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by Dana Lynn Driscoll

The Tomebound prestige class is a PRC that was originally cut 
from development of Libem Liborium: The Complete d20 Guide 
to Books due to time constraints.  Material marked with a * is 
new material presented in Libem Liborium.  Enjoy!

TOMEBOUND
While most individuals enjoy books for their educational or 
entertainment value, the tomebound has a relationship with 
books like no other. When a book is written, it functions as an 
extension of the author in that the writing contains an imprint 
of the essence of the author who wrote it.  As the author is 
writing, he is pouring a small amount of his essence into the 
words he scribes.  A tomebound is the only individual who is 
able to sense and comprehend this essence.  More powerful 
tomebounds are even known to step back in history itself to 
converse with long-dead authors through their works. The 
tomebound gains a magical connection to the written word 
around her—she can sense power of writing, connect with 
a text, ward and bind her spellbook to her, and even travel 
through the written word itself!

Wizards and multi-class wizards are the only individuals who 
may become a tomebound.  Sorcerers, bards, clerics, and 
druids that do not rely on a spellbook will not gain many 
benefits from the prestige class and do not meet the base 
prerequisites of the class.   Barbarians, rogues, fighters, and 
rangers have little use of this prestige class.  
Hit Die: d4

Requirements: 
Feats: Exceptional Researcher*, Bookworm*
Special: Must prepare spells from a spellbook.   

Class Skills:  Concentration (Con), Craft (Int), Decipher Script 
(Int), Knowledge (all skills, taken individually) (Int), Profession 
(Wis), and Spellcraft (Int).
Skill Points at Each Level: 2 + Int modifier.

Class Features:
All of the following are class features of the tomebound.

Weapon and Armor proficiency: The tomebound gain no 
proficiency with any weapon or armor.

Bind Tome (Ex):  At 1st level, a tomebound binds his 
spellbook to himself with a magical ceremony.  The ceremony 
takes 24 hours and must be completed in solitude. Through 
the ceremony the tomebound gains the innate ability to always 
know the location and condition of her spellbook, regardless 
of distance or magical protection.  This ability pierces normal 
magical protections from divination such as nondetection 
or mislead.  This ability can only be thwarted with a wish or 
miracle.   

Tomesense (Sp): At 2nd level, the tomebound can sense 
the presence of books within 60 feet at will.  This ability 
only allows the tomebound to sense the book, not discover 
its properties or contents.  Books that are protected against 
divination are immune to this effect.  

Spellbook Mastery (Ex):  At 3rd level, a tomebound gains the 
innate ability to master his spellbook to such a level that he 
only needs half the normal time (30 minutes) to prepare his 
spells when preparing from his bound spellbook.

Living Word (Su):  At 4th level, once per day a tomebound 
can gain a divinatory connection with an author of a book.   
If the tomebound has at least one page of written text by 
an author, the tomebound can connect with the text to gain 
knowledge about the author who wrote through glimpsing 
into the author’s past at the time of writing.   The tomebound 
gains insight in the way of a vision as to the circumstances of 
the life of the author while the text or page was being written.  
This information is conveyed in the form of a vision to the 
tomebound.  This ability requires one hour of meditation.  

Tome Attack (Sp):  At 5th level, three times per day the 
tomebound is able to attack others through their written 
works.  This ability is most often used to attack enemy 
spellcasters who prepare spells from a spellbook.   For the 
ability to work, the author must be within medium range of 
the book itself. The tomebound must be able to see or sense 
the book (with his tomesense ability or any other means).  As 
a standard action, the tomebound can make a ranged touch 
attack against the book (the book gains the touch AC of the 
individual who carries it; unattended books have a base Touch 
AC of 10).  If the attack succeeds, and the writer of the book 
is within 100 feet of the book, the author takes 1d8 points of 
damage per tomebound level.  The author can make a  Will 
save (DC10 + Tomebound level + intelligence modifer) for half 
damage. 
 
Greater Tomesense (Sp): At 6th level, the tomebound gains 
an improved version of the tomesense ability.  The range is 
extended to 120 feet.  In addition to the abilities granted by 
Tomesense, the tomebound can spend a standard action to 
focus on one book that she senses within 120 feet and gain 
the benefits of a summarize* spell, learn the author and title 
of the book, and determine whether the book is magical or 
nonmagical.  Books that are protected against divination are 
immune to this effect.

Unearthed Knowledge (Ex):  At 7th level, twice per day the 
tomebound can call upon the writers of the past to aid her in 
her quest for knowledge and understanding.  The tomebound 
may add her tomebound level to any one knowledge check.  
The bonus must be applied before the result is given.  

Greater Living Word (Su):  At 8th level, once per day a 
tomebound can gain a divinatory connection with an author of 
a book.   If the tomebound has at least a page of written text 
by an author, the tomebound can connect with the imprint of 
the memory of the author through the text.  The tomebound 
can ask one question per two tomebound levels (up to a 
maximum of five questions at level 10).  This ability functions 
as a divination spell in all other respects, except that the 
information is coming from the author of a text, not a divine 
being.  If an author is still living, he can resist the ability by 
making a Will save (DC 10 + tomebound level + tomebound’s 
intelligence modifier).
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Spellbook Union (Ex):  At 9th level, the tomebound becomes 
so connected with his spellbook that he is able to form a 
mental link. This link allows the tomebound to mentally 
access any of the contents of the book, including for spell 
preparation.  This ability thwarts normal protections such as 
mislead or nondetection.  If the tomebound and spellbook are 
on two separate planes, the ability has a 5% chance of failing.  
If the ability fails, the tomebound loses all contact with the 
spellbook for that day and a full 24 hours must elapse before 
he attempts contact again. 
   
Bookstride (Sp):  At 10th level, the tomebound has mastered 
his connection with the texts around him so perfectly that he 
may travel through and or be completely contained within the 
written word.   At will, the tomebound gains the ability to enter 
books and move from inside one book to inside another book.  
Initiating this ability is a standard action and each transport is 

a full-round action.  You can, at your option, remain within a 
book without transporting yourself and can remain in the book 
for up to one hour per tomebound level.  You can transport 
to any book you can sense with your tomesense ability or the 
spellbook you are bound to. 
 If you are transporting to your own spellbook, you 
have no off chance as long as your spellbook is on the same 
plane of existence.  If your spellbook is on an alternative 
plane, you have a 10% chance of arriving off-target.  Instead 
of the normal off-chance roll, you are randomly deposited in 
another’s spellbook.   

If the book in which you are concealed is destroyed, 
you are slain if you do not exit before the destruction is 
complete.    
 

Table 1 - The Tomebound

Level Base 
Attack
Bonus

Fort
Save

Ref
Save

Will 
Save

Special Spells Per Day/ Spells Known

1st +0 +0 +0 +2 Bind Tome +1 level of existing class

2nd +1 +0 +0 +3 Tomesense +1 level of existing class

3rd +1 +1 +1 +3 Spellbook mastery +1 level of existing class

4th +2 +1 +1 +4 Living Word +1 level of existing class

5th +2 +1 +1 +4 Spellbook Attack +1 level of existing class

6th +3 +2 +2 +5 Greater Tomesense +1 level of existing class

7th +3 +2 +2 +5 Unearthed 
Knowledge

+1 level of existing class

8th +4 +2 +2 +6 Greater Living Word +1 level of existing class

9th +4 +3 +3 +6 Spellbook Union +1 level of existing class

10th +5 +3 +3 +7 Bookstride +1 level of existing class

*Indicates new material located in Libem Liborium: The Complete d20 Guide to Books 
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Open Gaming License
THIS LICENSE IS APPROVED FOR GENERAL USE. PERMISSION 
TO DISTRIBUTE THIS LICENSE IS MADE BY WIZARDS OF THE 
COAST! OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). 
All Rights Reserved.
 
1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other 
computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be 
recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute;
(d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright 
law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically 
excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open 
Game License by the Contributor
(g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content.
(h) “You” or “Your” means the licensee in terms of this 
agreement. 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other 
terms or conditions may be applied to any Open Game Content 
distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License.
 
4. Grant and Consideration: In consideration for agreeing 
to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed 
by this License. 

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the exact 
text of the COPYRIGHT NOTICE of any Open Game Content 
You are copying, modifying or distributing, and You must add 
the title, the copyright date, and the copyright holder’s name 
to the COPYRIGHT NOTICE of any original Open Game Content 
you Distribute. 

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except 
as expressly licensed in another, independent Agreement 
with the owner of such Trademark or Registered Trademark. 
The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in and to 
that Product Identity. 

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under 
any version of this License. 

10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open 
Game Material so affected. 

13. Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE
Open Game Licence v 1.0 Copyright 2000, Wizards of the 
Coast, Inc. System Reference Document Copyright 2000, 
Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, based on original material by Dave 
Arneson and E. Gary Gygax.

Silven Crossroads, Silven Publishing and both corresponding 
logos are registered trademarks. Copyright ©2002 Kosala 
Ubayasekara. All Rights Reserved. Libem Liborium is a 
trademark Copyright ©2002 Dana Driscoll.




