modifier

Thrasher 2 + Int modifier
Wildlord 4 + Int modifier
URBAN ARCANA Skill Points
Prestige Class Per Level

Archmage 6 + Int modifier
Artificer 6 + Int modifier
Ecclesiarch 4 + Int modifier
Holy/Unholy Knight 4 + Int modifier

1 Described in Chapter One: Characters of the d20 Modern

Roleplaying Game.

2Described in Chapter Six: Advanced Classes of the
d20 Modern Roleplaying Game.

3Described in Chapter Nine: Campaign Settings of the
d20 Modern Roleplaying Game.




Skill Points Per Level

Shadowkind characters do not gain as many skill points as a
human character of the same class. Shadowkind characters
get 4 fewer skill points at 1st level and 1 fewer skill
point each level thereafter. Table 1-3: Skill Points
per Level for Shadowkind expands Table 8-20 in
the d20 Modern Roleplaying Game and shows
how many skill points per level Shadowkind

characters receive, by class.

Native Shadowkind
vs. New Arrivals

In an URBAN ARCANA campaign, players can
choose to play one of two types of Shad-
owkind. Their characters can be nonhuman
natives of our world—the children of one or
more Shadowkind parents, born and raised
somewhere on Earth—or they can be new
arrivals to our world, having recently come
through Shadow. In the latter case, Shad-
owkind characters suffer the disadvan-
tages of being “strangers in a strange
land.” They are restricted to a hand-
ful of starting occupations at 1st
level, they have no wealth to
speak of, and they speak bizarre
languages unknown to the
majority of Earth’s population
(though they also acquire the
common language of the land
they arrive in as a function of

passing through Shadow).

Starting Occupation

A character who begins play as a newly

arrived Shadowkind must select from the

following starting occupations: hedge

wizard, noviate, and squire. In addition,

regardless of the Wealth bonus provided by

the starting occupation, see Starting
Wealth Bonus, below.

Only humans and Shadowkind charac-

ters born and raised in our mundane world

can select from all starting occupations.

Starting Wealth Bonus
A character who begins play as a
newly arrived Shadowkind has a start-
ing Wealth bonus of +2 to +12 (roll
2d6). However, the character must
spend this entire Wealth bonus on
personal gear typical of a medieval
fantasy character (such as archaic
weapons and armor). Any portion of
the character’s Wealth bonus that
goes unspent is lost; in effect, the
character begins play with some

Kurt Mason, Dwarf



primitive personal items and equipment and a starting Wealth
bonus of +0.

Shadowkind characters born and raised in our world
follow the normal rules for determining Wealth bonus (see
Wealth in Chapter One: Characters of the d20 Modern Role-
playing Game).

Languages Known
A character who begins play as a newly arrived Shadowkind
knows one or more languages, most of which are not spoken
on Earth. Such languages include Celestial, Draconic, Elven,
and Goblin. However, they all share a common language
(called Common) that has striking parallels to the predominant
language spoken in the area where they arrived.

Shadowkind characters born and raised in our world gain
languages as human characters do. In addition to one or more
local languages, they may know one or more languages of
Shadow (taught to them by their parents and elders).

See Languages of Shadow (page 32) for more information
on Shadow languages.

SHADOWKIND SPECIES

Each Shadowkind entry consists of a description of the
species, including appearance and general disposition. It also
provides insight into how the species generally interacts with
the mundane world. Following the descriptive text is a sum-
mary of general traits and special qualities.

Size: The species’ size. Shadowkind that are exceptionally
large or small receive modifiers to their Defense, attack rolls,
grapple checks, and Hide skill checks.

Ability Modifiers: These modifiers adjust the ability
scores of every member of the species.

Base Speed: The distance an average member of the
species can move (in feet) during a move action. In general,
Medium and Large characters have a base speed of 30 feet,
while Small characters have a base speed of 20 feet.
Dwarves, though Medium, are slower due to their stockiness.

Special Qualities: Special qualities include species
bonuses to skill checks and saving throws, bonus feats, and
natural armor bonuses to Defense (if any). This section also
describes any special abilities of the species, including spe-
cial combat bonuses, the ability so see in low light or utter
darkness, and the ability to resist magic.

Free Language Skills: Shadowkind species receive a cer-
tain number of Read/Write Language and Speak Language
skills for free, without spending any skill points. These free
language skills are listed here.

Other Languages: Other Shadow languages commonly
known to members of the species. Shadowkind may learn
additional languages, following the rules presented under the
Speak Language and Read/Write Language skill descriptions
in Chapter Four: Skills of the d20 Modern Roleplaying Game.
See also Languages of Shadow, page 32.

Dwarf

Dwarves (not to be confused with human dwarfs) are short,
stocky individuals. They stand 4 to 4 1/2 feet tall and weigh as
much as an average human. Their skin is usually deep tan or

light brown, and their eyes are dark. Their faces tend to be
heavier and wider than those of humans. Dwarven hair is usu-
ally black, gray, or brown and traditionally worn long. Beards
are common and carefully groomed. Dwarves can live up to
400 years, though they reach adulthood by age 50.

Dwarves tend to be gruff, hard-working, and tenacious.
They rarely forget a slight and are slow to laugh, but they are
devoted to friends who have earned their trust.

In the mundane world, dwarves tend to congregate toward
industrial areas and blue-collar neighborhoods, where their
strong work ethic is shared by others. Dwarves are bound by
centuries of half-forgotten tradition, though younger dwarves
new to this world are forging their own identities, dispensing
with traditional names granted by family elders and trimming
(often doing entirely without) the carefully groomed and
braided beards that are a dwarven hallmark.

Species Traits
Size: Medium. Dwarves have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Constitution, —2 Charisma.

Base Speed: 20 feet. Dwarves can move at this speed
even when wearing medium or heavy armor or when carrying
a medium and heavy load (unlike other creatures, whose
speed is reduced in such situations).

Special Combat Bonuses: Dwarves gain a +1 species
bonus on attack rolls against bugbears, goblins, orcs, and
other goblinoids. Dwarves also gain a +4 dodge bonus to
Defense against creatures of giants (including giants, trolls,
and ogres). If a dwarf loses his positive Dexterity bonus to
Defense (such as when flat-footed), this dodge bonus is lost.

Stability: Dwarves gain a +4 species bonus on ability
checks to resist bull rush and trip attempts when standing on
the ground (but not when climbing, flying, riding, or otherwise
not standing firmly on the ground).

Darkvision: Dwarves can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and dwarves can function with no light at all.

Saving Throw Bonuses: Dwarves are highly resistant to
toxins and innately resistant to magic. They gain a +2 species
bonus on saving throws against poisons, spells, and spell-like
abilities.

Skill Bonuses: Dwarves gain a +2 species bonus on
Search checks to notice unusual stonework, new construc-
tion, unsafe surfaces, ceilings, and the like. A dwarf who
merely passes within 10 feet of such exceptional construction
can, as a free action, make a Search check (DC 15) as though
he were actively searching for such.

Dwarves are naturally skilled mechanics and engineers.
They gain a +2 species bonus on Craft (mechanical), Craft
(structural), and Repair checks.

Bonus Feat: Dwarves gain the bonus feat Archaic
Weapons Proficiency. Dwarves may treat dwarven urgroshes
and dwarven waraxes (see Chapter Two: Equipment) as
archaic weapons instead of exotic weapons.

Free Language Skills: Read/Write Common (or local
language), Read/Write Dwarven, Speak Common (or local
language), Speak Dwarven.

Other Languages: Giant, Gnome, Goblin, Orc, Terran.




Elf

Elves are short, slender, lithe individuals, ranging from 4 1/2
to 5 1/2 feet tall and typically weighing 85 to 135 pounds.
They tend to be pale-skinned, with hair colors that include
hues not found in nature (including teal, magenta, and tope).
Their eyes tend to be green, and their ears are elongated and
pointed at the tips. Their faces are more triangular in shape
than most humans, giving them an exotic appearance. They
lack facial and body hair. Elves can live as long as 700 years
old, reaching maturity at 110 years.

Elves do not sleep, as humans define it. Instead, they enter
into a deep trance for 4 hours each day to produce the same
effects (healing, restoration of ability scores and hit points)
that eight hours of rest has on humans. Elves dream (they
claim), although their dreams are more like mental exercises
than freeings of the subconscious. More research is neces-
sary to determine the full extent of this elven ability, and
whether it can be duplicated by other Shadowkind species.

As a people, elves tend to be aloof, curious and patient.
They have a love of craft, lore, magic, and natural beauty.
They take life at a relaxed pace owing to their long lifespans,
and they find new developments amusing. Individual elves, of
course, can run counter to these general tendencies.

In the mundane world, elves tend to prefer wooded or rural
areas, as the pollution kicked up by large human habitations
is difficult for them to bear. Those who interact with humans
drift toward creative endeavors, either as actors, artists, or
patrons. Some choose to turn away from human interaction,
while others are activists trying to convince humans to pre-
serve the natural beauty of the world.

Species Traits
Size: Medium. Elves have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Dexterity, —2 Constitution.

Base Speed: 30 feet.

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

Spell Immunities: Elves are immune to sleep spells and
effects, and they gain a +2 species bonus on saves against
Enchantment spells or effects.

Skill Bonuses: Elves gain a +2 species bonus on Listen,
Search, and Spot checks. An elf who merely passes within 5
feet of a secret or concealed door is entitled to a Search check
to notice it as if she were actively looking for the door.

Bonus Feat: Elves gain the bonus feat Archaic Weapons
Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Elven, Speak Common (or local language),
Speak Elven.

Other Languages: Draconic, Gnoll, Gnome, Goblin,
Halfling, Orc, Sylvan.

Gnome

Gnomes are a species of short humanoids, ranging from 3 to 3
1/2 feet tall and weighing 40 to 45 pounds. Their skin ranges
from dark tan to a woody brown, their hair tends to be blonde
or light brown, and their eyes are typically one of many shades

of blue. A typical gnomish lifespan is 350 years, though they
enter adulthood at age 40.

Gnomes tend to be industrious, curious, inquisitive, and
progressive. As a people, they are positive thinkers and have
an almost sunny disposition. To a gnome, there is no problem
that cannot be solved with a little thought and a generous
application of what those quaint humans call “elbow grease.”

Gnomes have adapted well to the modern world, particu-
larly in areas utilizing specialized technology. Any profession
that involves computers, banking, engineering, or technical
jargon will attract gnomes. As a result, gnomes are more
common in white-collar areas than their more industrial
dwarven cousins.

Species Traits

Size: Small. Gnomes gain a +1 size bonus to Defense, a +1
size bonus on attack rolls, and a +4 size bonus on Hide checks.
They suffer a—4 size penalty on grapple checks. Gnomes must
use smaller weapons than humans use, and their lifting and
carrying limits are three-quarters of those of a Medium char-
acter. See the Small Characters sidebar for more information.

Ability Modifiers: —2 Strength, +2 Constitution.

Base Speed: 20 feet.

Special Combat Bonuses: Gnomes gain a +1 species
bonus on attack rolls against bugbears, goblins (and other gob-
linoids), and kobolds. Gnomes also gain a +4 dodge bonus to
their Defense against giant creatures (such as ogres and
trolls); this bonus represents special training that gnomes
undergo, during which they learn tricks that previous genera-
tions developed in their battles with giants. Note that any time
a gnome loses his positive Dexterity bonus to Defense, such as
when he’s caught flat-footed, he loses this dodge bonus, too.

Small Characters

Small characters (such as gnomes, goblins, and halflings)
gain a +1 size bonus to Defense, a +1 size bonus on
attack rolls, and a +4 size bonus on Hide checks. They
suffer a —4 penalty on grapple checks.

Small characters get an attack bonus because it's
really relative size that matters in determining attack
chances. It's no harder for a halfling to hit another
halfling than it is for a human to hit another human
because the attacking halfling’s attack bonus counter-
acts the defending halfling’s Defense bonus. Likewise, a
halfling has an easy time hitting a human, just as a
human has an easy time hitting an ogre, and an ogre has
an easy time hitting a giant.

Small characters’ lifting and carrying limits are three-
quarters of those of Medium characters.

Small characters generally move about two-thirds as
fast as Medium characters (goblins are exceptions).

Small characters must use smaller weapons than
Medium characters. They must use two hands to wield a
weapon of Medium, and a weapon must be of Tiny size
or smaller for them to consider it as a light weapon.

Armor for Small characters can be chopped down from
extant protective outfits. It costs the same as Medium
armor and weighs half as much. A Medium or larger
creature cannot wear armor sized for a Small character.




lllusion Mastery: Add +1 to the Difficulty Class for all
saving throws against Illusion spells cast by gnomes.

Speak with Animals: Once per day, a gnome can use
speak with animals to speak with a burrowing mammal (a
mole, gopher, ground hog, and so forth). It has a duration of 1
minute, and the gnome is considered a 1st-level caster when
he uses this spell-like ability, regardless of his actual level.

Low-Light Vision: Gnomes can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions.

Saving Throw Bonus: Gnomes gain a +2 species bonus
on saving throws against illusions.

Skill Bonuses: Gnomes gain a +2 species bonus on Listen
checks. Gnomes who have one or more ranks in the Craft
(pharmaceutical) skill also gain a +2 species bonus on Craft
(pharmaceutical) checks.

Bonus Feats: Gnomes gain the bonus feat Archaic
Weapons Proficiency. They may treat gnome hooked hammers
(see Chapter Two: Equipment) as archaic weapons
instead of exotic weapons.

Gnomes with Charisma scores of 10 or higher gain
the bonus feat Magical Heritage (see page 15).

Free Language Skills: Read/Write Common
(or local language), Read/Write Gnome, Speak
Common (or local language), Speak Gnome.

Other Languages: Draconic, Dwarven, Elven,
Giant, Goblin, Orc.

Goblin

Goblins are short, misshapen humanoids that average 3 feet
tall and weigh about 50 pounds. They have flat faces, broad
noses, pointed eyes, and wide mouths filled with small
fangs. Their foreheads slope back sharply, and their eyes
range in color from red to yellow. Their flesh varies from
pumpkin-orange to crimson-red, and their dark hair is thin
and stringlike. Goblins reach maturity at age 10 and typically
live into their 50s.

Goblins as a group tend to be fearless, cunning, and ruth-
less. Their small size has made it necessary for them to justify
any tactic to ensure their success. They are also willing to
take great risks to achieve their objectives, particularly if
those risks involve high speeds, loud explosions, and the
chance of somebody (else) getting hurt.

Goblins are fecund and have large litters with numerous
offspring. As a result, they can quickly populate an area,
making up for losses through accidents and misadventures.
They have a low sense of morality and little regard for per-
sonal property, and they often allow themselves to be bullied
and dominated by more powerful creatures, such as bugbears.
Abandoned buildings are favorite haunts for goblin tribes. For
most goblins, the mundane world is not that much different
from the world they left behind—Ilarger and more powerful
creatures push them around, and they in turn raid what they
can to get by.

Species Traits

Size: Small. Goblins gain a +1 size bonus to Defense, a +1
size bonus on attack rolls, and a +4 size bonus on Hide
checks. They suffer a —4 size penalty on grapple checks.
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Goblins must use smaller weapons than humans use, and
their lifting and carrying limits are three-quarters of those of
a Medium character. See the Small Characters sidebar for
more information.

Ability Modifiers: —2 Strength, +2 Dexterity, =2 Charisma.

Base Speed: 30 feet.

Darkvision: Goblins can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and goblins can function with no light at all.

Skill Bonus: Goblins gain a +4 species bonus on Move
Silently checks.

Bonus Feat: Goblins are keenly aware of their surround-
ings and gain the bonus feat Alertness.

Free Language Skills: Read/Write Goblin, Speak Goblin.

Additional Languages: Common (or local language),
Giant.

Half-EIf

Half-elves are not a cultural group or Shadowkind species per
se, but rather the result of elf-human mating. Given the infre-
quent intrusions of Shadow into our world, almost all the half-
elves encountered on Earth are from a realm beyond Shadow.
With a few more decades of elf-human contact on Earth, the
population of native half-elves should rise.

Half-elves stand between 5 and 6 feet tall and weigh
between 90 and 180 pounds. Their features are usually a
blend of human and elf, such that their faces are not nearly as
sharp-featured as their elven parent, nor are their ears a
stubby as their human progenitor. Their skin and hair color
ranges with that of their human and elven parentage, though
their eyes tend toward shades of green, ranging from bright
jade to brownish hazel. A half-elf reaches adulthood at age 20
and can live up to 180 years.

Half-elves are as diverse as their human ancestors, but
most operate within a middle ground between humanity and
the more graceful and elegant elves. They possess grace with-
out aloofness, and energy without arrogance. They advocate
individuality, personal freedom, and personal achievement.

Half-elves take to this brave new world readily, as it tends
to free them of the restrictions of their native cultures. Many
have adopted human ways and use their elven heritage as an
advantage over their pure-blooded brethren. Half-elves tend
to regard other half-elves as members of a long-scattered
clan or organization, though they are uncomfortable around
the similarly mixed-blood half-orcs.

Species Traits
Size: Medium. Half-elves have no special bonuses or penal-
ties due to their size.

Ability Modifiers: None.

Base Speed: 30 feet.

Elven Blood: For all effects related to species, a half-elf is
considered an elf. Half-elves, for example, are just as suscepti-
ble to special effects that affect elves as their elven ancestors
are, and they can use magic items that are only usable by elves.

Spell Immunities: Half-elves are immune to sleep spells
and effects, and they gain a +2 species bonus on saves
against Enchantment spells or effects.

Low-Light Vision: Half-elves can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-

tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions.

Skill Bonuses: Half-elves gain a +1 species bonus on
Listen, Search, and Spot checks. They gain a +2 species bonus
on Diplomacy and Gather Information checks.

Bonus Feat: Half-elves gain the bonus feat Archaic
Weapons Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Elven, Speak Common (or local language),
Speak Elven.

Other Languages: Draconic, Dwarven, Gnome, Halfling,
Sylvan.

Half-Orc

Half-orcs are the result of orcs mating with humans—in most
cases, Shadowkind humans. Like half-elves, half-orcs display
traits common to both of their ancestral lineages. They are as
tall as their human parents, but heavier and more muscular. A
half-orc is further distinguished by his gray flesh, sloping fore-
head, jutting jaw, prominent teeth, and coarse facial and body
hair. Half-orcs have a hard life, and while they mature by age
20, they rarely live longer than 75 years.

Although a few lucky half-orcs have single parents and
foster parents who can see past their deformities and raise
them in loving homes, most half-orcs are abandoned by their
parents and treated as society's outcasts. Consequently, half-
orcs tend to be short-tempered and moody. They are direct to
the paint of being blunt, dedicated to the point of being bull-
headed, and irritable to the point of being dangerous. In gen-
eral, they prefer that no one gets in their way.

Half-orcs in the mundane world gravitate toward places
where “Shadow trash” typically gathers: biker bars, secluded
interstate trailer parks, raves, and abandoned tenements in
downtrodden city neighborhoods. Fiercely independent, they
expect others to “lead, follow, or get out of the way.” Half-
orcs will band together for mutual protection, but they rarely
form close-knit families of their own. They generally dislike
half-elves for their seemingly effortless ability to “coast” on
their genteel, refined human parentage.

Species Traits
Size: Medium. Half-orcs have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Strength, -2 Intelligence, —2
Charisma.

Base Speed: 30 feet.

Orc Blood: For all special abilities and effects, a half-orc
is considered as an orc. Half-orcs, for example, are just as
susceptible to special effects that affect orcs as their orcish
ancestors are, and they can use magic items that are only
usable by orcs.

Darkvision: Half-orcs can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and drow can function with no light at all.

Bonus Feat: Half-orcs gain the bonus feat Archaic
Weapons Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Orc, Speak Common (or local language),
Speak Orec.

Other Languages: Abyssal, Draconic, Giant, Gnoll, Goblin.



Halfling

Small, clever, and opportunistic, halflings find room for them-
selves wherever they can. They stand 3 feet tall and weigh
between 30 and 35 pounds, on average. Their complexion
tends to be ruddy, their hair usually black and straight. They
have brown or black eyes. Halflings live 150 years or longer
and reach adulthood by age 20.

Practical, pragmatic, and comfortable in their own small
shoes, halflings demonstrate sound common sense. Family and
friends are extremely important to them, and they habitually
seize opportunities to help those they hold most dear, regardless
of the personal cost. They are cunning and resourceful survivors.

Halflings who enter the modern world through Shadow
assimilate quickly into human society. Occasionally, halfling
families band together to create their own nomadic commu-
nities on the edges of human habitation.

They prefer trouble to boredom and are notoriously curious.
Relying on their ability to survive or escape danger, they
demonstrate a daring that many larger folk can’t match.

Species Traits

Size: Small. Halflings gain a +1 size bonus to Defense, a +1
size bonus on attack rolls, and a +4 size bonus on Hide checks.
They suffer a—4 size penalty on grapple checks. Halflings must
use smaller weapons than humans use, and their lifting and
carrying limits are three-quarters of those of a Medium char-
acter. See the Small Characters sidebar (page 20) for details.

Ability Modifiers: —2 Strength, +2 Dexterity.

Base Speed: 20 feet.

Special Combat Bonuses: Halflings gain a +1 species
bonus on attacks with thrown weapons and slings.

Saving Throw Bonuses: Halflings gain a +1 species
bonus on all saving throws. In addition, they gain an addi-
tional +2 morale bonus on saving throws against fear.

Skill Bonuses: Halflings gain a +2 species bonus on
Climb, Jump, Listen, and Move Silently checks.

Bonus Feat: Halflings gain the bonus feat Archaic
Weapons Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Halfling, Read/Write Language (any one),
Speak Common (or local language), Speak Halfling, Speak
Language (any one).

Other Languages: Dwarven, Elven, Gnome, Goblin, Orec.

Orc

Orcs are heavily muscled humanoids that loosely resemble
20th-century sketches of the “missing link” between humans
and primates—and such a comparison does little to improve
their universally unpleasant dispositions. Orcs have gray skin,
coarse hair, stooped postures, low foreheads, and porcine
faces. They have wolflike ears, large fangs, and reddish,
bloodshot eyes. Orcs weigh 210 pounds and stand a little over
6 feet tall, on average. Orcs mature at age 15, but few live
past the ripe old age of 55.

Orcs are violent, bad-tempered, and moody. As a species,
they have tempered some of their ancestral hatreds of other
Shadowkind species—elves and dwarves, in particular—but
still hold them in bare contempt. While some orcs are humbled
by the pace and wonders of 21st-century Earth, most of them
see the modern world as nothing more than a collection of new

settlements to pillage. They understand that the strong survive
and thrive, and they intend to be the strongest survivors.

Military, mercenary, and criminal organizations prize the
hard-living, combat-ready orcs. Orcs are also commonly found
in the service of more powerful creatures of Shadow, most of
which have sinister agendas.

Species Traits
Size: Medium. Orcs have no special bonuses or penalties due
to their size.

Ability Modifiers: +4 Strength, -2 Intelligence, —2
Wisdom, —2 Charisma.

Base Speed: 30 feet.

Darkvision: Orcs can see in the dark up to 60 feet. Darkvi-
sion is black and white only, but it is otherwise like normal
sight, and orcs can function with no light at all.

Light Sensitivity: Orcs suffer a—1 penalty to attack rolls
in bright sunlight or within the radius of effects or spells that
duplicate bright sunlight (such as daylight).

Bonus Feats: Orcs receive the bonus feats Archaic Weapons
Proficiency, Armor Proficiency (light), and Armor Proficiency
(medium). They may treat orc double axes (see Chapter Two:
Equipment) as archaic weapons instead of exotic weapons.

Free Language Skills: Read/Write Orc, Speak Orc.

Other Languages: Common (or local language), Goblin,
Giant.

Shadowkind Human

Not all creatures from Shadow are alien to human eyes. Some
are humans who hail from beyond Shadow—a medieval,
magic-rich, low-technology world. Shadowkind humans
(sometimes called “the Shadowborn” or “Shadowkin”) are
similar to Earthborn humans in height and weight and have
similarly diverse hair, skin, and eye colors.

Shadowkind humans differ from humans of Earth in that
they come from a radically different culture, primitive by 21st-
century standards, and they are often perplexed by technol-
ogy, contemporary morality, and modern-day customs. They
can blend in neatly or stick out like a sore thumb when con-
fronted with an ATM, a television, or a Web browser. Still,
they have the same industriousness, intelligence, and curios-
ity that has led humanity to dominate the mundane world.

Shadowkind humans interact with normal humans at every
social level. Hazy memories of their half-forgotten origin
often define their present-day actions; some seek to recover
lost knowledge and return to their native dimension or realm,
while others seek to bury the past in new experiences and
carve niches for themselves in our technologically advanced
mundane world.

Species Traits
Size: Medium. Shadowkind humans have no special bonuses
or penalties due to their size.

Ability Modifiers: None.

Base Speed: 30 feet.

Saving Throw Bonuses: Shadowkind humans gain a +1
species bonus on all saving throws.

Bonus Feat: Shadowkind humans receive a bonus feat at
Tst level. Unlike normal humans, this extra feat must be
chosen from the following list:




Acrobatic, Alertness, Archaic Weapons Proficiency, Athletic,
Attentive, Builder, Cautious, Confident, Creative, Deceptive,
Divine Heritage*, Educated, Exotic Weapon Proficiency (any
one), Focused, Gearhead, Guide, Magical Heritage®, Medical
Expert, Meticulous, Nimble, Stealthy, Studious, Trustworthy.

*Described in this chapter.

Free Language Skills: Read/Write Common (or local lan-
guage), Speak Common (or local language).

Other Languages: Draconic, Dwarven, Elven, Giant,
Gnome, Halfling.

Snakeblooded Human
Snakeblooded humans are humans with yuan-ti blood in
their veins. Their serpentine bloodlines trace back sev-
eral generations, such that most snakeblooded humans
have no trouble blending in with the rest of humanity.
Although superficially similar to humans, lingering phys-
ical or genetic discrepancies occasionally betray their
dubious ancestry.
Snakeblooded humans fit the general parameters and
diversity of modern humanity. In addition, they tend to have
mild serpentine traits, such as waxy complexions, exotic,
snakelike eyes, or scaly patches of skin. Such subtle “defor-
mities” rarely call attention to themselves and can be easily
overlooked or concealed. However, snakeblooded humans
cannot hide their serpentine DNA, although they try.

The coming of Shadow usually heralds the arrival of new
yuan-ti who seek to collect their snakeblooded “progeny.” The
yuan-ti see snakeblooded humans as minions, servants, and
soldiers—all of which are necessary in their plot to dominate
the mammalian species of our world. Most of the snake-
blooded humans are not aware of their intended role, but to
the yuan-ti they are perfect battle-fodder.

Species Traits
Size: Medium. Snakeblooded humans have no special
bonuses or penalties due to their size.
Ability Modifiers: None.
Base Speed: 30 feet.
Yuan-Ti Blood: For all special abilities and effects, a
snakeblooded human is considered a yuan-ti. Snakeblooded
humans, for example, are just as susceptible to special
effects that affect yuan-ti as their serpentine ances-
tors are, and they can use magic items that are only
usable by yuan-ti.

Christopher Saving Throw Modifiers: Snakeblooded
Lewis, humans gain a +2 species bonus on Fortitude saves
Snakeblooded

against poison and a +1 species bonus on all Reflex
saves. Weak-willed, they suffer a =1 species penalty
on all Will saves.
Skill Bonuses: Snakeblooded humans gain a +2 species
bonus on Disguise and Hide checks.
Bonus Feats: Snakeblooded humans gain the bonus feats
Archaic Weapons Proficiency and Wild Talent. In campaigns
that don't include psionics, replace the Wild Talent feat with
the Magical Heritage feat.
Free Language Skills: Read/Write Common (or local
n language), Read/Write Yuan-ti, Speak Common (or local
language), Speak Yuan-ti.
Other Languages: Abyssal, Draconic, Undertongue.

human



MORE POWERFUL
SHADOWKIND

The UrBaN ARCANA campaign gives players access to a broad
range of nonhuman character species. The Shadowkind
species presented below are more powerful than “baseline”
humans and the various Shadowkind species introduced ear-
lier in the chapter. The GM may expand the list of player char-
acter species to include the more powerful Shadowkind, with
the caveat that these species require additional rules to keep
the characters balanced.

Level Adjustment and

Challenge Rating

Particularly powerful Shadowkind species have a Level
Adjustment, which reflects how much more powerful these
species are compared to “baseline” species (such as elves,
dwarves, and humans). When you add this Level Adjustment
to a character’s total class levels (or character level), the
result is a character’s Challenge Rating (CR). The formula for
determining a character’s Challenge Rating (CR) is as follows:

CR = Character Level + Level Adjustment

CR is used to determine a character's relative power com-
pared to other characters. For example, bugbears have a Level
Adjustment of +2. In other words, an ordinary bugbear is
about as powerful as a typical 2nd-level human character.
Each time a bugbear character adds a class level, his CR
increases by 1.

Thus, a 1st-level bugbear Tough Hero has a CR of 3 and is
considered as powerful as a human with a character level of
3. A 2nd-level bugbear Tough Hero has a CR of 4 and is
roughly as powerful as a 4th-level human. If a player wishes
to play a bugbear hero, the GM needs to insure that the bug-

Character

(Aasimar, Dragonblooded Human,
Gnoll, Half-Ogre, Tiefling)

9th 45,000
10th 55,000
11th 66,000
12th 78,000
13th 91,000
14th 105,000
15th 120,000
16th 136,000
17th 153,000
18th 171,000
19th 190,000

bear character isn't significantly more powerful than the other
heroes in the group. To keep the game balanced, a GM must
verify that all of the characters in the party are of comparable
level (by taking into account their relative CR).

A GM may forbid certain species as player characters until
such time as their CR matches the average level of the other
characters in the group. For example, tiefling characters have a
Level Adjustment of +1, which means a 1st-level tiefling Smart
Hero has a CR of 2 and is effectively a 2nd-level character. Such
a character would fit best in a 2nd-level adventuring party.

A character's CR is never used to determine how or when a
character gains new skills and feats, nor does it have any
effect on talents, spells, and abilities that use character
levels. However, a character’s CR is used to determine how
many experience points the character needs to advance in
level (see Experience, below).

Experience

Characters with a Level Adjustment of +1 or higher do not
begin play with 0 XP, as humans and other “baseline” charac-
ters do. As representatives of more powerful Shadowkind
species, they are assumed to have amassed XP before taking
their first class level. The first row in Table 1-4: Experience
for Shadowkind with Level Adjustments shows how many
starting XP a 1st-level character receives, and how many XP
the character needs to advance to 2nd level and beyond.

For example, a 1st-level dragonblooded human Dedicated
Hero (Level Adjustment +1) begins play with 1,000 XP, not 0
XP. while a 1st-level half-dragon Charismatic Hero (Level
Adjustment +3) begins play with 6,000 XP. Increasing a char-
acter’s starting XP actually makes it tougher for more power-
ful Shadowkind to gain levels. While a human or elf character
needs only 1,000 XP to reach 2nd level, a dragonblooded
human needs 3,000 XP to reach 2nd level, and a half-dragon
needs 10,000 XP to reach 2nd level.

Level Adjustment +2
(Bugbear, Drow)

Level Adjustment +3
(Ogre, Half-Dragon)

66,000 78,000
78,000 91,000
91,000 105,000
105,000 120,000
120,000 136,000
136,000 153,000
153,000 171,000
171,000 190,000

190,000 =

*The numbers in italics indicate starting XP for 1st-level characters of each species.




Aasimar
Aasimars are Shadowkind humans with a
touch of something divine. They carry
the spark of some greater extraplanar
being of good allegiance. Their
ancestry includes one or more
powerful outsiders known as
celestials, which are said to be
either gods or the powerful
servants of gods.
Aasimars tend to look
like “ordinary” humans
of unusual or excep-
tional beauty. They fre-
quently have one or more
distinctive physical attrib-
utes such as hair that glit-
ters like spun gold,
lustrous skin, or eyes of
sparkling blue. Aasi-
n mars are not native
to the mundane
world. They reach
maturity by age
20 and can live
up to 300 years.
Descended  from
mortals mated to pow-
erful extraplanar beings,
aasimars tend to have a pos-
itive outlook on the world, and
many (though not all) take the
“good” allegiance to help fur-
ther the cause of their distant
ancestors. Some aasimars see
their presence here as a test
established by the more power-
ful good-aligned powers of their
homeland, while others see that
they are here to counterbalance the
forces of evil that are spilling into this dimen-
sion. Others are convinced that they have been
exiled here for some now-forgotten crime, and
that this mundane world is a prison; redemption
will only come from living up to the letter and the
spirit of their half-remembered allegiances.
Aasimars tend to be loners in the mundane
world, fallen angels who fight a lonely battle.
When they take allies, it is with the understanding
that others must aid in their crusade, and that
casualties are likely regardless of the outcome.
They will often search out other aasimars, if only
to see how their brothers and sisters have fared in
the strange world.

Species Traits

Size: Medium. Aasimars have no special bonuses
or penalties due to their size.
Ability Modifiers: +2 Wisdom, +2 Charisma.
Base Speed: 30 feet.

Leonard, Bugbear



Outsider Traits: As outsiders, aasimars cannot be raised
from the dead.

Darkvision: Aasimars can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and aasimars can function with no light at all.

Energy Resistance: Aasimars have acid, cold and
electricity resistance 5.

Spell-Like Abilities: Aasimars can use the /ight spell
once per day, as cast by an Acolyte of the assimar’s character
level.

Allegiance: Aasimars must begin play with an allegiance
to good.

Skill Bonuses: Aasimars gain a +2 species bonus on
Listen and Spot checks.

Bonus Feat: Aasimars receive either Archaic Weapons
Proficiency or Simple Weapons Proficiency as a bonus feat.

Free Language Skills: Read/Write Celestial, Read/Write
Language (any one), Speak Celestial, Speak Language
(any one).

Other Languages: Any Shadow or Earth-based
languages.

Level Adjustment: +1.

Bughear

More powerful relatives of the goblins, bugbears are tall,
broad-shouldered humanoids with yellowish flesh and thick,
coarse hair ranging from brown to brick red. Their eyes are
greenish-white with red pupils, and they have large, wedge-
shaped ears. Bugbears have prominent, sharp fangs and snuf-
fling, blunt, bearlike noses. They are 7 feet tall and weigh
450 pounds.

Bugbears tend to guided by their stomachs and their wal-
lets. They are always on the prowl, raiding, ambushing, scav-
enging, and taking whatever jobs they need to, always
looking for the next big score.

Bugbears are mid-level bullies by nature, kicked around by
more powerful leaders while in turn inflicting pain on those
smaller and weaker than themselves. Bugbears brought into
the mundane world are drawn to more powerful figures: mili-
tary leaders, crime bosses, and other Shadow creatures. They
provide muscle and a modicum of brute-level management for
their more powerful masters, enjoying whatever power and
authority they get out of the deal. Particularly enterprising
bugbears may become bounty hunters, using their sensory
aptitude to assist their manhunting skills.

Species Traits
Size: Medium. Bugbears have no special bonuses or penal-
ties due to their size.

Ability Modifiers: +4 Strength, +2 Dexterity, +2 Constitu-
tion, =2 Charisma.

Extra Starting Hit Dice: A bugbear gains 3 Hit Dice (3d8
hit points). The bugbears's Constitution modifier applies to
each Hit Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Bugbears have tough hides and
gain a +3 natural armor bonus to Defense.

Attack Bonus: Bugbears gain a +2 species bonus on
attack rolls.

Darkvision: Bugbears can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and bugbears can function with no light at all.

Scent: Bugbears may use their keen sense of smell to
detect approaching enemies, sniff out hidden foes, and track
by sense of smell, as detailed in the Creature Factory section
of Chapter Eight: Friends and Foes in the d20 Modern Role-
playing Game.

Allegiance: Bugbears must begin play with an allegiance
to chaos, evil, or both.

Skill Bonus: Bugbears gain a +4 species bonus on Move
Silently checks.

Bonus Feat: Bugbears gain the bonus feat Simple
Weapons Proficiency.

Free Language Skills: Read/Write Goblin (or local
language), Speak Goblin (or local language).

Other Languages: Giant, Gnoll, Orc, Undertongue.

Level Adjustment: +2.

Dragonblooded Human

Dragonblooded humans are the descendants of ancient
dragons and half-dragons. Although they may be several gen-
erations removed from their draconic ancestors, dragon-
blooded humans manifest particular traits and abilities that
oftentimes betray their nonhuman bloodline. They resemble
ordinary humans with a proud bearing and usually possess
one or more exotic features: scaly skin, clawlike fingernails, or
serpentine eyes. Some dragonblooded humans have no such
“deformities,” as recessive or intermittent genes may pre-
clude such traits.

The exact nature of one’s dragon ancestry is not always
clear. Aside from genetic markers in their DNA, dragonblooded
humans do not possess traits or abilities specific to one par-
ticular color of dragon. The dragonblooded descendant of a red
dragon is no more predisposed toward evil than the dragon-
blooded descendant of a silver or gold dragon, for example.

Dragonblooded humans are only now beginning to become
aware of their power and abilities. Some are organizing into
groups for self-protection, while others are seeking out new
members, and still others are trying to track down the genetic
marker that identifies their draconic bloodline. Some try to
keep their nature hidden, while others use their abilities to
lead and control others.

Species Traits
Size: Medium. Dragonblooded humans have no special
bonuses or penalties due to their size.

Ability Modifiers: +2 Strength, +2 Constitution, +2
Charisma.

Base Speed: 30 feet.

Natural Weapon (Claw): Dragonblooded humans may
use their sharp claws to deal lethal (slashing) damage instead
of nonlethal damage with an unarmed attack. Attacks made
with natural weapons do not provoke attacks of opportunity.
Feats such as Combat Martial Arts may increase the amount
of damage dealt.

Low-Light Vision: Draconic humans can see twice as far
as a human in starlight, moonlight, torchlight, and similar
conditions of poor illumination. They retain the ability to
distinguish color and detail under these conditions.
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Darkvision: Dragonblooded humans can see in the dark
up to 60 feet. Darkvision is black and white only, but it is oth-
erwise like normal sight, and dragonblooded humans can
function with no light at all.

Saving Throw Bonuses: Dragonblooded humans gain a
+4 species bonus on saves against sleep and paralysis.

Skill Bonuses: Dragonblooded humans gain a +2

species bonus on Intimidate and Spot skill checks.

Bonus Feat: Dragonblooded humans receive either
Archaic Weapons Proficiency or Simple Weapons
Proficiency as a bonus feat.

Free Language Skills: Read/Write Draconic,
Read/Write Language (any one), Speak Draconic,
Speak Language (any one).

Other Languages: Any Shadow or Earth-based
languages.

Level Adjustment: +1.

Drow (Dark EIf)
Drow are closely related to elves. However, they differ greatly
from their elven cousins in abilities, appearance, and attitude.

Drow are lithe, slight beings with jet black skin that resem-
bles polished obsidian. Most possess stark white or pale
yellow hair, although many drow in the mundane world dye
their hair other vibrant colors. Their pale, almost white eyes
feature shades and speckles of lilac, silver, pink, and blue.
They share a similar lifespan to elves, maturing at 110 years
and living up to 700 years.

While exceptions exist, drow tend to be careful, manipula-
tive, and expansive. They see the world (any world) in terms
of lines of force, much like a spider detects its prey through
the vibrations of its web. Spider imagery is prevalent among
the drow, and they are masters at spinning their own webs of
lies, half-truths, and rationalizations.

The drow differ strongly from their elven cousins in their
view of the mundane world. Having carved their own subter-
ranean empires in the realm beyond Shadow, they are pre-
disposed to do the same when brought to Earth. Strong
believers in political and social manipulation along with brute
force and monetary gain, the drow generally seek to corrupt
those around them and use other species as their tools.

The drow wish to understand the mundane world—the

better to manipulate it. They embrace the modern technolo-
gies and conveniences of the mundane world so that they
can eventually dominate and enslave it. They infiltrate
every level of society, viewing others of their kind both

as potential rivals and instruments.

Species Traits

Size: Medium. Drow have no special

bonuses or penalties due to their size.
Ability Modifiers: +2 Dexterity, —2 Con-

stitution, +2 Intelligence,+2 Charisma.

Base Speed: 30 feet.

Darkvision: Drow can see in the dark up
to 120 feet. Darkvision is black and white
only, but it is otherwise like normal sight,
and drow can function with no light at all.
Light Blindness: Abrupt exposure to
bright light (such as sunlight or a daylight



spell) blinds a drow for 1 round. In addition, drow take a —1
circumstance penalty on all attack rolls, saves, and checks
while operating in bright light. Sunglasses and tinted visors
can negate light blindness.

Spell Immunities: Drow are immune to sleep spells and
effects, and they gain a +2 species bonus on saves against
Enchantment spells or effects. They also gain a +2 species
bonus on Will saves against spells and spell-like abilities.

Spell Resistance: A drow gains spell resistance equal to
11 + the drow's character level (if any).

Skill Bonuses: Drow gain a +2 species bonus on Listen,
Search, and Spot checks. A drow who merely passes within 5
feet of a secret or concealed door is entitled to a Search check
(as a free action) to notice it as if she were actively looking for
the door.

Bonus Feat: Drow receive Archaic Weapons Proficiency
as a bonus feat.

Free Language Skills: Read/Write Elven, Read/Write
Language (any one), Speak Elven, Speak Language (any one).

Other Languages: Abyssal, Aquan, Common, Draconic,
Drow Sign Language, Gnome, Goblin, Kuo-toan, Undertongue.

Level Adjustment: +2.

Gnoll

Gnolls are savage, animalistic humanoids with hyenalike
heads and greenish-gray skin covered with pelts of thick
brown, russet, or brown-gray fur. Gnolls stand 7 1/2 feet tall
and weigh approximately 300 Ibs. They typically reach adult-
hood by age 12 and live approximately 45 years.

Gnolls tend to be aggressive, predatory, and cunning. While
exceptions exist, gnolls tend to ascribe to the law of the
jungle, whether that jungle is forested or made of concrete.
Their immediate needs, particularly their hunger, must be
taken care of, and the weak exist to support the strong. They
are scavengers capable of eating almost anything, and in the
mundane world they can survive nicely off dumpsters, land-
fills, and the food served in high school cafeterias.

Gnolls are nocturnal, although they suffer no penalty for
being out in the heat or light of day. They are commonly found
in packs and will run with other creatures, including humans,
in gangs. Some security operations use gnolls as guards, par-
ticularly if they don't care about what happens to trespassers.

Species Traits
Size: Medium. Gnolls have no special bonuses or penalties
due to their size.

Ability Modifiers: +4 Strength, +2 Constitution, —2 Intel-
ligence, =2 Charisma.

Extra Starting Hit Dice: A gnoll gains 2 Hit Dice (2d8 hit
points). The gnoll's Constitution modifier applies to each Hit
Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Gnolls have tough hides and gain
a +1 natural armor bonus to Defense.

Attack Bonus: Gnolls gain a+1 species bonus on attack rolls.

Darkvision: Gnolls can see in the dark up to 60 feet. Dark-
vision is black and white only, but it is otherwise like normal
sight, and gnolls can function with no light at all.

Allegiance: Gnolls must begin play with an allegiance to
chaos, evil, or both.

Bonus Feat: Gnolls gain the bonus feat Simple Weapons
Proficiency.

Free Language Skills: Read/Write Gnoll (or local lan-
guage), Speak Gnoll (or local language).

Other Languages: Common, Goblin, Orc.

Level Adjustment: +2.

Half-Dragon

Half-dragons are the offspring of dragons and Shadowkind
humans. How dragons mate with nondragons is unknown but
presumably involves a magical or natural shapechanging
ability. Other half-dragon crossbreeds are possible (such as
half-dragon/half-orc), but regardless of their nondragon
parentage, all half-dragons conform to the rules presented
below. They generally have the height and weight of their
nondragon parents, and they possess clearly reptilian fea-
tures: scaly flesh, horns, serpentine eyes, sharp fangs, claws,
and exaggerated features.

Half-dragons vary in their tendencies, wants, and needs,
but in general, they are attracted to power and wealth. They
see themselves as vastly superior to those around them. In
the mundane world, half-dragons seek positions of leader-
ship. Those who can pass as human tend to gather human fol-
lowers, ranging from cults to political action committees.
Those with more inhuman appearances muster other crea-
tures of Shadow, using them to more forcefully manipulate
the world around them.

Half-dragons regard dragonblooded humans in the same
manner as the yuan-ti look upon snakeblooded humans—as
potential allies, resources, and followers. How they interact
with dragonblooded humans depends on their draconic her-
itage. Half-dragons with chromatic dragon parents, such as
reds and whites, treat dragonblooded humans as minions to
be herded, while those with metallic dragon parents, such as
golds and brasses, tend to view dragonblooded humans as
potential allies and willing servants.

Species Traits
Size: Medium. Half-dragons have no special bonuses or
penalties due to their size.

Ability Modifiers: +8 Strength (+4 Strength if half-dragon
has wings), +2 Constitution, +2 Intelligence, +2 Charisma.

Base Speed: 30 feet. Weaker half-dragons have wings
and can fly 30 feet (average maneuverability).

Natural Armor Bonus: Half-dragons have scaly hides and
gain a +4 natural armor bonus to Defense.

Natural Weapons (Bite, Claw): A half-dragon can
replace an unarmed attack with a bite attack (1d3 points of
lethal piercing damage) or claw attack (1d3 points of lethal
slashing damage). Using natural weapons to deal lethal
damage does not provoke attacks of opportunity. Feats
such as Combat Martial Arts may increase the amount of
damage dealt.

Breath Weapon: A half-dragon can use its breath
weapon once per day. A half-dragon may also spend an
action point to use its breath weapon, but each extra use of
its breath weapon costs 1 action point. The type of breath
weapon depends on the color of the half-dragon, as shown
in Table 1-5: Half-Dragons. The save DC against the half-
dragon’s breath weapon equals 10 + 1/2 the half-dragon’s




character level (rounded down) + the half-dragon’s Constitu-
tion modifier.

Low-Light Vision: Half-dragons can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions.

Darkvision: Half-dragon humans can see in the dark up to
60 feet. Darkvision is black and white only, but it is otherwise
like normal sight, and half-dragon humans can function with
no light at all.

Immunities: Half-dragons are immune to sleep, paralysis,
and one type of energy (see Table 1-5: Half-Dragons).

Free Language Skills: Read/\Write Draconic, Read/Write
Language (any one), Speak Draconic, Speak Language
(any one).

Other Languages: Any Shadow or Earth-based
languages.

Level Adjustment: +3.

60-foot line of acid

(6d4 points of acid damage;
Reflex half)

60-foot line of electricity

(6d8 points of electricity damage;
Reflex half)

30-foot cone of sleep gas

(fall asleep for 1d6 rounds;

Will negates)

30-foot cone of repulsion gas
(move away for 1d6 rounds;

Will negates)

30-foot cone of slow gas

(slowed, as the spell, for 1d6 rounds;
Will negates)

30-foot cone of weaknening gas
(1d2 temporary Str damage;
Fortitude negates)

30-foot cone of corrosive gas

(6d6 points of acid damage;
Reflex half)

Red 30-foot cone of fire

(6d10 points of fire damage;
Reflex half)

30-foot cone of paralyzing gas
(paralyzed for 1d6 rounds;
Fortitude negates)

30-foot cone of cold

(6d6 points of cold damage;
Reflex half)

v All lines are 5 feet high, 5 feet wide, and 60 feet long. All
cones are 30 feet long and 30 feet wide at the base.

2 Dragons with fire immunity take 50% more damage against
cold-based attacks.

3 Dragons with cold immunity take 50% more damage against
fire-based attacks.

Blue Electricity

Brass Fire?

Bronze Electricity

Copper Acid

Gold Fire?

Green Acid

Firg?

Silver Cold®

White Cold?

Half-Ogre

Half-ogres are the offspring of ogres and humans. Half-ogres
stand 8 feet tall and weigh 325 pounds, on average. Their
leathery skin ranges from off-yellow to dull brown, and they
have thick, dark hair. A protruding jaw and prominent brow
gives them a Neanderthal-like appearance.

Half-ogres who enter the mundane world through Shadow
have trouble integrating into society and tend to lurk on the
fringes of human civilization. Half-ogres born in the mundane
world are more apt to try to “fit in,” despite their hulking
appearance and slow wit, particularly if they are raised in the
care of a loving human parent, guardian, or foster parent.
They are frequently perceived and dismissed by “mundanes”
as oversized, intellectually challenged humans good for
manual labor and little else.

Species Traits
Size: Medium. Half-ogres have no special bonuses or penal-
ties due to their size.

Ability Modifiers: +4 Strength, —2 Dexterity, +2 Constitu-
tion, =2 Intelligence, —2 Charisma.

Extra Starting Hit Dice: A half-ogre gains 2 Hit Dice (2d8
hit points). The half-ogre’s Constitution modifier applies to
each Hit Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Half-ogres have thick hides and
gain a +3 natural armor bonus to Defense.

Attack Bonus: Half-ogres gain a +1 species bonus on
attack rolls.

Low-Light Vision: Half-ogres can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions

Bonus Feat: Half-ogres gain the bonus feat Simple
Weapons Proficiency.

Free Language Skills: Speak Giant (or local language).

Other Languages: Common, Gnoll, Goblin, Orc, Under-
tongue.

Level Adjustment: +1.

Large Characters

Large characters take a —1 size penalty to Defense, a —1
size penalty on attack rolls, and a —4 size penalty on Hide
checks. Large characters gain a +4 bonus on grapple
checks.

Large characters’ lifting and carrying limits are twice
of those of Medium characters.

Large characters generally move as fast as Medium
characters.

Large characters may use larger weapons than
Medium characters. A Large character may wield a
weapon of Large size in one hand and a Huge weapon in
two hands. A Large character treats a weapon of
Medium or smaller as a light weapon.

Armor for Large creatures must be custom-made and
weighs twice as much as Medium armor of similar type.
Increase the purchase DC of Large armor by +2.




Ogre

Ogres are muscular brutes that stand 9 1/2 feet tall and weigh
over 400 pounds, on average. Their warty hides range from
dull yellow to dun-brown, and their hair is usually thick,
greasy, and unkempt. They have poor fashion sense and show
little interest in personal hygiene.

While a few ogres are willing to adjust their attitudes and
drives to succeed in the mundane world, most ogres are bel-
ligerent brutes accustomed to getting what they want with a
threat and a shove. They prefer brute force over subtlety and
tend to solve problems by smashing them to pulp.

In the mundane world, ogres are often recruited by larger
organizations, such as organized crime syndicates, which use
them as muscle and treat them accordingly. Some ogres seek
to reverse this trend, establishing themselves as powerful
positive forces in their new world, but their limited intelli-
gence and brutish appearance count against them.

Species Traits

Size: Large. Ogres take a—1 size penalty to Defense and a —1
size penalty on attack rolls. They gain a +4 size bonus on
grapple checks and suffer a —4 size penalty on Hide checks.

Ability Modifiers: +10 Strength, —2 Dexterity, +4 Consti-
tution, —4 Intelligence, —4 Charisma.

Extra Starting Hit Dice: An ogre gains 4 Hit Dice (4d8 hit
points). The ogre’s Constitution modifier applies to each Hit
Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Ogres have thick hides and gain a
+5 natural armor bonus to Defense.

Attack Bonus: Ogres gain a +3 species banus on attack
rolls.

Fighting Space: As Large creatures, ogres occupy a 10-
foot-by-10-foot fighting space.

Reach: As Large creatures, ogres have a 10-foot reach.

Low-Light Vision: Ogres can see twice as
far as a human in starlight, moonlight, torch-
light, and similar conditions of poor illumination.

They retain the ability to distinguish color and detail under
these conditions

Allegiance: Ogres must begin play with an allegiance to
chaos, evil, or both.

Bonus Feat: Ogres gain either Archaic Weapons Profi-
ciency or Simple Weapons Proficiency as a bonus feat.

Free Language Skills: Speak Giant (or local language).

Other Languages: Common, Gnoll, Goblin, Orc, Under-
tongue.

Level Adjustment: +3.

Tiefling

Tieflings are similar to the aasimars, in that they have a touch of
some greater power within them. However, unlike the aasimars,
the power within tieflings is demonic or diabolic in nature.
Tieflings carry the spark of greater, extraplanar beings of evil
allegiance. These inhuman ancestors could be fiends (demons
and devils) as well as other servants of malevolent gods.

Tieflings resemble ordinary humans with one or more dis-
torted or disturbing physical features. Such features include
small horns at the temples, jagged teeth, red eyes, cloven
feet, or sulfurous body odor. Tieflings are not native to the
mundane world. They reach maturity by age 20 and can live
up to 300 years.

Tieflings tend to possess a negative, cynical outlook on the
world. Selfish creatures, they succumb easily to temptation
and vice. They frequently hang out with bad crowds. Some
resist and deny their fiendish heritage, seeking to go their
own way and forge their own destinies, but others embrace it
with fiendish verve. These latter tieflings see their presence
in this mundane world as an opportunity for personal growth
and a chance to exploit the gullible, though
many privately wonder if the
intrusion of Shadow is the
result of some malign
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plot by their distant ancestors—a scheme in which they
might someday play a role.

Given their origins, tieflings tend to be self-serving loners
in this or any other world. Altruism is beyond their compre-
hension, and they view “mundanes” as rubes just waiting to
be fleeced. Many tieflings work what bit of darkness they can
manage before leaving town. Others shy away from evil
schemes while achieving their personal ambitions and goals.
Some tieflings can learn to work together, but a tiefling
would be foolish to place too much trust in such allies.

Species Traits
Size: Medium. Tieflings have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Dexterity, +2 Intelligence, —2 Charisma.

Base Speed: 30 feet.

Qutsider Traits: As outsiders, tieflings can't be raised
from the dead.

Darkvision: Tieflings can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and tieflings can function with no light at all.

Energy Resistance: Tieflings have cold, electricity, and
fire resistance 5.

Spell-Like Abilities: A tiefling can use the darkness
spell (see Chapter Three: Spells) once per day, as cast by an
Acolyte of the tiefling’s character level.

Allegiance: Tieflings must begin play with an allegiance
to evil.
Skill Bonuses: Tieflings gain a +2 species bonus on
Bluff and Hide checks.

Bonus Feat: Tieflings receive either Archaic \WWeapons Pro-
ficiency or Simple Weapons Proficiency as a bonus feat.

Free Language Skills: Read/Write Abyssal or Infernal,
Read/Write Language (any one), Speak Abyssal or Infernal,
Speak Language (any one).

Other Languages: Any Shadow or Earth-based languages.

Level Adjustment: +1.

LANGUAGES OF SHADOW

Creatures who reach our modern world through Shadow gain
an innate knowledge of English, Spanish, Russian, or what-
ever the predominant language happens to be in the area in
which they arrive. To them, the language resembles Common,
a language that was used in trade or other negotiations
between different species in the world of their birth. Whether
this is mere coincidence or part of some great design remains
a mystery.

“Languages of Shadow" are languages brought to our world
by creatures of Shadow. Like Earth languages, these languages
can be grouped together in families. Languages that belong to
a single family share the same root alphabet. However, know-
ing one language in a family doesn't enable characters with the
Smart hero’s linguist talent to automatically speak, write, and
understand the other languages in that family.

Natives of our world—human and Shadowkind alike—can
learn new Shadow languages only after they are exposed to
them; they can’t master them spontaneously. To learn Dra-
conic, for example, a character must spend time with crea-
tures that speak Draconic or find someone with access to the
written language (Draconic “books on tape” or ancient texts



TABLE 1-6:

ADOW BY FAMILY

Language
Abyssal

Typical Speakers
Outsiders with
allegiances to chaos,
evil

Fiendish

Aquan Water-based creatures Elven

Auran Air-based creatures Draconic

Celestial Creatures with good Celestial
allegiance

Common Various Shadowkind Common
species

Draconic Dragons and other Draconic
reptilian creatures

Drow Sign ~ Drow None*

Language

Dwarven Dwarves Dwarven

Elven Elves, drow, and Elven
half-elves

Giant Giants, trolls, ogres Dwarven

Gnoll Gnolls Dwarven

Gnome Gnomes Dwarven

Goblin Goblins, bugbears, Dwarven
and other goblinoids

Halfling Halflings Elven

Ignan Fire-based or Draconic
fire-worshiping creatures

Infernal Outsiders with evil, law Fiendish
allegiances

Kuo-toan Semi-aquatic Kuo-toan
underground creatures

Orc Orcs and half-orcs Dwarven

Sylvan Forest-dwelling Elven
creatures and fey

Terran Earth-based creatures Dwarven

Undertongue Subterranean creatures Elven

Yuan-ti Yuan-ti and Yuan-ti

snakeblooded humans
*See the Footnote on Sign Languages.

written using the Draconic alphabet, for example). Certain
Shadowkind know languages commonly spoken among mem-
bers of their species, and all characters may study and learn
new Shadow languages, investing in the appropriate
Read/Write Language and Speak Language skills as they
advance in level.

Table 1-6: Shadow Languages by Family lists various lan-
guages of Shadow and their root alphabets. Shadow lan-
guage families include the following:

Celestial: Elegant in its simplicity and purity, celestial
writing tends to be direct in its language. Spoken, it has a
gentle, flowing tone.

Draconic: A florid, powerful alphabet, Draconic is often
used for magical messages and inscriptions. It is said to
descend from the dragons themselves and is often referred to
as the Original Language and the Words of Power.

Dwarven: Using an alphabet similar to the Norse runes,
the dwarven alphabet was made to be carved in stone, and its
letters look as if they were chiseled in place. Languages in
this family are generally rough and heavily accented.

Alphabet/Family :

Elven: The elven alphabet is a thin, flowing freehand script
with letters overlapping and curling in on themselves, suitable
for inscription on metal, ivory, or very hard woods. It is used by
elves (including drow) and has a melodic tone when spoken.

Fiendish: The Fiendish alphabet is a jagged, powerful
script. The two languages that form this group—Abyssal and
Infernal—are dominated by harsh gutturals and accents.
Favored by evil outsiders, its presence usually indicates some-
thing malefic.

Halfling: The halfling alphabet makes heavy use of pic-
tograms and lettering passingly similar in appearance to
musical notes. The spoken language is a patois incorporating
elements of Elven combined with distinctive halfling idioms.

Undertongue: Represented by harsh lines and stark hiero-
glyphs, this debased version of Elven is spoken by countless
subterranean species, usually for the purpose of doing busi-
ness with one another.

Footnote on Sign Languages

Knowing one type of sign language does not grant knowledge
of other sign languages. In the mundane world, ASL (Ameri-
can Sign Language) is a dominant form of nonverbal commu-
nication in the United States and may be used and understood
by any character who takes the Speak American Sign Lan-
guage skill. However, the communication is in the native lan-
guage of the speaker. Two characters using ASL to
communicate with each other must share another common
language (such as English, for example).
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UrBan ARCANA uses all the advanced classes from Chapter Six
of the d20 Modern Roleplaying Game. It also places special
emphasis on the Mage and Acolyte advanced classes from
the URBAN ArcANA campaign model and allows for the use of
all the other advanced classes in Chapter Nine of that book
(you should get approval from your GM before creating a char-
acter with the Battle Mind or Telepath advanced classes).

This book adds a number of new advanced classes. There
are additional classes, known as prestige classes, which are
available to characters of higher level who already have
some experience in advanced classes. The prestige classes
start on page 59.

The advanced classes covered in this book are:

Arcane Arranger—A social engineer who can find the
right service for the right price.

Archaic Weaponsmaster—A warrior trained in
weapons not commonly found on the street—bows, swords,
axes, and other accoutrements of medieval combat.

Glamourist—An amiable, engaging companion who
uses charm and deception to get things most people have to
buy or earn.

Mystic—A divine spellcaster with the ability to cast non-
curative divine spells at will.

Shadow Hunter—A tracker who uses the ways of Shadow
to find people and things that would rather stay hidden.

Shadowjack—A computer wizard, a keyboard conjurer
capable of sneaking through the mainframes like a ghost and
literally performing magic online.




Speed Demon—A master of automobiles and other vehi-
cles, capable of pushing them to their utmost and beyond.

Street Warrior—A fighter versed in the unwritten laws of
the urban jungle.

Swashbuckler—A light-footed, quick master of the sword.

Techno Mage——Blending magic and technology, a
wizard that fully embraces and uses what the 21st century
has to offer.

Thrasher—A supremely tough individual with the ability
to call upon inner will to increase physical capabilities.

Wildlord—An individual in tune with the world around
them, capable of dealing with both the wilderness and its
inhabitants.

ARCANE ARRANGER

They say that anything can be bought for a price. But even if
you have the cash, there are some things you can't get at the
mall. The Arcane Arranger knows where even the rarest
of commodities—particularly those of a magical
nature—can be found. For a price, he puts sellers,
buyers, and merchandise together, then leaves them
to work out whatever deal they can. Not everything an
Arcane Arranger sets up is illegal, quite often he
simply acts as a facilitator so that people with a need
can find the right commodity. The Arcane Arranger
is a talent agent, corporate head hunter, event pro-

moter, and supply sergeant all rolled into one.
Select this advanced class if you want a character
who has his fingers on the pulse of the city—some-
one who knows how to build teams to achieve specific
goals. If you want a character who is comfortable and well-
known in every layer of society, top to bottom, this is

the character for you.

The fastest path into this advanced class is from the
Charismatic hero basic class, though other paths are possible.
A high Intelligence is also useful for the Arcane Arranger,
since knowledge is his province.

Requirements
To qualify to become an Arcane Arranger, a character must
fulfill the following criteria.

Skills: Diplomacy 6 ranks, Gather Information 6 ranks,
any Knowledge (arcane law, business, current events, popu-
lar culture, or streetwise) 6 ranks.

Class Information
The following information pertains to the Arcane Arranger
advanced class.

Hit Die
Arcane Arrangers gain 1d6 hit points per level. The character’s
Constitution madifier applies.

Action Points

Arcane Arrangers gain a number of action points equal to 6
plus one-half their character level, rounded down, every time
they advance a level in this class.



Class Skills
The Arcane Arranger’s class skills are:

Bluff (Cha), Computer Use (Int), Decipher Script (Int), Diplo-
macy (Cha), Forgery (Int), Gather Information (Cha), Intimidate
(Cha), Knowledge (arcane lore, business, current events, pop-
ular culture, streetwise) (Int), Listen (Wis), Profession (Wis),
Read/Write Language (none), Repair (Int), Research (Int),
Sense Motive (Wis), Speak Language (none).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Arcane Arranger
advanced class.

Word on the Street

The Arcane Arranger filters information constantly and remem-
bers everything. Through regular contacts, gossip, internet
chats, and other situations, he has a deep knowledge of every-
day things. The Arcane Arranger can make a Gather Information
check on general or specific information instantaneously, and
spends only an hour making a Gather Information check for
restricted information. Retries may be made under normal rules.
Protected information still requires 1d4+1 hours for a check.

False Allegiance

The Arcane Arranger fits in with whatever group he chooses
to be with. At 2nd level, the Arcane Arranger can successfully
emulate an allegiance he knows about, passing himself off as
a liberal among liberals, or a member of a secret organization
among those of that organization, or an orthodontist among
orthodontists. He gains the +2 circumstance bonus on
Charisma-based skills when dealing with an individual of the
same allegiance. The allegiance and its bonus is considered
in effect until a check is failed, at which point the false alle-
giance is revealed. Supernatural and spell-like abilities that
determine allegiance, such as the Holy/Unholy Knight's sense
allegiance ability, are not affected by the Arcane Arranger’s
false allegiance ability.

Bonus Feats
At 3rd, 6th, and 9th level, the Arcane Arranger gets a bonus
feat. The bonus feat must be selected from the following list,
and the Arcane Arranger must meet all of the prerequisites for
the feat to select it.

Arcane Skills, Armor Proficiency (light), Attentive, Builder,
Combat Expertise, Educated, Gearhead, Improved Disarm,
Jack of All Trades, Renown, Studious, Trustworthy, Windfall.

Shadow Resources

At 4th level, the Arcane Arranger is well-enough wired into the
social system to be able to get the names and numbers of indi-
viduals with particular abilities and talents. Even if away from his
home stomping ground (say, in LA when normally operating out
of New York), a phone call can produce a contact with the
needed resource. Make a level check, adding all Arcane Arranger
levels and any levels of Charismatic Hero. The difficulty of this
task is based on how common the required abilities are:

Common Skill (Ride, Pilot, Treat Injury) DC10
Uncommon Skill (subgroups of other skills such as

Knowledge (arcane lore) or Craft (structural)) DC 15
Rare Skill (skills available for a particular class—

Spellcraft, Psicraft, Use Magic Device) DC 20
Specific Feat DC 20
Class Feature (spellcasting, turn undead, psionics) DC 20
Specific Combination of Skills, Feats, and Abilities

(someone with Knowledge (business)

and the ability to cast the augury spell) DC 25
Finding someone willing to perform activities

secretly or illegally DC +5

Finding someone with a specific
level of ability Add desired ranks to DC

A successful check indicates that the individual is avail-
able, and the Arcane Arranger knows about him. It does not
guarantee the GM character contacted will be willing to per-
form the requested service—the party requesting the service
must still negotiate for that person’s services. An unsuccess-
ful check means that no such individual is immediately known
or available to the Arcane Arranger. This does not negate
trying again for a different skill, nor from trying to locate a skill
resource through more traditional methods (recommenda-
tions, universities, the telephone book, or individuals the
heroes know from previous experience in the campaign).

The resource the Arcane Arranger knows about will have
total ranks in the needed skill of at least the Arcane
Arranger’s total character level +3. A 4th-level Charismatic
hero/5th-level Arcane Arranger who is looking for an expert in
Renaissance sculpture will find someone with at least 12
ranks in Knowledge (art).

Base Attack Fort Ref Will Defense Reputation |
Level Bonus  Save Save Save Special Bonus Bonus
Tst +0 +0 +0 +1 Word on the street +0 +2
2nd +1 +0 +0 +2 False allegiance +1 +2
3rd +1 +1 +1 +2 Bonus feat +1 +2
4th +2 +1 +1 +2 Shadow resources +1 +3
5th +2 +1 +1 +3 Pack rat +2 +3
6th +3 +2 +2 +3 Bonus feat +2 +3
7th +3 +2 +2 +4 Expert in your field +2 +4
8th +4 +2 +2 +4 Up my sleeve +3 +4
9th +4 +3 +3 +4 Bonus feat +3 +4
10th +b +3 +3 +b Up my sleeve +3 +b




Pack Rat

At 5th level, the Arcane Arranger is considered to have con-
siderable material resources either at hand or easily and
cheaply acquired. When making a Wealth check to determine
if a particular item is “at hand,” add the Arcane Arranger class
levels as a circumstance bonus.

Expert in Your Field

At 7th level, the Arcane Arranger is considered a master of
connections, such that his reputation precedes him in his
dealings with others. The Arcane Arranger gains a circum-
stance bonus equal to his Reputation bonus when making skill
checks that are directly involved with Gather Information and
Diplomacy skills. In addition, the Arcane Arranger may add his
Reputation bonus on Wealth checks for new purchases.

Up My Sleeve
At 8th level, the Arcane Arranger gains the supernatural abil-
ity to pull a specific item out of thin air. As a move action, the
Arcane Arranger may cause any item currently in his posses-
sion (with a size no greater than Small) to disappear into an
extra-dimensional space. The item becomes impossible to
detect by any means, however detect magical aura spells will
reveal a moderate magical aura around the hand that last held
the item. As a move action, the Arcane Arranger can cause
the item to reappear in his hand. The Arcane Arranger may
only hide one item at a time in this fashion.

At 10th level, the Arcane Arranger may use this ability to
hide a single object of up to Large size or up to three objects of
up to Small size (each of which may be retrieved individually).

ARCHAIC
WEAPONSMASTER

The Archaic Weaponsmaster is a trained specialist with the
ability use archaic weaponry no longer common in the
modern world, including swords and axes, as well as other
medieval weapons such as maces, morningstars, and bows.
Aficionados of archaic weapons such as members of
medieval live-action troupes or medieval scholars can be
Archaic Weaponsmasters, as can athletes who have concen-
trated upon a single weapon normally utilized in competi-
tion—including Olympic-level fencers and archers. The
Archaic Weaponsmaster is familiar with tactics of any
archaic weapon, but specializes in a single weapon type.

Select this advanced class if you want your character to
deal with creatures from Shadow on an equal footing—
sword to sword—and effectively utilize the weapons of your
foes. Itis also a good class for those seeking a signature style
of combat, one that may not have the messy legal restrictions
of firearms.

The fastest path into this advanced class is from the Strong
hero basic class, though other paths are possible, in particu-
lar Fast heroes for those characters favoring archaic ranged
weapons such as bows and crossbows.

Requirements
To qualify to become an Archaic \Weaponsmaster, a character
must fulfill the following criteria.

Base Attack Bonus: +3.

Skills: Knowledge (history) 4 ranks.

Feats: Archaic Weapon Proficiency, Weapon Focus with an
archaic weapon.

Class Information
The following information pertains to the Archaic Weapons-
master advanced class.

Hit Die
Archaic Weaponsmasters gain 1d10 hit points per level. The
character's Constitution modifier applies.

Action Points

Archaic Weaponsmasters gain a number of action points
equal to 6 plus one-half their character level, rounded down,
every time they advance a level in this class.

Class Skills
The Archaic Weaponsmaster's class skills are as follows:
Climb (Str), Craft (mechanical, structural, visual art, writing)
(Int), Handle Animal (Cha), Jump (Str), Knowledge (art, history,
theology and philosophy), Profession (Wis), Research (Int),
Ride (Dex), and Swim (Str).
Skill Points at Each Level: 3 + Intelligence modifier.

Class Features
The following features pertain to the Archaic Weaponsmaster
advanced class.

Base Attack Fort Ref Defense_ Reputation |
Bonus — Save Save Save Special Bonus Bonus
Weapon specialization

2nd +1 +3 +0 +0 Imbue weapon +1 +1 +1
3rd +2 +3 +1 +1 Bonus feat +2 +1
4th +3 +4 +1 +1 Quick weapon draw +2 +2
5th +3 +4 +1 +1 Expert in your field +3 +2
6th +4 +5 +2 +2 Bonus feat +3 +2
7th +5 +5 +2 +2 Weapon stun +4 +3
8th +6 +6 +2 +2 Imbue weapon +2 +4 +3
9th +6 +6 +3 +3 Bonus feat +5 +3
10th +7 +7 +3 +3 Increased weapon critical +5 +4



Weapon Specialization

At 1st level, the Archaic \Weaponsmaster gains
the Weapon Specialization feat. She gains a +2
bonus on all damage rolls with a chosen archaic
weapon. The Archaic Weaponsmaster must have
weapon focus in that weapon in order to gain
Weapon Specialization.

Imbue Weapon

At 2nd level, the Archaic Weaponsmaster may
treat any archaic weapon she wields and has
Weapon Focus with as a +1 magic weapon for
purposes of striking creatures with damage
reduction. This does not grant the weapon a +1
bonus, but only allows it to circumvent
damage reduction.

At 8th level, the Archaic \Weaponsmaster may
treat any archaic weapon she wields and has
Weapon Specialization with as a +2 magic
weapon for purposes of striking creatures with
damage reduction. This does not grant the
weapon a +2 bonus, but only allows it to circum-
vent damage reduction.

Bonus Feats

At 3rd, 6th, and 9th levels, the Archaic Weap-
onsmaster gets a bonus feat. The bonus feat
must be selected from the following list, and the
Archaic Weaponsmaster must meet all of the
prerequisites for the feat to select it.

Advanced Two-Weapon Fighting, Archaic
Armor Proficiency, Blind-Fight, Combat Expertise,
Cleave, Combat Reflexes, Dead Aim, Exotic
Melee Weapon Proficiency, Far Shot, Great
Cleave, Improved Bull Rush, Improved Disarm,
Improved Trip, Improved Two-Weapon Fighting,
Power Attack, Sunder, Two-Weapon Fighting,
Weapon Focus.




Alexandra Gordon,
Glamourist

Quick Weapon Draw

At 4th level, the Archaic Weaponsmaster gains the ability to
draw her weapon as a free action. This applies only to the
weapons for which the Archaic Weaponsmaster has Weapon
Specialization.

Expert InYour Field

At 5th level, the Archaic Weaponsmaster is considered to be
a master of her particular weapon, whether this is as a
scholar with a detailed knowledge of the weapon's history, or
as a practitioner, such as a professional archer. Starting with
bth level, the Archaic Weaponsmaster gains a circumstance
bonus equal to her Reputation bonus on skill checks that are
directly involved with her knowledge and proficiency with the
weapon. Such skills would include applicable Knowledge
skills, as well as such social skills as Intimidate and Bluff.

Weapon Stun
At 7th level, the Archaic WWeaponsmaster can use his or her
weapon to deal nonlethal damage, without taking the —4
penalty on attack rolls. The Archaic Weaponsmaster
must have Weapon Specialization in the weapon to use it
in this fashion.

Increased Weapon Critical

The Archaic Weaponsmaster increases her threat range by
one when using an archaic weapon with which she has
Weapons Specialization. A weapon that would threaten a
critical on 20 would now do so on a 19 or 20, and one which
threatens on a 19 or 20 would now do so on an 18 to 20. This
ability works with other abilities that increase threat ranges.

GLAMOURIST

Some people can sell sno-cones in the middle of a blizzard, or
make complete strangers feel so comfortable that they reveal
their most closely guarded secrets. Glamourists have these
knacks and a whole lot more. Through a combination of
showmanship, deception, and supernatural tricks a Glam-
ourist gets her marks to give her what she wants, and they
always think that it was their idea to begin with. It's hard to
say what motivates a Glamourist—avarice, laziness, a sense
of entitlement, or simply the lure of getting something for
nothing, but they can be found in all walks of life. If you wish
to find a Glamourist, simply look for a person being lavished
with attention and gifts, without the headache of having to
give anything in return.

Select this advanced class if you want your character to
excel at social interaction with just a touch of larceny.

The fastest path into this advanced class is from a combi-
nation of the Charismatic and Dedicated hero basic classes,
though other paths are possible.

Requirements
To qualify to become a Glamourist, a character must fulfill the
following criteria.

Skills: Bluff 6 ranks, Sense Motive 6 ranks.



Class Information
The following information pertains to the Glamourist
advanced class.

Hit Die
Glamourists gain 1d6 hit points per level. The character’s
Constitution modifier applies.

Action Points

Glamourists gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Glamourist's class skills are as follows:

Bluff (Cha), Concentration (Con), Diplomacy (Cha), Decipher
Script (Int), Disguise (Cha), Forgery (Int), Gamble (Wis), Gather
Information (Cha), Intimidate (Cha), Knowledge (behavioral
sciences, current events, popular culture, streetwise) (Int),
Listen (Wis), Perform (act, sing) (Cha), Profession (Wis),
Read/Write Language (none), Sense Motive (Wis), Speak
Language (none), Spot (Wis).

Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Glamourist advanced
class.

Self-Confidence

The Glamourist may treat her Glamourist levels as Charis-
matic levels for any talent where Charismatic levels are used
(charm, favor, captivate, fast-talk, dazzle, taunt).

Hidden Motives

At 2nd level, the Glamourist increases her ability to hide her
motives and intentions. She gains a circumstance bonus
equal to her Glamourist levels when using Bluff against a
Sense Motive skill. In addition, the DC for Bluff checks against
her is increased by her levels of Glamourist.

Bonus Feats

At 3rd, 6th, and 9th level, the Glamourist gets a bonus feat.
The bonus feat must be selected from the following list, and
the Glamourist must meet all of the prerequisites for the feat
to select it.

Alertness, Attentive, Builder, Confident, Creative, Decep-
tive, Improved Initiative, Iron Will, Low Profile, Renown,
Trustworthy, Windfall.

Hidden Allegiance

At 4th level, the Glamourist gains the supernatural ability to
suppress her loyalties, even from spells and abilities such as
the Holy/Unholy Knight's sense allegiance. In cases where
such divinations are made, the Glamourist gains a Will save
(DC 15 + the character level of the individual making the
attempt) to negate the attempt. Negated attempts reveal
either no allegiance or a lack of the sought-for allegiance, as
applicable for the ability or spell.

Audience

At 5th level, the Glamourist may extend any Charismatic hero
talents to a number of targets equal to her total of Charis-
matic and Glamourist levels. Individual targets are otherwise
affected as described under the Charismatic hero basic class.

Daze

At 7th level, the Glamourist gains the spell-like ability to
daze an individual of her choice, which can be quite handy
when a particularly willful or obssessive person manages to
ingnore the Glamourist's other distracting abilities. This
ability may be used once per day, and functions identically
to the daze psionic power (@20 Modern Roleplaying Game,
page 365).

Utterly Convincing
At 8th level, the Glamourist is a master at convincing people.
Whenever the Glamourist spends an action point to improve
some Charisma-based skill checks (see below), she adds an
additional 1d6 to the result.

The skills that utterly convincing applies to are: Bluff,
Diplomacy, Disguise, Gather Information, Intimidate, and
Perform.

Charm Person

At 10th level, the Glamourist gains the spell-like ability to
charm person once per day. This ability functions identically to
the charm person psionic ability.

Base Attack Fort Ref Will Defense_ Reputation |

evel Bonus  Save Save Save Special Bonus Bonus i
1st +0 +0 +2 +0 Self-confidence +1 +0
2nd +1 +0 +3 +0 Hidden motives +1 +0
3rd +1 +1 +3 +1 Bonus feat +2 +1
4th +2 +1 +4 +1 Hidden allegiance +2 +1
5th +2 +1 +4 +1 Audience +3 +1
6th +3 +2 +5 +2 Bonus feat +3 +2
7th +3 +2 +5 +2 Daze +4 +2
8th +4 +2 +6 +2 Utterly convincing +4 +2
9th +4 +3 +6 +3 Bonus feat +5 +3
10th +5 +3 +7 +3 Charm person +5 +3




MYSTIC

The New Age crystal healer. The voudun mambo. The revival
preacher with the magic touch. The motivational speaker that
gets results. All of these are mystics, capable of pulling divine
energies through themselves at will, without preparation,
without planning, and sometimes without prayer. They have
raw power, granted by higher beings, personal faith, know!-
edge, or self-confidence, which they then utilize as they see
fit for the common good, and on occasion personal gain. They
lack the curative powers of the Acolytes, but have more flex-
ibility in their spellcasting.

Select this advanced class if you want your character to
excel casting at divine spells on the fly, without having to
choose them in advance.

The fastest path into this advanced class is from the Dedi-
cated hero basic class, though other paths are possible. A high
Charisma score is necessary to ensure the ability to cast spells.

Requirements
To qualify to become an Mystic, a character must fulfill the
following criteria.

Skills: Diplomacy 6 ranks, Knowledge (theology and phi-
losophy) 6 ranks, Listen 6 ranks.

Allegiance: At the time that the character receives her
first level in the Mystic advanced class, she must select an
allegiance to afaith, concept, tradition or alignment. The
Mystic may choose positive (good) or negative (evil) energy as
an allegiance, but is not required to.

Class Information
The following information pertains to the Mystic advanced class.

Hit Die
Mystics gain 1d6 hit points per level. The character’s Consti-
tution modifier applies.

Action Points

Mystics gain a number of action points equal to 6 plus one-
half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Mystic’s class skills are as follows:

Concentration (Con), Craft (chemical, pharmaceutical,
visual arts) (Int), Diplomacy (Cha), Gather Information (Cha),

Knowledge (art, behavioral sciences, earth and life sciences,
theology and philosophy) (Int), Perform (act, dance, sing,
stand-up) (Cha), Profession (Wis), Read/Write Language
(none), Sense Motive (Wis), Sleight of Hand (Dex), Speak Lan-
guage (none), Spellcraft (Int), Spot (Wis), Treat Injury (Wis).
Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Mystic advanced class.

Arcane Skills

At 1st level, the Mystic gains the Arcane Skills feat, granting
access to the following skills: Spellcraft, Use Magic Device,
and the arcane functions of Concentration and Craft (chemical).

Divine Spells

The Mystic casts divine spells the same as Acolytes. A
Mystic's selection of spells is extremely limited. The Mystic
begins play knowing three 0-level spells (called orisons) and
two Tst-level spells. At each level, the mystic gains one or
more new spells as indicated below). These spells can be
common spells chosen from the Mystic’s spell list or they can
be unusual spells of the Mystic’s own devising.

The Mystic is limited to casting a certain number of spells
of each level per day, but need not prepare those spells in
advance. The number of spells that may be cast per day may
be increased by sufficiently high Charisma scores.

A Mystic may use a higher-level slot to cast a lower-level spell.

The Mystic may spend an action point to “trade out” a
known spell (losing it entirely) in exchange for anather; in this
fashion the Mystic is not penalized for filling all the slots of
their known spells list.

Mystics do not have “cure” or “inflict” spells in their spell
lists. Mystic may use incantations to cast these spells.

The Difficulty Class for a saving throw against the Mystic's
spell is 10 + the spell’s level + the Mystic’s Wisdom modifier.

The Mystic doesn't acquire her spells from books or scrolls,
nor does she prepare them through study. Instead, she medi-
tates or prays for her spells, receiving them through her own
strength of faith or as divine inspiration. The Mystic must
spend one hour each day in quiet contemplation or supplica-
tion to regain her daily allotment of spells. Time spent resting
has no effect on the Mystic’s spell preparation.

In addition, the Mystic receives bonus spells based on her
Wisdom score, as shown on the chart below.

Base Attack Fort Ref Will Defense Reputation !
Level Bonus  Save Save Save Special Bonus Bonus
1st +0 +2 +1 +1 Arcane skills, divine spells +1 +2
2nd +1 +3 +2 +2 Turn undead, divine spells +1 +2
3rd +1 +3 +2 +2 Bonus feat, divine spells +2 +2
4th +2 +4 +2 +2 Combat casting, divine spells +2 +3
5th +2 +4 +3 +3 Brew Potion divine spells +3 +3
6th +3 +5 +3 +3 Bonus feat, divine spells +3 +3
7th +3 +5 +4 +4 Discern lie, divine spells +4 +4
8th +4 +6 +4 +4 Turn humans, divine spells +4 +4
9th +4 +6 +4 +4 Bonus feat, divine spells +5 +4
10th +b +7 +b +5 Empower spell, divine spells +5 +b



Spell List: Mystics use the same spell list as Acolytes

except that Mystics may not use the spells listed below.
0-level: Cure minor wounds, inflict minor wounds
1st-level: Cure light wounds, inflict light wounds
2nd-level: Cure moderate wounds, inflict moderate wounds
3rd-level: Cure serious wounds, inflict serious

wounds
4th-level: Cure critical wounds, inflict critical

wounds
5th-level: Mass cure light wounds, mass inflict

light wounds, raise dead
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Turn or Rebuke Undead
Starting at 2nd level, the Mystic gains the supernatural abil-
ity to affect the undead, such as zombies, skeletons, ghosts,
and vampires in a manner similar to Acolyte as described in
Chapter Nine of the d20 Modern Roleplaying Game. However,
the Mystic’s allegiance does not effect the type of effects she
has on the undead. Furthermore, the Mystic affects undead as
if she were an Acolyte of one level lower than her current
Mystic class.

A Mystic may turn, rebuke, command or bolster the
undead. She may destroy the undead if of sufficient levels.
She cannot dispel the turning of an Acolyte.

Kailey, Mystic




Bonus Feats
At 3rd, 6th, and 9th level, the Mystic gets a bonus feat. The
bonus feat must be selected from the following list, and the
Mystic must meet all of the prerequisites for the feat to select it.
Alertness, Archaic Weapons Proficiency, Armor Proficiency
(light), Attentive, Creative, Dodge, Educated, Empower Turning,
Greater Spell Focus, Greater Spell Penetration, Improved Turning,
Renown, Spell Focus, Spell Penetration, Trustworthy, Windfall.
The Mystic may also take any metamagic feats as bonus feats.

Combat Casting

At 4th level, the Mystic becomes adept at casting spells
during combat. She gets a +4 bonus to Concentration checks
made to cast a spell while on the defensive.

Brew Potion
At 5th level, the Mystic can create potions, which carry spells
within themselves.

The Mystic can create a potion of any spell of 3rd level or
lower that she knows. The spell must target a character or
characters. Brewing a potion takes one day. When the Mystic
creates a potion, she sets the caster level. The caster level
must be sufficient to cast the spell in question and no higher
than the Mystic’s own level.

The purchase DC of the raw material to brew a potion is 15
+ the potion’s spell level + the potion’s caster level.

The Mystic must also spend experience points to brew a
pation. The XP cost is equal to the spell level x the caster
level x the purchase DC of the raw materials.

Finally, the Mystic makes a Craft (chemical) skill check. The
DC for the check is 10 + the spell level + the caster level. If the
check fails, the raw materials are used up but the XP are not
spent. The Mystic can try again the next day.

When the Mystic creates a potion, she makes any choices
that she would normally make when casting the spell. Who-
ever drinks the potion is the target of the spell.

Any potion that stores a spell with a costly material com-
ponent or an experience point cost also carries a commensu-
rate cost. In addition to the raw materials cost, the Mystic
must expend the material component or pay the XP cost when
creating the potion.

Discern Lie
The Mystic develops the ability to gauge whether another char-
acter is telling the truth by reading facial expressions and inter-

will
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Bonus Save Save

Special

preting body language. The Mystic must be able to see and hear
(but not necessarily understand) the individual under scrutiny.
The Mystic can determine whether a spoken statement is
true or false with a successful Sense Motive check opposed
by the subject’s Bluff check or DC 10, whichever is greater.

Turn or Rebuke Humans
Starting at 8th level, the Mystic gains the supernatural ability
to affect humans, allowing her to command them or drive
them off in the fashion of the Acolyte’s turn undead ability.
The Mystic's allegiance does not effect the type of effects she
has on humans. The ability does not affect humanoids or other
creatures. Unlike other turning abilities, the Mystic must
spend an action point to turn or rebuke humans.

A Mystic may turn, rebuke, command or bolster humans.
She cannot destroy the targeted humans with this ability, nor
can she dispel the turning of another individual.

Empower Spell

At 10th level, the Mystic learns to cast spells to greater
effect. All variable, numeric effects of an empowered spell
are increased by one-half. An empowered spell deals half
again as much damage as normal, cures half again as many
hit points, affects half again as many targets, as appropriate.
Spells without random variables are not affected. An empow-
ered spell uses up a spell slot two levels higher than the
spell's actual level. Therefore, a Mystic can only empower 1st,
2nd, or 3rd-level spells.

SHADOW HUNTER

The Shadow Hunter is a tracker, a stalker, a finder of lost
things and people—particularly those that do not want to be
found. The Shadow Hunter is familiar with all the modern
forensic methods of tracking a subject, but places equal faith
in magic and supernatural methods. Shadow Hunters gener-
ally work for hire, but they are often intense individuals with
passionate beliefs who make impulsive decisions about
which cases—and whose money—they will take, and what
jobs they are willing to accept simply because they are the
right thing to do. They are usually members of a Shadow com-
munity, either Shadowkind themselves or at least humans
who are intimately familiar with Creatures of Shadow. If a
Shadow Hunter is after you, chances are you won't know it
until you've been caught.

Defense Reputation |
Bonus Bonus

1st +0 +1 +1 +1 Target bonus +1 +1 +0
2nd +1 +2 +2 +2 Swift track +2 +0
3rd +2 +2 +2 +2 Bonus feat +2 +0
4th +3 +2 +2 +2 No trace, target bonus +2 +3 +0
bth +3 +3 +3 +3 Play a hunch +4 +1
6th +4 +3 +3 +3 Bonus feat +4 +1
7th +5 +4 +4 +4 Target bonus +3 +5 +1
8th +6 +4 +4 +4 Detect magical aura +6 +2
9th +6 +4 +4 +4 Bonus feat +6 +2
10th +7 +b +b +b Locate target +7 +2



Select this advanced class if you want
your character to have both mundane
and arcane investigative skills combined
with a strong combat presence.

The fastest path into this advanced
class is from the Dedicated hero
basic class, though other paths are
possible.

Requirements
To qualify to become a Shadow Hunter,
a character must fulfill the following
criteria. High Strength and Charisma
scores are also useful.

Base Attack Bonus: +2

Skills: Investigate 6 ranks, Sense
Motive 6 ranks, Knowledge (arcane
lore) 3 ranks.

Feats: Track, and Personal Fire-
arms Proficiency or Archaic \Weapons
Proficiency.

Class Information

The following information pertains
to the Shadow Hunter advanced
class.

Hit Die

Shadow Hunters gain 1d8 hit
points per level. The charac-
ter's Constitution modifier
applies.

Action Points
Shadow Hunters gain a
number of action points
equal to 6 plus one-half their
character level, rounded
down, every time they advance
a level in this class.

Class Skills
The Shadow Hunter's class
skills are as follows:

Bluff (Cha), Diplomacy (Cha),
Gather Information (Cha), Intim-
idate (Cha), Investigate (Int),
Knowledge (arcane lore, cur-
rent events, popular cultures,
streetwise) (Int), Listen (Wis),
Profession (Wis), Read/
Write Language (none), Re-
search (Int), Search (Int),
Sense Motive (Wis), Speak
Language (none), Spot (Wis),
Survival (Wis).

Skill Points at Each
Level: 5 + Intelligence
modifier.

Elliot Klein,
Shadow Hunter



Class Features
The following features pertain to the Shadow Hunter
advanced class.

Target Bonus

The Shadow Hunter, as a full-round action, may designate an
individual as a target. He spends one action point to select a
target, and thereafter gains a competence bonus on certain
actions involving that particular target. The Shadow Hunter
does not need to know the target personally and may know
her only through her actions or description (“The ogre from the
armored car heist,” or “the medusa who held up the jewelry
store” will do, as will a picture or dossier). The Shadow
Hunter may not select a target while he or the target is in
combat, and once he chooses a target he must wait 24 hours
before choosing another.

The Shadow Hunter gains the target bonus as a competence
bonus on attacks against that particular target, as well as when
using the following skills directly against the target, or in track-
ing a target: Bluff, Computer Use, Gather Information, Investi-
gate, Listen, Research, Search, Sense Motive, and Spot.

The target bonus applies to a single individual and lasts
until the Shadow Hunter chooses a new target. The bonus is
+1 at 1st level, +2 at 4th, and +3 at 7th level.

Swift Track
At 2nd level, the Shadow Hunter may move at normal
speed while using Track without taking the —5 penalty.

Bonus Feats
At 3rd, 6th, and 9th levels, the Shadow Hunter
gets a bonus feat. The bonus feat must be
selected from the following list, and the
Shadow Hunter must meet all of the prerequi-
sites for the feat to select it.

Armor Proficiency (archaic, light, medium),
Brawl, Improved Brawl, Improved Feint,
Improved Grapple, Improved Knockout Punch,

Knockout Punch, Streetfighting.

No Trace

At 4th level, the Shadow Hunter knows how
to hide his own tracks, and may, at his
choice, move into “No Trace” mode. All
attempts to use the Track feat against the
Shadow Hunter (though not allies) treat the
ground as “firm” for purposes of success. In addi-
tion, the DC of any attempts to use Computer Use,
Gather Information, Investigate, and Research on mat-
ters involving the Shadow Hunter are increased by the

Shadow Hunter's levels in this advanced class.

Play a Hunch
At 5th level, the Shadow Hunter gains the supernatu-
ral ability to make a guess and be assured that it is
correct. The Shadow Hunter may, as a full-round
action, spend an action point to determine whether an
assumption, hunch, or guess is correct. The player
states the assertion (“He's left the building,” or “The
mayor is really a mind flayer”) and pays an action



point. The GM secretly rolls percentile dice; there is a 70%
+1% per character level chance of getting a response on the
hunch (failure indicates merely that you are unsure if this is
true or not).

If the roll is a success, the GM lets the player know if the
hunch is true, false, both or neither. A “both” response is pos-
sible for vague assumptions such as “the mayor is an evil
man” can be both true and false—he is evil, but not a human.
An “unknown” response is for questions with no immediate
answer.

The GM may determine that a hunch is so obvious that it
does not require a roll, or that it is so vague that there is no
chance for success. In these cases, the action point is not
spent (though the attempt still counts as a full-round action).

A hunch does not translate as a legal truth, and will not
stand up in a court of law. Rather it is an obvious fact to the
Shadow Hunter alone. Finding proof of an assumption such as
“The mayor is a mind flayer” would require additional work.

Detect Magical Aura

At 8th level, the Shadow Hunter gains the spell-like ability to
detect magical aura. The Shadow Hunter may use this effect
up to three times per day, and each use lasts for 20 minutes.

Locate Target
At 10th level, the Shadow Hunter gains the supernatural abil-
ity to know where his target is, if in the target is in the gen-
eral vicinity (1,000 feet of the Shadow Hunter). This ability
applies only to the target, and does not reveal attitude,
status, or the presence of athers around the target.

This is a supernatural ability, and spells, psionics, and other
FX that interfere with supernatural abilities will foil the locate
target ability as well.

SHADOWJACK

The Shadowjack is literally a wizard at getting computers to
perform beyond their usual parameters. He knows the Internet
the way taxi drivers know the streets of the city, and reads
and writes code as naturally as a cat meows. No password
protection, encryption, or guard dog programs ever seem to be
enough to hinder him—the Shadowjack comes and goes like
the wind. Shadowjacks have a unique perspective when it
comes to quaint notions like privacy and personal property. It
goes something like this: “If you didn't want me to access it,
then you wouldn't have made it so easy to get to.”

Select this advanced class if you want your character to be
an expert with computer programs and mixing technology
with the supernatural.

The fastest path into this advanced class is from the Smart
hero basic class, though other paths are possible.

Requirements
To qualify to become a Shadowjack, a character must fulfill
the following criteria.

Skills: Computer Use 6 ranks, Craft (electronic) 6 ranks,
and Disable Device 6 ranks.

Class Information
The following information pertains to the Shadowjack
advanced class.

Hit Die
Shadowjacks gain 1d6 hit points per level. The character’s
Constitution modifier applies.

Action Points

Shadowjacks gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Shadowijack’s class skills are as follows:

Computer Use (Int), Craft (electronic, mechanical, writing)
(Int), Decipher Script (Int), Disable Device (Int), Forgery (Int),
Gamble (Wis), Gather Information (Cha), Intimidate (Cha),
Knowledge (arcane lore, current events, history, popular cul-
ture, technology) (Int), Profession (Wis), Read/Write Language
(none), Repair (Int), Research (Int), Speak Language (none),
Search (Int).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Shadowjack advanced
class.

Read/Write Code

Beginning at 1st level, the Shadowjack can understand both
the nature of raw computer code and what the program is
intended to accomplish when implemented. On a successful
Decipher Script check (DC 10 + Computer Use skill modifier of

Defense &@uta_ti_qnv.

Base Attack Fort Ref
Bonus  Save Save Save Special Bonus Bonus §
Read/write code
2nd +1 +0 +0 +3 Online presence +1 +0
3rd +1 +1 +1 +3 Bonus feat +2 +1
4th +2 +1 +1 +4 Shadowijack abilities +2 +1
5th +2 +1 +1 +4 Shadowjack abilities +3 +1
6th +3 +2 +2 +5 Bonus feat +3 +2
7th +3 +2 +2 +5 Shadowjack abilities +4 +2
8th +4 +2 +2 +6 Shadowjack abilities +4 +2
9th +4 +3 +3 +6 Bonus feat +5 +3
10th +5 +3 +3 +7 Virtual incantations +5 +3




the code’s author), the Shadowjack can determine both the
function of the program and any bugs or potential weak points
in the design. If weak points are found, the Shadowjack gains
a +2 insight bonus on Computer Use checks attempting to
degrade the program.

Online Presence

Beginning at 2nd level, when attempting to use a Charisma-
based skill such a Bluff, Intimidate, Diplomacy, or Gather
Information in an online situation, the Shadowjack adds any
Shadowijack levels as a circumstance bonus.

Bonus Feats
At 3rd, 6th, and 9th level, the Shadowjack gets a bonus feat.
The bonus feat must be selected from the following list, and
the Shadowjack must meet all of the prerequisites for the feat
to select it.

Alertness, Arcane Skills, Builder, Cautious, Educated, Gear-
head, Lightning Reflexe