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Introduction

When vou play a character in a Dunceous & Daracons®
game, it’s all about the choices you malte. Bvery facet of your
character that makes him or her unique is the producr of a
conscious decision on your part.

Player's Handbook 1115 all about expanding your choices—
sometimes in ways vou might expect (new classes, new feats)
and other times in ways you might find surprising, such asa
set of rules for re-engineering your characrer {(abour which
we have more to say below),

Chapter 1: New Classes expands the roster of standard
classes by four, with the addition of the beguiler, the dragon
shaman, the duskblade, and the knight. Any of these classes
would be 1 fine choice if you want to play & characrer thar
doesn't fit any of the archetypes that are represented by the
other classes we have published.

Chapter 2: Alternate Class Options revisits eightesn of
those other classes—the eleven from the Plaver's Handbool:
as well as seven others (such as the scour and the favored
soul) that made their debuts in supplements. We look at
these classes with a fresh set of eyes, providing for each one
an alternate class feature, three new starting paclkages, and
a discussion of character themes that ave appropriate for the
class in question. If you're intrigued by the idea of playing
cleric who spontaneously casts domain spells instead of e
spells, check out page 37 for the pariculars,

Player's Handbook 1T would notbe o boole worthy of s vele if
irdidn't present new fears and spells. Chapter 3; New Feats
conteins more than 100 additions 1 the vast selection of feas
in the D&D® game, and Chapter 4: New Spells presents o
similar number of new choices for spellcasters of all sorts,

This book starts to blaze its own trail in Chapter 5: Building
Your Identity, which contains dozens of brief discussions
on how to add more depth and realism to vour character’s
background and personality, plus some advice on how best
to tulfll vour role as a player at the gaming rable.

Chapter 6: The Adventuring Group takes a step back
in perspective, focusing on the characters who collectively
make up a particular kind of party. How did these would-
lie heroes come together in the First place, and what part
does each one of them play in a well-rounded group of

adventurers? The chapter also includes a few new teamwork
benefits, expanding on a concept that was introduced in
Dungeon Master’s Guide 11

Characters are defined not only by who they are as indi-
viduals and by the other PCs they travel with, but also by the
telationships they form with likeminded individuals whose
heritage or interests compel them to follow & common cause.
Chapter 7: Affiliations describes a new kind of group that
characters can belong to—they rise or fall in status within
their affiliztions sccording 1o their deeds and their qualifi-
carions, and the most motivated and suecessful of them all
can even advance to g leadership position. ITn addition to a
number of fully fleshed-our example affiliations, this chapter
provides guidelines for players and DMs who want o create
affiliations that are unique w their campaign,

Perhaps the most intriguing new concept in this book is
presented in Chapter 8: Rebuilding Your Character. While
many DMs and players have created house rules for handling
situarions involving the reselection of feats, reallocation of skill
ranks, altering ability scores, and so forth, the D& D game has
never before had official ruleson the opic L'rl-n"u'isin]_-_f YORUT entire
character. So whether vour dwarl fighter just regrets a single
bad feat choice or wishes he were actually o halfore barbarian
or an elf sorcerer, Chapter 8 offers rules and advice that covers
the subject of character rebuilding from start to finish.

Finally, an extensive Appendix sets forth an efficient
method for quick generation of new plaver characters or
NPCs. which (among other things) streamlines the process of
selecting skills and feats. The next time vou need a characrer
in a hurry—or even if you don't—check out this system.

WHAT YOU NEED TO PLAY

Player's Handbook 11 makes use of the information in the three
Dé&eD core rulebooks: Player's Handbook (PH), Dungeott Master’s
Guide{ DMGL and Monster Munual (MM), It also includes material
that expands upon some of the content of several supplements,
including Complete Warrior, Complele Divine, Complele Arcane,
Complete Adverturer, and Miniatures Handbook. Although pos-
session of any or all of these supplements will enhance your
enjoyment of this book, they are not strictly necessary for you
to make use of the vast majority of this boolk,

SWIFT AND IMMEDIATE ACTIONS

The Miniatures Handbook intraduced the concept of a new action
type: the swift action. Likewise, Expanded Psionics Hondbook in-
troduced another new action Lype: the imrediate action. Some
of the class features, feats, spells, and items in Player's Hondbook
Il use these concepts. A description of how they work fallows,
Swift Action: A swift action consumes a very small amount of
time, but represents a larger expenditure of effort and energy than
a free action. You can perform one swift action per turn without
affecting your ability to perform other actions. |n that regard, 2 swift
action is like a free action. However, you can perform only a single
swift action per turn, regardless of what other actions vou take
Casting a quickened spell a swift action. In addition, casting any
spell with a casting time of 1 swift action {such as hiade of blood;

see page 103} is a swift action. Casting a spell with a casting time
of 1 swift action does not provoke attacks of opportunity.

Immediate Action: Much like a swift action, an immediate
action consumes a very small amount of time, but represents a
larger expenditure of effart and energy than a free action. Unlike
a swift action, an immediate action can be performed at any
time—even if it's not your turn

Using an immediate action on your turn is the same as using a
swift action, and counts as vour swift action for that tum. You cannot
use anather immediate action or a swift action until after your next
turn if you have used an immediate action when it is not currently
your turn (effectively, using an immediate action before your turn is
equivalent to using your swift action for the coming turn). You also
cannot use an immediate action if you are currently flat-footed.



his chapter introduces four new standard classes,
each designed to fill a specific niche in the gime:
Like any new classes, they provide plavers with
more options when it's time to make characters and
provide DMs with new potential foes to pit against
the PCs,

Beguiler: The warmage (destribed in Complete Arcane s
an arcane spelleaster who focuses ona rightly themed group
of spells. The beguiler takes that idea and does for enchant
metit and illusion spellswhat the warmage did for evocation
With a dash eftransmuration thrown in, the beguileristhe
ultimate versatile spelleaster, witha trick or solution for
EVETY eNCounter,

Dragon Shaman: Drawing on the ancient power of
dragons, the deagon shaman provides powerful boosts to
every character in the pafty. The defensive and augmentation
abiliries of this class allow a group with a dragon shaman o
advenrure withour a clerie.

Druskblade: This cliss provides melee combar abili-
ties and arcane spellcasting in equal measure. Although
ather ways to achieve this mix of powers exist, including
mulriclass characters and prestige classes, the duskblade

" offers this combinarion from tst level and throughour all
levels of play.

| Knight: skilled with armor pnd shield, g knight controls
the battlefield in ways thar no fighter or paladin ever could
tand can ensure that foes center their attacks on the knight

L g
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Hither thin'ofi more vulnerable allies. Mo other melee-
oriented cliss s soomuch defensive prowess or abilicy
to influence what foes do in combar, aspects of the game
that aze usually the provines of spellcasters. While an able
melee combatant, the knight is different in playfrom all

previous melee combat classes because of his cantrol-

oriented abiliries,

NEW STARTING PACKAGES

One of the features of Player's Handbook 1118 1 new treat-
Iment I-“ll' srarm ng F‘:E(_'I‘ljlg{_‘";. l"\:'l_'.lu'l'.lll.'i ng-on 1|'||'.' I:\_'Il-li:f"Fl't
behind the sturting ;‘mt‘k;lgu:\' pr{-i'iuuai}' ]'\n'sun:cd in
the Player's Hundhook and other publications. The new
classes described in this chapter and the eighteen
other clusses discussed in Chapter 2 have thiee start-
ing packages for you to choose from, Each package
hasan evocarive title thar describes the charseter's
role in the party (such as "Defender” or "Controller”)
to give you anidena of the concepr behind ir. Some
descriprions appear more than once—for éxample,
both the fighter and the ranger have a starting pack-
apecalled “The Archer” Some of thesetitles match
those in Table A—3: Feat Progressions by Party Role
{starting on page 209}, but such similarities do not
necessarily extend tothe feats recommended. A race
is specified for each package, bur you can adjusethe 48
derails to fit any race without too much trouble,

INO ¥311dVHD §



Each paclage specifies a race, ability scores (which include
racial modihers), skills, fears, gear, and il appropriace, spells
and class fearures, The skills all have maximum ranks—4
ranks in each class skill and 2 ranks in each cross-class skill,
(Cross-class skills are designated by the lerrers “cc.”) Spellsin
parentheses are available only if your character's key abiliry
score for spelleasting is high enough 1o grant a bonus 1stlevel
spell (or, if the character is a wizard, her Intelligence bonus
is high enough to grant bonus spells in her spellbock). The
class features secrion appears only for characters who have
oprional class features available ar 15t level, such as clerics
{domains), druids {animal companions), and sorcerers and
wizards {familiars).

You can use these starting packages in any way you like. You
are welcome to swap one skill for another, one feat for anather
{provided that your character meets the prerequisites), one
spell for another, or one piece of gear for another of roughly
equivalent value (within 5 gp). With a couple of exceptions,
the starring packages in this book use only information
available in the Player's Handbook. Thus, il you have access
to other rulebooks, you mighr want to swap out a few feats
or weapons [or options provided in those publications, The
class features are likewise customizable.

Most packages include the standard advenrurer’s kit—
backpack, belt pouch, bedroll, flint and steel, two sunrods,
ten days worth of trail rations, 50 feet of hempen rope, and
waterskin. (Monks don't get the sunrods because they have
too few gpoat st level )

BEGUILER

“You Jernoww e, T as good as ey word, and ey life 1s an open book.”
said with a straight [uce by Anaseria Nailo,
hall-elf beguiler

Some hold truth to be the greatesr virtue, but it can do
more damage than biction. Everyone lives in a constant
state of deception. White lies, [alse smiles, and secret
thoughts keep society running smoothly. Honesty is a virtue
only up to a certain point. Beguilers understand these ideas
better than anvone, and they use deception, misundersiand
ing, and secrets as skillfully as a soldier employs weapons
of war.

Bepuilers see lying and t1‘.|.lr1i]‘l’|.::ii|illt1 as toals. Just as a
hammer can be used 1o build a house or crack a shkull, deceit
and the ability to control others can be used for good orill.
Alie whispered in the right ear can ruin lives, but a dishon
est smile and honeyed words can open doors, turn foes into
friends. and even end wars. Beguilers have repurations as

rakes, thieves, spies, and puppet masters, but they canalso
be diplomats, peacemakers, or heroic leaders whoe give hope
in desperate situations.

If you delight in manipulating others, either to their
disadvantage or for their own good, then the bepuiler is the
class for you, More than any orther kind of character, vou rely
on Charisma-based skills to change the reactions of others,
while your other class abiliries enable you to catch others of]
guard with devastaring spell-based atracks.

MAKING A BEGUILER

As i beguiler, vou possess many useful skills and spells.
If your adventuring group lacks a rogue, vou male a preat
subsritute for all but the rogue's melee combar strengths. 1f
the group lacks & wizard or other arcane caster, you can also
[l that role with your command of illusions and enchan

ments, althouph you lack a wizard's array of spells that deal
da mage a nd you pOSsess less ~1|1L-]|f;1f-|t'l1g versatility. Your
main strategy should be to control enemies, bolster your
allies, and take command of the battlefield.

Abilities: Beguilers have quick wits, deft hands, and
compelling personalities. You need a high Intellipence 1o
get the most from your spells and skills. A high Charisma
helps you be more convincing in your deceptions, while a
high Dexterity helps you with the sneaky tasks you are likely
to pursue. Don't neglect Constitution; although vou have the
same Hit Die as a rogue, your Constitution score influences
vour ability to cast defensively and thus how well you can
use your surprise casting class fearure.

Races: Beguilers can be found among any race, but gnomes
and half-elves seem to most appreciate the beguilers' flexible
philosophy about truth. Being tricksters and inquisitive by
nature, gnomes gravitate to the beguiler class due to the
interesting deeds it allows them 1o accomplish. Half-elves,
trapped as they are between the worlds of elves and humans,
find that a beguiler's abilities help them better existin both.
Humans, elves, and halflings also foster beguilers in their
midst, but dwarves and half-ores rarely become members of
the class. Dwarves tend to dislike dissembling, and halfores
typically lack the mental discipline and likable personality
required to make a good beguiler.

Alignment: The beguilers' outlook about truth is neither
good nor evil. and beguilers of all alignments walk the world.
Nevertheless, those well practiced in the arts of deceprion and
manipulation rarely put much stock in others' laws, and they
often display 2 self-centered arritude, Lawful guud beguilers
are like lawlul good necromancers—rare and foreign even
o their fellows,

Starting Gold: ed410 gp (150 gp)

Starting Age: As wizard (PH 109).

CLASS FEATURES

Your spells and skills make vou well suited to espionage and
dungeon delving, Inaddition to being able to And and disarm
traps your group might encounter, you can charm and con-
found puards, curning what could be dangerous encounters
into simple steps toward your goal, In combat, you can use
vour spells to rrick and outmaneuver foes

Weapon and Armor Proficiency: Beguilers ave proficien
with all simple weapons plus the hand crossbow, rapier,
shorthow, and short sword. Beguilers are proficient with light
armor, but not with shields.

Spells: A |'-r*£_:u:"|rr casts arcane spells, which are drawn
[rom the beguiler spell list on page 11. When you gain
access to a new level of spells, you auromatically know all
the spells for that level on the beguiler's spell list. You can
cast any spell vou know without preparing it ahead of rime.

Essentially, your spell list is the same as your spells known



TanLe 1=1: THE BEGUILER

Hit Die: d6

Base
Attack Fort Ref Will
Level Bonus Save Save Save Special
Ist <0 #0  +0 +2  Armored mage, trapfinding
Znd 41 +0 +0 +3  Cloaked casting (+1 DC), surprise casting
Ird +1  +1  +#3  Advanced learning
4th  +2 +1 41 +4 —
Sth +2 +1 41 +4  SilentSpell
Gth 43 +2  +2  +5  Surprise casting (move action)
Tth 43 +2 +2 #5  Advanced learning
th 44 +2  +2 +6 Cloaked casting (+2 to overcome 5R)
Oth  +4 +#. 4+ +6 —
10th  +5 +3  +3  +7  5till Spell
Tith  +5 +3  +3 47 Advanced learning
12th  +6/+1 +4 +4 +8 —
T3th  +6/+] +  +4 +i —
T4th  +7/+2  +4 +4 +3  Cloaked casting [+2 DC)
15th  +7/+2 45 +5 49 Advanced learning
16th  +&8/f+3 +5 +5 +10 —
17th A3 #5855 S —
18h  +9/+4 +6 +6 +11 —
19th  +9/+4 +6 +6 +11 Advanced learning
20th  +10/+5 +6 +6 +12 Cloaked casting [overcomes 5R)

— Spells per Day —
Ist 2nd 3rd 4th 5th 6th 7th 8th 9th
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Class Skills {6 + Int modifier per level, x4 at 1st level): Appraise, Balance, Bluff, Climb, Concentration, Decipher Script,
Diplomacy, Disable Device, Disguise, Escape Artist, Forgery, Gather Information, Hide, Jump, Knowledge (arcana),
Knowledge ({local), Listen, Move Silently, ©pen Lock, Profession, Search, Sense Motive, Sleight of Hand, Speak Language,

Spelleraft, Spot, Swim, Tumble, Use Magic Device.

list. You also have the option of adding to your existing spell
list through your advanced learning class feature (see below)
as you increase in level.

To cast a beguiler spell, vou must have an Intelligence
score of 10 + the spell’s level (Int 10 for 0-level spells, Inr 11
for tst-level spells, and so forth). The Difficuley Class for a
saving throw against a beguilers spellis 10+ the spell's level +
the beguiler's Int modifier, Like other spelleasters, a beguiler
can cast only a certain number of spells of each spell level
per day. The base daily spell allotment is given on Table 1-1.
In addition, you receive bonus spells for a high Intelligence
score | PH &),

A beguiler need not prepare spells in advance. You can
cast any spell you know at any time, assuming you have not
vet used up your spells per day for thar spell level

Armored Mage (Ex): Normally, armor of any type
interferes with an arcane spellcaster’s gestures, which
can cause your spells to fail if those spells have a somatic
component. A beguiler's limited focus and specialized
training, however, allow you to avoid any chance of arcane
spell failure as long as you restrict yourself to light armor.
This training does not extend o any other form of armor,
nor does this ability apply to spells gained from other spell-
casting classes,

Trapfinding: Beguilers can use the Search skill ro locare
traps when the rask has & Difficulty Class higher than 20
Finding a nonmagical trap has a DC of at least 20, or higher
if it is well hidden. Finding a magic trap has a DC of 25 + the
level of the spell used o create ir.

Beguilers can use the Disable Device skill o disarm magic
traps. A magic trap typically has a DC of 25 + the level of the
spell used to create it.

Abeguiler who beats a trap's DC by 10 or more with a Dis-
ahle Device check can study a trap, figure our how it works,
and bypass it (with his allies) withour disarming it.

Cloaked Casting (Ex): Starting at 2nd level, a beguiler's
spells become more effective when cast against an unwary
foe, You gain a+1 bonus to the spell’s save DC when you cast
a spell thar rargers any foe who would be denied a Dexterity
bonus to AC {whether the target actually has a Dexterity
bonus or not).

At 8th level, you gain a +2 honus on rolls made to overcome
the spell resistance of any affected rarger.

At 14th level, the bonus o vour spell's save DC increases
to +2

At 20th level, you become able to automatically overcome
the spell resistance of any affected rarger,

Surprise Casting (Ex}: Starting at 2nd level, when you
successfully use the Bluff skill to feint in combat, your
target is denied its Dexterity bonus (if it has one) to AC for
the next melee artack you make against it or the next spell
you cast, You must remain in melee with the targer, and the
attack must be made or the spell cast on or before your next
turn. The target is not considered flar-foored and therefore
can make atracks of opportunity against you if you do not
cast defensively.

At ath level, you gain the ability 1o feint in combat as a move
action instead of a standard action. If vou have the Improved
Feint feat, vou can now feint in combat as 1 swift action.

Advanced Learning (Ex): At 3rd level, you can add a
new spell to your list, representing the result of personal
study and experimentarion. The spell must be a sorcerer/
wizard spell of the enchantment or illusion school and of
a level no higher than that of the highest-level spell you
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already know, Once a new spell is selecred, it is forever added
to your spell list and can be cast juse like any other spell on
your list,

You gain another new spell ar 7ch, 11ch, 15th, and 19th
level.

Silent Spell: At 5th level, you gain Silent Spell as o
bonus feart.

Still Spell: Ar 10ch level, you gain Still Spell as a bonus
feart,

PLAYING A BEGUILER

Truth lies in the eye of the beholder, Manipulation of

truth—and others' visions of it—is a part of life. Everyone
does it vou just do it betrer than everyone ¢lse. If you nuxl'._-_w_'
someone into doing something he otherwise wouldn't have
done, that person still did the scrual deed, and some part
of him must have wanted it done, You rrick fools, charm
egocentrics, influence schemers, and control the wealk-
willed, In a way, you're doing them a favor. If they're clever
enough to figure out they've been manipulated, they'll
be better prepared to defend themselves against the later
manipulitions of those who mean them harm. [f they don't
figure it our, they'll get rricked again, but that's no concern
of yours. Life is a pame rhat vou win by coming out on
rop, and the best way o do that is wo convinee others 1o
give vou a hoost,

You might adventure because vou desire excitement.
Someone with your smarts gets bored with mundane
prirsuits, Alternatively, vou might have set off on
a lite of adventure after some trick or manipula-
tion gone wrong. You have to keep moving, and
adventuring offers you a regular change of scen
erv. In any case, a life of adventure allows you

to see new things, meet interesting people, e

and garner a name for vourself. OF course, .
it might not be your real name, bur fame
is fame.

You always look to expand your knowl-
edpe and increase vour power, You are
clever enough 1o know there's always more
1o learn. Although vou tend to be self
reliant, you understand the value of
triendshipand allies in vour
pursuits. Truth mighr be
mutable, bur friends
ralue honesty and
trust, so you make
sure not to entan-
gle yourallies in
vour webs of lies

and trickery.

Religion
Beguilers favor deities
who share their unfer
tered outlook and who
would seem to appreciate
their schemes and strategies. Most

Beguilers look to Olidammara for obvious reasons, bur others
prefer Fharlanghn since he shares their love of new begin-
nings and travel. Gnome beguilers largely put their faith
in Garl Clittergold, and some nongnome beguilers follow
suit. Many also follow Boccob; the Lovd of All Magics cares
lirtle to whar use beguilers put their spells, and beguilers
prefer it that way. Evil beguilers often join Vecna's fold—the
Master of All that Is Secret and Hidden welcomes beguilers,
manipulating them toward ever greater aces of villainy even
as they rake advantage of their victims.

Other Classes
Few know of characrers such as yourself because many
beguilers pretend to be something other than what they are,
and you can easily pass as a rogue, bard, wizard, or sorcerer,
Those who learn of the class often have s poor impression
of beguilers unless they call one a friend. Wizards consider
characrers such as vou 1o be undisciplined and limited in their
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migic. Knights, paladins, and monks rightly think of vou as
untrustworthy. Rangers, dragon shamans, barbarians, and
druids rarely have patience for your prevarications and your
enjovment of civilized sociery. Rogues, duskblades, sorcer-
ers, and Hg]![t‘rﬂ tend to be more ])T:J{'Z[il’:.'l]: Lfvour abilities
make their jobs easier, then you find a welcome receprion,
Bards often find the life led by beguilers fascinating and are
intrigued by a beguiler’s exploits.

Combat

You're at your best when you can catch foes unaware. Use
your spells to hide and disguise vourself and vour allies
so that you can employ surprise ractics. If you get into
melee, use the Bluff skill to feint in combar and rhus get
the drop on your enemy with cloaked casting or surprise
casting. Control the terrain with spells such as grease and
fog cloud. Control foes with charm person and dominate
monster spells.

Advancement
Remaining a beguiler typically presents the best course of

advancement. The rogue class might seem like a natural
choice for mulriclassing, but you don't gain much from 1aking
levels in i, Although it gives vou the sneak artack ability, it
detracts from your spellcasting prowess,

You should assign skill points according 1o vour role in your
adventuring group. If the group already has a rogue who is
good at hinding traps and sneaking about, boost vour ranks
in social skills such as Diplomacy and Gather Information,
Remember that you can use spells such as mvisibility and
silenee for stealth, and spells such as knock and spider climb 1o
do things for which rogues must use skills. High bonuses in
Bluff and Concentration are a must if you're going 1o use the
surprise casting ability.

You have many good options for fears, but be sure ro rake
Combat Casting, Combat Expertise, and Improved Feint
to get the most from surprise casting and cloaked casting,
Complete Adventurer offers Mobile Spellcasting, a eat that
allows vou to cast a spell and move as a single standard
action. Combining this with the benefirs provided to vou by
Improved Feint and the Tumble skill, you could move into
melee, feint, and cast a le'” that gers the benefit of cloaked
casting or surprise casting. You should also consider raking
the Bartle Caster feat from Complete Arcane, which allows a
bepuiler to wear medinm armor without spell failure. Com-
bining it with the Armor Proficiency (medium) feat gives
you much greater protection. 1 you're interested in having
a lot of feats, it might be worthwhile to take a level of Fghter,
since the 1st level of the fighter class gives vou proficiency
with all rypes of armor and a bonus feat you could use for
Combat Expertise or Improved Feint,

STARTING PACKAGES
Package 1: The Controller
Hugman Hr_g_,run':‘r
Ability Seoves: Ser 8, Dex 14, Con 12, Int 15, Wis 10, Cha 13
Skills: Bluff, Concentration, Disable Device, Hide, Move
Silently, Open Lock, Search, Sense Motive, Spor,

Languages: Common, Goblin, Ore.

Fent: Improved Initiative, Spell Focus (enchantment),

Wenpons: Short sword (1de/19-20),

Armor: Chain shiry (+4 AC)

Other Gear; Standard adventurer's kit, spell componeny
pouch, thieves' tools, 20 gp

Package 2: The Investigator
Half-Elf Beguiley

Ability Scores: Str 8, Dex 14, Con 10, Int 15, Wis 12, Cha 13,

Skills: Blulf, Gather Information, Hide, Move Silently, O pen
Lock, Search, Sense Motive, Spor.

Languages: Common, Dwarven, Elven, Goblin,

Feat: Spell Focus (enchantment)

Weapons: Rapier (1d6/18-20}, shorthow with 20 arrows
(1daf3, a0 f1,),

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer's kit, spell component
pouch, thieves' tools, 23 gp.

Package 3: The Trickster
Grome Beguiler

Abilily Scoves: Str 10, Dex 14, Con 12, Int 15, Wis 8, Cha 13

Skills: Bluff, Disguise, Escape Artist, Hide, Move Silently,
Search, Spot, Use Magic Device.

Languages: Common, Giant, Cnome, Goblin.

Feat: Spell Focus (illusion),

Weapons: Morningstar (1de), light crossbow with 20 bolts
(tde/*3, 60 It}

Armor: Scale mail (+4 AC), heavy steel shield (32 AC).

Cther Genr: Standard adventurer’s kir, spell component
pouch, thieves' tools, 40 gp,

BEGUILERS IN THE WORLD

“Tust wait "Wl T get my hands on her, No one nrakes o foel (:IJI'
Chramus Timbor!”
—Obramus Tumbor, being made a fool of by a beguiler

The beguiler class gives players a chance to play the arche-
typal trickster. The class provides the skill set of a rogue
and a selection of arcane spells without the complicarions of
bulancing multiple classes. Beguilersalso make grear villains.
By manipulating NPCs and situarions the PCs encounter,
an evil beguiler can operate behind the scenes and rrick the
advenrurers to his own ends.

Daily Life

The way a beguiler behaves depends on his or her individual
sense of morality. Some think nothing of adopring false
idenrities or impersonating orthers as & matter of course.
They rely on their spells and their charm to get others to
give them whar they want, Other beguilers find themselves
driven to use their powers of persuasion to help people.
They see the daily troubles of others and can't help getring
involved in solving arguments, matchmaking, and ending
feuds. Regardless of outlook, a beguiler in a civilized area
rarely gets bored. There's always something to meddle in or
some grand scheme 1o enact.




Beguilers can become great leaders. With their sharp
minds and great charisma, beguilers would be natural leaders
were it not for their inconstancy. Beguilers regularly devise
brilliant plans for espionage or rrickery—plans that usually
require them to play 2 major role—bur their naneral penchant
for improvisation and secrecy often means that such plans
possess unpredictable elements or key parts hidden from all
other participants. 1£a beguiler earns the rrust of companions
they value her leadership, Lacking that trust, ¢ beguiler rarely
leads for long

Maotables

Beguilers often gain notoriety for their deeds, alchough
usually under a false idencicy, They earn fame, rather than
infarmy, when they use their abilities o serve a greater good.
Anastria Nailo did so when she tricked an entire orc army
into 2 box canvon where it could be ambushed, and again
when she charmed a leader of a city and learned thar he
had already been charmed by o mind {layer. Since she was
pretending to be o famous elf bard at the time, Anastira can
still maintain a low profile despite her famous deeds, which

is just the way she likes i,

Organizations

Beguilers don't organize together, but they often join other
organizations, especially thieves guilds and secrer polirical
groups. A beguiler joining an organization probably has a
specific goal in mind and rakes a position tha bestallows her
toattain it. A long-term commitment to such @ group rarely
appeals to a beguiler, but if the organization champions a
cause close to the beguiler's heart, it can count on her very
best etforts,

MNPC Reactions

Few common folk understand beguilers to be differen
trom sorcerers or wizards who have some rogue training,
and many more mistake them for bards, Bepuilers further
confuse the issue by I'l‘;_-_!_lll.lTl:.-' ;1||n|uing false identities
and hiding their varied abilities. Thus, the reaction a
beguiler gets [rom those she meets depends on what she is
pretending to be ar the time, Individuals who know about
the |."i.'$'|J'.|I.'E class and the outlook commoen to its members
greet beguilers with an attitude one step mote hostile than
normal. Paladins and i.-\nighl_- in particular look poorly
upon beguilers, as does anyone who puts grear importance
in forthrightness.

BEGUILER LORE

Characrers with ranks in Knowledpe (arcana) can research
beguilers to learn more about them. When a characrer makes
askill check, read or paraphrase the following, including the
information from lower DCs,

DC 15: Beguilers are arcane spellcasters who focus on
illusions and enchantments. They employ deceprion and
compulsory magic to get what they wan

DC 20: Beguilers can cast spells in light armor, and they
have many of the skills of rogues

BEGUILERS IN THE GAMEL

Beguilers fit smoothly into any ongoing game, since they are
lirtle known and dow't require the insertion of an organiza
tion into the world or the addition of loes of new mechanics
to the game. You can have a beguiler Arst appear as a villain
when players discover a secret manipulator behind foul deeds
they have been investigating. A beguiler might first appear
as 1 foe and end up an ally, or the reverse could happen. A
PC beguiler can be introduced to the party just as any rogue,
bard, or wizard would e,

Think of a beguiler as similar to Lolki of Norse myth or
the Coyote in Native American rales. The player of a beguiler
wants her to be smooth, sly, smart, likable, and light on her
feer. Keeping this player happy is a marter of helping the
player to feel thar way. You might be tempted to make the
player’s schemes go awry because that seems more interest-
ing to vou, but instead you should allow good schemes 1o
work most of the time. Let a player with a beguiler character
feel empowered to try crazy ideas and dangerous plans. If
it becomes too much of a good thing, then that's when the
puards see through her disguice or the villain allows the
unwirting PCs to infiltrate their way into his clurches,

Adaptation

When adapting the beguiler to vour campaign, look at how
rogues and bards fir into vour game. The beguiler fills a
similar niche, and anv organizations that cater to such classes
likely prove helpful for beguilers, A thieves' guild might have
a small cabal of beguilers associated with it. The beguilers aid
the guild on any missions that require their magical talents,
In rerurn, the beguilers receive protection, a share of the
loot, and a |'|L‘H|Z|I.'|LI'.I rrers. Young thieves who show a knack
for magic might be shepherded into the Ewgu”ur class

In a kingdom or land where magic is common, |_'||_'g11i]|_'r:i
might replace the typical rogue, diplomar, or spy. A bandit
gang might consist of several beguilers and a number of
fighters, In such lands, magic supersedes a rogue's talent
with skills.

With their ralent for deceprion, a beguiler might have a
reputation similar to the ninja, The common folk fear the
beguilers for their ability 1o bend minds and 1o use magic
to slip away from the authorities, Every roval court employs
a tew mages charged with using their spells to ferret ouw
beguilers. In this case, the beguilers are secretive, clannish,
and difficulr to find. They gather in secret societies and never
reveal their lore to those whom they do not trust. Becoming
i beguiler is o process of winni ng the trust of one’s master,
not simply mastering a few simple spells.

Sample Encounter

An encounter with a beguiler should highlight her use of
surprise tactics and manipulation of others to do her bidding,
In addition 1o charmed or dominared minions, a beguiler
often pathers allies under false pretenses. Fighting a villain
ous beguiler should be rricky for the PCs, becanse they will be
forced to figure out who their real enemies are while trying
to avoid hurting innocents whom the beguiler has dragped
into the fight, The PCs might even have to iigure out who



the beguiler is, since disguises and hidden spellcasting come
easily to such a characrer.

EL 9: Unlike many half-elves, Anasiria Mailo always found
it easy to live in either human or ell communicies. Quick-
witted, perceptive, and naturally empathetic, she could slip
from an elf's detached interest 1o o human's focused drive as
ensily as she could switch speaking their languages. Always a
mischievous charmer, Anastria found the beguiler's abilities
came easily to her and allowed her to do move than play ar
being a human or elf. With the spells she learned, she could
pretend to be anyone and anything from a dwarf miner 1oa
goblin shaman. For a time she lived as a gadabout, adopting
the lives of the wealthy while they were away or impersonar-
ing loval retainers to gain the patronage of important people.
After foiling the plans of an orc warlord and the plot of a
mind flayer accidentally while in the guise of a famous bard,
Anastria has gained a taste for heroies, and now she's looking
to make a name for hersell by |1r|'|1in!.1__ people—even if she's
the one who pur those people in trouble in che first place.

ANASTRIA NalLo CRY9

Female half-elf beguiler 9
CH Medium humanaoid (elf)
Init +2
Senses low-light vision; Listen +6, Spot +7
Languages Cemman, Dwarven, Elven, Gname, Halfling, Orc
AC 18, touch 12, flat-footed 16
{+2 Dex, +6 armor)
hp 43 (5 HD)
Immune sleep
Fort +5, Ref +6, Will +7 {+9 against enchantments)

Speed 30 ft. (6 squares)
Melee +1 rapier +7 (1d6/18-20) or
Melee tauch +6 (spell)
Ranged mwk light crossbow +7 (1d8/19-20)
Base Atk +4; Grp +3
Atk Options Combat Expertise, Improved Feint, Still Spell,
surprise casting®
Combat Gear potion of bless weapon, potion of shield of
faith +3
Beguiler Spells Known (CL 9th):
4th (5/day)—Chosen from beguiler spell list
3rd (7/day)—Tasha’s hideous laughter, plus others chosen
from beguiler spell list
2nd (7[/day)—Chosen from beguiler spell list
1st {7jday)—MNystul's magic aura, plus others chosen
from beguiler spell list
0 (6fday)— Chasen fram beguiler spell list

Abilities Str 8, Dex 14, Can 12, Int 18, Wis 10, Cha 14

5Q advanced learning® (Nystul's magic aura, Tasha's hideous
laughter), armored mage®, cloaked casting®, trapfinding*

Feats Combat Expertise, Improved Feint, Silent Spell?, Spell
Focus ({enchantrment), Weapon Finesse

Skills Balance +3, Bluff +14, Concentration +13, Diplamacy
+20, Disguise +13 (+15 acting), Gather Information +17,
Handle Animal +3, intimidate +4, Jump +5, Listen +6,
Search +93, Sense Motive +10, Sleight of Hand +9, Spot
+7, Tumble +15

Possessions combat gear plus +2 chain shirt, +1 rapier
masterwark light cressbow with 20 bolts, cloak of
resistance +1, headband of intellect +2, disguise kit

*Class features described on page 7

BEGUILER SPELL LIST

The beguiler's spell list appears below. Spells printed in this
book are marked with an asterisk.

0 Level: dancing lighls, daze, detect magic, ghost sound, message,
open/close, read magic, _

15t Level: charm person, color spray, comprehend languages,
detect secrel doors, disguise self, expeditious retreat, hypnotism, mage
armor, obsciring misl, vouse®, silent image, sleep, undetectable
aligrement, whelm®,

2t Level: Mimding color surge®, blur, daze monster, detect
thoughts, fog clowd, glitterdust, hypnotic patteren, tnwvisibility,
fentocle, weinor nmage, wivvor mage, imsdivection, see invisibility,
silerce, spader climb, stay the hand®, touch of idiacy, vertigo®,
whelmimg burst™,

3rd Level: arcane sight, dairaudience/dairvoyance, crown of
veils®, deep shumber, dispel magic, displacement, glibness, halt?,
hasie, hesitate®, hold pevson, ingvilable defeat®, invisihilif 'r"lﬁr"r?i‘l e,
legion of sentinels®, major smage, nondelection, slow, suggestion,
vertigo field®, zone of silenee

4th Level: charm monsler, confusion, crushing despair,
freedom of movemenl, grealer invisibility, greater wivror image®,
locate creature, mass whelm® phantom battle®, rinbow pattern,
solid fog.

sth Level: break enchantment, dominale person, feebleming,
fricnd to foe®, Tald monster, incite riot®, mind fog, Rary's telepathie
bond, seerming, sending, swifl etherealness™,

ath Level: greater dispel magic, mass suggestion, mislead,
overithelm®, repulsion, shadow walk, true seemg, veil.

7th Level: ethereal jaunt, grealer arcane sight, mass hold person,
mass frvisibility, phase door, power word blind, project image,
spell turning.

Bth Level: demand, discern location, mind blank, moment of
prescience, powey word stun, seintillating patiern, sereen.

ath Level: dominate monster, ethevealpess, foresight, mass hold
monster, power word kill, Hme stop.

DRAGON SHAMAN

‘I possess a dragon’s power. Beware lest vou awaken that
dragon's wrath.”

—Kalia, last and greatest dragon shaman

of the Blackspear tribe

Empires crumble, eons pass, and even gods wither and
die, but dragons remain. Mortal but eternal, the races of
true dragons weather the roll of the ages because of their
unsurpassed might. Few ereatuves can march a deagon in
its Full fury, whether in a combat of arms or battle of wits.
Dragon shamans recognize this fict and see true dragons as
mote than powerlful beings To a dregon shaman, the passing
shadow of a dragon flying overhead isn't a sipn that invokes
fear; it's a blessing that reveals you 1o be in the presence
of greatness.

Diragon shamans respect true dragons as power incarnate,
Some worship dragons, but most simply aspire to gain dragon
powers for themselves. In sssuming the abilities and the
likeness of a dragon, a dragon shaman seeks to emulare that
might and embody thar power within himself,




TasLe 1-2: THE DRAGON SHAMAN HiT Die: d10

Base
Attack Fort Ref Will Draconic
Level Bonus Save Save Save  Special Auras Known
I1st +0 +2 =0 +2 Draconic aura +1, totem dragon 3
Znd +1 +3 +0 +3 Skill Focus 3
Ird 42 43 +1 +3 Draconic adaptation 4
ith 43 4 #1 4 Breath weapon (2d6; 15-ft. cone or 30-ft. line), draconic resolve 4
S5th. 43 +4 +1 +4 Draconic aura +2 3
6th  +d +5 +2 +5 Breath weapon (3d6), touch of vitality (heal wounds) 5
fth +5 +5 +2 +5 Matural armaor +1 6
&th  +6/+1 +6 +2 +6 Breath weapon (4d6), Skill Focus B
ath  +6/+1 +6 +3 +6 Energy immunity i
10th  +7/+2 +7 +3 +7 Breath weapon (5d6), draconic aura +3 7
Nth  +8/+3 +7 +3 +7 Touch of vitality (remove canditions) 7
12th  +5/+4 +8 <+ +8 Breath weapon (6d6; 30-ft. cone or 60-ft. line), natural armor +2 7
13th  +5/+4 +8 <4 +8 Craconic adaptation (share with allies) 7
T4th  +10/45 +9 -4 +9 Breath weapon (7d6), commune with dragon spirit 7
15th  +#11/+6/41 +9 +5 +9 Draconic aura +4 7
16th  +12/+7/+2 +10 45 +10 Breath weapon (3d6), Skill Focus 7
7th  #12/47)+2 +10 45 10 Matural armor +3 7
18th  +13/+8/+3 +11 +6  +11 Breath weapon (9d6) 7
19th  +14/+9/+4 #11 +6  +1 Draconic wings ¥
20th  +15/470/+5 #12 =6 12 Breath weapon (10d6; 60-f1, cone or 120-ft. line), draconic aura +5 7

Class Skills {2 + Int modifier per level, x4 at 1st level): Climb, Craft, Intimidate, Knowledge (nature), Search (plus others

depending on the chosen totem dragon),

[f you gaze at dragons with awe and aspire to share their
power and majesty, then the dragon shaman is the class
for you. By choosing a totem dragon, you partake of a true
dragon's power and take on aspects of a particular kind
of dragon.

MAKING A DRAGON SHAMAN

As adragon shaman, you primarily act as a melee combatant,
but vour class features also allow vou to grant benefits to those
fghting around you. In a standard group of adventurers, vou
can stand in for the hghter or the cleric. Your combat prowess
isn't quite as great as a Aghter's, but you can employ special
artacks and special defenses a fighter can't access. Although
you lack ma ny of the I.'EI."T.IIZ':I‘_; -_il'um;'m [ized :-i'pu”i_i, viotr do possess
the ability 1o heal and remove negative conditions. As a dragon
shaman, you can grow tough scales, breathe fire or another
rype of energy, and soar on dragon wings—and that barely
scratches the surface of the powers at your command

Abilities: As with any melee-oriented class, Strengthisa

key ability for dragon shamans, Constitution provides you
with increased hit points as usual, and it also increases the
save DC of your breath weapon, f you want to make good use
of the dragon shaman's ability to heal and remove negative
conditions, you'll need a high Charisma.

Races: Although humans make up the majority of dragon
shamans, any community of people with a close connection
to true dragons can produce dragon shamans. Typically,
deagon shamans come from savage societies thar live near
the lairs of dragons, but even highly civilized populations
can produce dragon shamans. In any race or society, dragon
shamans tend ro dedicate themselves to the dragons native 1o
the area. Thus, elf dragon shamans from a forest nation often
aspire to the qualities of a green dragon, whereas the dwarf

dragon shamans of & high mountin citadel would seek 1o
gain the 1]1L.||iri::~_~ of a silver 1lr.|gL:-J1.

Alignment: Attaining the abilities ofa true dragon requires
a deep understanding of the chosen kind of dragon. An aspir-
ing dragon shaman must make a study of the dragon’s rypical
mindset and emortions; :iLlLIF1[:i1'.-:_' these for himself opens the

door to the dragon's power, Thus, dragon shamans align their

o

morals to suir the ourlook of the color of true dragon to which
they dedicate themselves, Each kind of merallic or chromaric
dragon has a particular alipnment with which itis associated,
A dragon shaman who turns away from the alignment of his
chosen dragon type loses many of his powers unless he can
successtully adopt another dragon type as his chosen dragon
{see Ex-Diragon Shamans, below). Neutral individuals with no
preference for law, chaos, good, or evil cannot properly attain
the outlook of a true dragon and therefore cannot become
dragon shamans,

Starting Gold: 4d4=10 gp (100 gp).

Starting Age: As druid (PH 109).

CLASS FEATURES

Asadragon shaman, vou function most effectively on the front
lines of any combat, Your class abilities allow you to boost your
combat effectiveness and that of your parey, and the touch of
vitality ability provides you with the power to heal others and
temove negative conditions that affect them, giving you more
reason 1o take the Aght to your foes and stay close 1o those
melee-oriented allies most likely 10 need your aid.

Weapon and Armor Proficiency: Dragon shamans are
proficient with simple weapons, with light and medium
armor, and with shields (excepr wower shields).

Bonus Languages: A I.||'i|_|:_":l|'| shaman's bonus Er.r;_gu:i_gu_'
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options include Draconic,




Draconic Aura (Su): You can channel the mighry powers
of dragonkind to project an aura thar grants you and nearby
allies a special benefin

Projecting an aura is 2 swifl action (see page 4}, and you can
only project one draconic aurs ata time. An aura remains in
effect until you use a free action to dismiss it or you activare
another aura in its place. You can have a draconic aura active
continually; thus, an aura can be in effect at the starr ef an
encounter even before you take your first turn.

Unless otherwise noted, your draconic aura affects all
allies within 30 feet (including yourself} with line of effect
to vou, Your aura is dismissed if you become unconscious or
are slain, but otherwise it remains in effect even if you are
incapable of acting.

The bonus granted by your aura begins at +1 and increases
o +2 at 5th level, 43 ar 10rh level, #4 at 15th level, and +5 at
20th level. As a 1selevel dragon shaman, vou know how to
project three auras chosen from the list below. At every odd-
numbered level after that, you learn one additional draconic
aura of your choice, until all seven guras are known ar 9th
level. Each time you activate a deaconic aura, you can choose
from any of the auras that you know.

Energy Shield: Any creature striking you or your ally with
anatural attack or a nonreach melee weapon is dealt 2 points
of energy damage for each point of vour aura bonus. The
energy type is that of your totem dragon’s damage-dealing
breath weapon (see below),

Powier; Bomus on melee damage rolls equal to yvour aur bonus,

Presenice; Bonus on Bluff, Diplomaey, and Intimidate checks
equal to your aura bonus.

Resistance: Resistance o vour rotem dragon's energy rype
equal to 5 » your aura bonus,

Senses; Bonus on Listen and Spot checks, as well as on
initiative checks, equal to your aura bonus,

Toughness: DR 1/magic for each point of your sura bonus
{up to 5/magic at 20th level},

Vigar: Fast healing t for each point of vour aura bonus, but
only affects characters ar or below one-half their full normal
hit points,

Totemn Dragon: You must choose 2 totem dragon from
among the true dragons appearing in the Monster Manual (black,
blue, brass, bronze, copper, gold, green, red, silver, or white).

Youmust choose a dragon whose alignment is within one
step of yours, as described in the [ollowing table. You gain
addirional class skills and a particular sort of breath weapon
based on the dragon you select as your totem

skill Focus: At 2nd level, you gain Skill Focus as a bonus
feat. You must apply the feat to one of the three class skills
granted by vour chosen totem dragon. For example, a blue
dragon shaman can select Skill Focus (Bluff), Skill Focus
{Hide), or Skill Focus (Spelleraft),

At &th level, and again at 1ath level, you gain Skill Focus
in another of the class skills granted by vour chosen totem
dragon. If you already have Skill Focus in all three of the skills
associared with your totem dragon, you gain Skill Focus in
any other dragon shaman class skill

Draconic Adaptation (Ex or Sp): At 3rd level, you take
on an aspect of your totem dragon. Some adaptations are

Totem  Acceptable Breath Weapon

Dragon Alignment  Class Skills Energy Type

Black MNE, CE, CN  Hide, Move Line of acid
Silently, Swim

Elue ME, LE, LM Bluff, Hide, Line of electricity
Spelleraft

Brass NG, CG, CN  Bluff, Gather Line of fire
Infarmation, Survival

Bronze MG, LG, LM Disguise, Line of electricity
Survival, Swim

Copper NG, CG,CN Bluff, Hide, Line of acid
Jump

Cold MG, LG, LN Disguise, Heal, Cone of fire
Swim

Green  NE, LE, LN  Bluff, Hide, Cone of acid
Maove Silently

Red ME, CE, CM  Appraise, Bluff, Cone of fire
Jump

Silver NG, LG, LN Bluff, Disguise, Cone of cold
Jump

White  MNE,CE, CN Hide, Move Cone of cold

Silently, Swim

extraordinary abilities that are always active; others are spell-
like abilities that you can activate at will. Spelllike abilities
have a caster level equal to vour class level and a save DC
equal to 10 + spell level + Cha modifier,

Black—Water Breathing (Ex): You can breathe underwarer
indefinitely and can freely use spells and other abilities
underwater {always active).

Blue—Ventriloquism (Sph: As the spell {ar will).

Brass—Endure Elements (Sph As the spell, except you can
only target yourself (ar will},

Bronze—Water Breathing (Bx): You can breathe underwarer
indefinirely and can freely use spells and other abilities
underwater {always active).

Copper—Spider Climb (Sp): As the spell, excepr you can
only target yourself {ar will},

Gold—Wacer Breathing {Ex): You can breathe underwater
indefinitely and can freely use spells and other abilities
underwater {always active),

Green—Water Breathing (Ex): You can breathe underwarer
indefinitely and can freely use spells and other abilities
underwater (always active).

Red—Treasure Secker (Ex): You gaina +5 competence bonus
on Appraise and Search checks (always active).

Silver—Feather Fall (Spl: As the spell, except you can only
target yourself (at will)

White—TIcewaller (Ex): You can wallt across icy surfaces
without reducing your speed or making Balance checks
talways active)

At 13th level, vou can choose as a swift action (see page 4)
to share the effect of your draconic adapration with any or
allallies within 30 feer. In the case of spell-like abilities, you
must make this decision when vou activate the ability. The
benefie lasts uneil vou spend a free action to rescind it or (if
the effect has a limited duration) the effect ends, whichever
comes first,

Breath Weapon (Su): At 4th level, vou gain a breath
weapon cL'JL'rE.*ipL‘JnJirlg o Your fotem dr;lgun. ReEardleﬁs of
the ares one affects or the type of energy damage it deals, all




breath weapons deal 2dé points of damage, plusan extra 1da
points of damage for every two additional class levels (3de at
&6th level, 4da ar 8rh level, and so forch). A successful Reflex
sgve halves the damage dealr; the save DC is equal o 10 4
1/2 your dragon shaman level + your Con modifier. Just like
a true dragon, once you breathe you must wait 1d4 rounds
before you can use your breath weapon again

Cone-shaped breath weapons extend our to 15 feet ar 4th
level, increasing to 30 feet at 12th level and to 60 feet at
20th level. Line-shaped breath weapons are 30 feet long at
4th level, increasing to 60 feer at 12th level and o 120 feet
ar 20ch level.

Draconic Resolve (Ex): At #4th level, you gain immunity
1o paralysis and sleep effects. You also become immune to
the frightful presence of dragons.

Touch of Vitality (Su): Ar ath level, yvou can heal the
wounds of living creatures (your own or those of others) by
touch. Each day you can heal a number of poinrs of damage
your Charisma bonus, For

equal 1o twice your class level »

example, a 7th-level dragon shaman with a Charisma score of

14 (+2 bonus) can heal 28 poinrs of damage. You can choose
to divide your healing among multiple recipients, and vou
don't have to use irall ar once. Using your touch of vitality
iz a standard acrion. It has no effect on undead

Beginning at 11th level, you can choose to spend some
of the healing bestowed by your touch of vitality to remove
other harmfuol conditions affecting the target.

For every 5 points of your healing ability you expend
vou can cure 1 point of ability damage or remove the dazed,
ralig,l:{'.{i, ot sickened condirion from one individual.

Forevery 10 lei fls nf"_.-'u wir heali ng abilit W V0L B |-|:-I'|-.l. WO
CAn remaons 1|'|1' I:"'ii'l..||.|‘|tl.'|.|I |'|:i.|.|"_'\.i'.|tl."l.|. |1J|iH(5]"-I:'.|.|..J||' STu |'||.'|.I;"I.|
condition from one individual,

For every 20 points al your healing abilicy vou :-N|1rn|.|
you can remove 2 negative level or the blinded, deafened. or
diseased condition from one individual,

You cen remove a condition {or more than one condi-
tion) and heal damage with the same touch, so long as you
expend the required number of points. For example, if vou
wanted to heal 12 points of damage and remove the blinded
and exhausted conditions from a targer, you would have 1o
expend 42 poines (12 hit points restored plus 20 points for
blinded plus 10 points for exhausted),

Natural Armor (Ex): At 7eh level, your skin thickens
J::';'::h:]‘li hg Frint scales, Your natural armor bonus improves
by 1. At 12th level, this improvement increases to +2, and ar
17th level 1o +3,

Energy Immunity (Ex): At 91l level, you gein immu-
nity to the energy type of the breath weapon you gained
at 4th level,

Commune with Dragon Spirit (Sp): At 14th level, vou
gain the ability to contact your drapon totem directly 1o ask
questions of it. This is the equivalent of casting a conmune
spell, except that it has no material component, focus, or XP
cost and allows only one question per three class levels, Alter
using this ability, vou cannot use it again for seven days

Draconic Wings (Ex): At 19th level, vou grow s pair ol
wings that resemble those of your totem dragon. They allow

Hight at a speed of &0 feet (good maneuverability). You can
even fly while carrying a medium load, though your fly speed
drops to 40 feer in this case,

| I- Vil .!]] I'.i.l.l"|' |!:'.".'I:' Wings; you ¢ n {1hl..}|.:_,":;l," 'I.’r']'_H.'[ |-H_'r [l':l{""\-l.,"
draconic wings replace your own,

PLAYING A DRAGON SHAMAN

As a dragon shaman, vou believe the acquisition of power is
aworthy end in itsell. By having power, you can effect your
willin the world, be it beneficent or malign. Those who have
or seel power deserve your respect, while those who have
power but fail to use it earn your derision.

Your strength comes from devoting yourself to dragons,
the primal embodiment of the principle of power, but you
worship dragons in the abstract, honoring them much as a
cleric might honor light a5 a symbol of purity and good ness.
Dragons pather power to themselves simply by living and
aging, but you must actively seek the influence and might
vou desire, As a dragon hungers for flesh to feed trself or for
treasure o enlarge its hoard, so you hunger for power.

You adventure out of 1 desire o test yourself and prove
vour worth; whatever the specific inducement, the urge 1o
gain more power underlies every quest. Drawn by your power,
others follow vour lead, and you are happy to command them,
Being a great leader is just one of the many ways you can
manifest your power.

Religion

Ciragon shamans can worship any deity, but most worship
divine powers that encourage their worshipers to be proac-
tive in pursuit of the deiry's goals. Dragon shamans often
xl.'ur-.hip Erythnul, Gruumsh, Heironeous, Hextor, Kord, or
5t Cuthbert, as well as dragon deities such as Bahamur and
Tiamat, They rarely find much to admire in more passive
of protective deities such as Boceob, Ehlonna, Fharlanghn,
and Yondalla

Diragon shamans from more primitive societies sometimes
worship true dragons. These savage dragon shamans might
worship all true dragons, assigning each color or merallic
hue its own place in a crude pantheon of wotemic spirits. Ot
they might worship a single color ar meral as the best among
all the true dragons, finding it the most representative of
pure power. In rare cases, a dragon shaman worships and
serves a particular true dragon. How the dragon reacts to
such worship depends on that individual dragon; even good
dragons might rake advantage of a dragon shaman's worship
to achieve their own aims,

Other Classes

You work well with melee-oriented allies such as fighrers,
duskblades, barbarians, rogues, and even druids. Those
characters value the benefirs a deagon shaman can grant them
and rarely make an issue of their source. Clerics, paladins
monks, and knights are often suspicious of your moral our-
look unless vou have dedicated yourself ro a kind of dragon
that associates itsel fwith a code of ethies similar to their own,
Wizards, bards, and beguilers view you indifferently, whereas
SOTCerers |]'|i3-_"|:|1 ?it't'L. !r'l."'l.l our o |t:H]]'.| more I.'."-!—[h:' source ‘11-
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or might not take issue with your abilities; a ranger whose

favored enemy is dragons might attack you on sight,

Combat

Dragon shamans lead from the [ront, rather than divecting
bateles from 2 safe position behind others, Keep as many
allies as possible within the range of your draconic aura, but
focus on these in melee with your foes. Pick a draconic aura
that granrs your allies the best benefit for the situarion, and
don't hesitate to switch it during the fight should conditions
change and another gura prove move uselul. Outside combat,
employ the senses or presence aspects of your draconic aura.
I vou have a cleric or other healer in your group, save vour
touch of vitality for removing conditions or for emergency
healing, If no other healer is present, use it 1o heal vourself
and your allies after combat.

Advancement
You profit most from remaining a dragon shaman
throughout your advancement, so that your
breath weapon and draconic aura continue
to improve as you gain levels. If vou do
multiclass, a level of barbarian isan ex
cellent choice; the benefits it grants
help you in combar regardless of
when you take that 15t level, Al
ternatively, vou might consider
beginning your career as & 15t
level barbarian for the greater
hit poinrs and skill poines thar
option offers, then multiclass-
ing into the dragon shaman
class 2t 2nd level. The hghter
class might seem like a strong

second choice, bur unless you

need a fighter bonus feat fora

partic ular kind of character,
yvou'll see berter l(\]‘.g, term ad-
vantages from the barbarian
class. The bard class can be an
interesting multiclass option,
since the benefits provided
by bardic music stack with
those provided by your dra

conic aura,

STARTING
PACKAGES
Package 1: The Defender
Dhwarf Divagen Shaman (Gold)
Ability Scores: Ser 14, Dex 12,
Con 15, Int & Wis 10, Cha 13.
Skills; Heal.
Feat: Shield Specialization
{ heavy)®.
Weapons: Morningstar (1d8), five
javelins (1ds, 30 fi.).

Scale mail (+4 AC), heavy wooden shield (43 AC
[includes Shie

Other Cenr

Armior: §

Id Specialization]).

Standard adventurer's kit, 15 gp.

Package 2: The Destroyer

Half-Ore Dvagon Shaman {Red)
Ability Scoves: Str 16, Dex 12, Con 13, Lnr 6, Wis 10, Cha 13,
Skills: Intimidate
Feal: Power Attack
Weapons: Morningstar [1d8), Ave javelins (1de, 30 ft.).
Armot: Scale mail (+4 AC), heavy wooden shield (+2 AC)

Other Gear: Standard adventurer's kit, 10 gp.

Package 3: The Second-Rank Warrior

Human Dragent Shanan (¢ opper)
Ahility Seores; Str 15, Dex 14, Con 12, Int B, Wis 10, Cha 13,
Skills: Hide, Jump.

Feat: Combar Reflexes, Power Attack,
Weapons: Longspear {1d8/%3), light crossbow with 20 bolts

i1ds

<3, 60 11.).
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Armor; Studded leather (+3 AC)
Other Gear: Standard adventurer's kit, § gp.

DRAGON SHAMANS IN THE WORLD

“There are differences from one to another, based on the dragon gach

shaman honors, bat the moi thing to vemember s s The whole
lof of them are mad for pouser”

—Durven Ironscale, a dwarf sorcerer

instructing the young of the Ironscale clan

Dragon shamans put the power and appeal of dragons in
players’ hands while providing DMs with a new way o pur
dragons in the D&D game, The class provides an uncom-
plicated way to have a new play experience, and each NPC
dragon shaman could provide the nucleus for an interesting
cult or villainous organization the PCs must face,

Daily Life

A dragon shaman remains ever ready to face the challenges
of a new day. Withour the need to rest, study, or pray for
their powers, dragon sham:ns canleap up in pursuic of
power whenever they desire. This capability causes most
dragon shamans to be decisive and swift to act. Chaotic
dragon shamans are often impetuous and energeric, while
lawful dragon shamans tend to be move ready to improvise
and less rigid in their thinking than some might expect

Dragon shamans desire power and constantly seek the
means to gain it. To dragon shamans, life and adventure
are one and the same,

Dragon shamans often possess the charisma and take-
charge artitude required of great leaders, but many suffer
from an inability to empathize with those they lead, Dragon
shamans vespect the pursuit of mighr and its use, and they
often minimize the value of those who adhere to other
philosophies. Even among themselyves, drapon shamans tend
to be contentions, and a single dragon shaman ravely 1akes
4 leadership role over a group of his fellows for any length
of time. Although dragon shamans give grear respect to one
another, each is always trying 1o ourdo the others in all pur-
suits, The most powerful dragon shaman leaders arise among
savage tribes that worship dragons, where a single dragon
shaman relies on his [orceful personality and impressive
powers to win the heares of comrades,

Notables

The pursuit of power garners notoriery for a dragon shaman,
bur it also can bring abourt his death or force him into exile,
& powerful dragon shaman warlord might suddenly arise
and rerrorize an area for & time, only to fall from power s
swiftly as he appeared. A case in poine would be the history
of a barbaric human named Kalia. Under her leadership, her
tribe of red dragon worshipers raided and razed hundreds
of ell and human towns on the border between two nations.
Then she vanished, and scon afterward her leaderless iribe
was caught in an ambush and exterminated. Some say she
died in a squabble with a fellow dragon shaman, but ather
believe she left her tribe to directly serve a red dragon wyrm
that laired in distant mountains,

Organizations

Dragon shamans rarely work together for long unless they
are led by a dragon of the type to which all the shamans
present have dedicared themselves. In such cases, the dragon
is either worshiped or leads because the dragon shamans
see it as the embodiment of all they seel; thus, obeyving the
dragon's edicts presents the swiftest path to that desired
goal. Rank and privilege rarely have much meaning in such
groups. Instead, the dragon decides each shaman’s duties
according to his or her merit, changing such assignments as
necessary. Such a group exists among the Ironscale clan. Tied
to a long-dead silver dragon by blood, the dwart clan fosters
sorcerers and is led by a half-dragon. Despite these firm ties to
dragonkind, the clan views its dragon shaman members with
some suspicion, since they follow the orders of an unrelated
silver dragon that lairs near the clan home.

MPC Reactions

Dragon shamans who don't show aspects of their affiliation
with dragons rarely elicit an unusual reaction from others.
To most they seem like simple warriors or perhaps barbar-
ians, Those who know of their pursuit of draconic power ot
who see evidence of it, such as scales or a dragon shaman's
breath weapon, react depending on their attitude toward the
dragon shaman’s totem dragon. This regetion is one step closer
to hostile if the dragon is of a kind feared or hated by thar
individual. The reaction is one step closer to friendly if thar
individual is directly associated with a dragon of thar kind.
Clerics, paladins, and others who are deeply entrenched ina
parricular moral outlock view the dragon shaman's devotion
with suspicion, and their reacrion is one step closer to hosrile
regardless of the dragon shaman's totem dragon.

DRAGON SHAMAN LORE

Characters with ranks in Knowledge (arcana) can research
dragon shamans to learn more about them., When a character
mitkes a skill check, read or paraphrase the following, includ-
ing the information from lower DCs.

D{C 10: Dragon shamans devore themselves o dragons and
aspire to their power.

DC 15: A dragon shaman devotes himself to a particular
kind of true dragon and gains powers based on the dragon
chosen. He can use the dragon's breath weapon and grow
dragonlike scales, Very powerful dragon shamans can grow
dragon wings and fly.

DC 20; In addition to the details above, this result allows
the PC 1o know that a dragon shaman projects an aura that
can bolster himself and his allies in a number of ways and
can heal damage or remove negative conditions somewhart
like o paladin

DRAGON SHAMANS IN THE GAME

Diragon shamans fit easily into any ongoing campaign because
true dragons are & cornerstone of neatly every Dunceon &
Dracows game. The PCs mighe fivst leavn of dragon shamans
by encountering a cult of dragon worshipers near a dragon's
lair, Aleernarively, a more civilized group of dragon shamans
might serve a drapon who rules a city, A lone dragon shaman
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makes an excellent new villain, a powerful temporary ally, or
am eager participant in an ongoing plot because his focnsed
pursuit of power can get him involved in anyone's scheme
to pain it

Dragon shaman PCs should present no more difficulty
than introducing a monk or cleric of a lesser-known deity,
Although the character's abilities mighe be somewhat foreign,
the idea that an individual is so dedicated to one philosophy
that it grants him powers should be easily understood. The
plaver of @ dragon shaman usually finds the character's
association with dragons to be the most entertaining part of
the class. Before featuring adventures that deal with dragons,
ask that player about her character's philosophy concerning
dragons. Does the character admire dragons in the abstract
worship them as living gods, or hold toa philosophy between
these extremes? The answer should inform your adventure
planning and inspire new adventure ideas. Be careful
about using the PC's dedication to dragons to manipulate
the character’s actions; Crecasional use of this idea might
provoke some interesting roleplaying, bur the player won't
enjoy your game if a dragon shows up every session 1o boss
her PC around.

Adaptation

You canalter the deagon shaman to suit your pame ina number
of ways. You could decide that all dragon shamans arve barkaric,
or that all them are civilized and sophisticated disciples of
drapons who prefer o work behind the scenes through such
agents, You might decide char only pood dragons are available
to your plavers for their lotem dragons, or that a particular
organization fosters dragon shamans devoted toasingle kind
of dragon. 1f you feature other dragons prominently in your
game, such as the gem dragons from Mowster Manual 11 or the
deep dragon and the shadow dragon from Maonsters of Fagriin,
you might consider changing the class's features o allow a
dragon shaman to follow other kinds of dragons as well,

Sample Encounter
Dragon shamans make excellent villains and tricky allies. As
# villain, a dragon shaman dedicated to an evil dragon can
be paired with a cult of followers, half-dragons, and dragons

EX-DRAGON SHAMANS

Dragon shamans wha change alignment could lese their powers.
If a dragon shaman changes to an alignment still appropriate
to the dragon to which he is already dedicated, nothing hap-
pens. However, if the dragon shaman changes to an alignment
inappropriate for his chosen dragon, he immediately loses all
abilities granted by the dragon shaman class and becomes an
ex-dragon shaman,

An En-dragurl ":'h':lr'l'l'dl'l can l'l'lf)l:l'F.E' a3 new I:DII:IF or metallic hue
of true dragon ta emulate and thus regain the powers granted
by the class. To switch to a new totem dragon, he must find 2
dragon shaman of higher level who is dedicated to that dragon
type. The higher-level dragon shaman must willingly expend
all her touch of vitality on the ex-dragen shaman each day for
a week, At the end of the week, the ex-dragon shaman gains

of all ages 1o make for exciting themed encounrers. As an
ally, a dragon shaman’s blind pursuit of power could create
interesting friction with the PCs and rurn an ally into an
enemy. A dragon shaman might become embroiled in the
PCs' pursuits if they come into possession of an item of great
power, if both the PCs and dragon shaman seek the same
source of power, orif the dragon shaman’s artempts o gather
power endanger the PCs or those they care about.

EL 7: Thane has admired blue dragons ever since he wit
nessed a blue dragon's attaclk on his city when he was a child.
The power of the dragon and the furility of the defenders’
efforts against it frightened him, but he also found the spec-
tacle strangely thrilling, When he was older, Thane learned all
he could abour blue dragons, With each new bit of knowledge,
his respect for them grew. In his search for informarion he
met 1 dragon shaman, and that encounter changed his life.
Now o dragon shaman himself, Thane seeks ever greater
power and hopes one day to have enough to challenge the
dragon that laid waste to his childhood home and prove
himself the stronger of the two, Thane seems single-minded
and focused. He always has a mental list of goals he wants
to achieve in any situation and doggedly pursues them.
Although outwardly calm and cold, he explodes into action
inan instant when thwarred.

THANE CR7

Male human blue dragan shaman 7
LM Medium humanaoid
Init +1
Senses Listen +2, Spot +2
Aura craconic aura® +2
*Class feature described on page 13
Languages Common, Draconic
AC 21, touch 11, flat-footed 20
(+1 Dex, +6 armaor, +3 shield)
hp 57 {7 HD)
Immune paralysis, sleep, frightful presence (dragons)
Forl +8, Ref +6, Will +6
Speed 20 ft. (4 squares)
Melee +1 mormingstar +9 (1d8+3)
Ranged +1 light crosshow +7 (1d8+1/19-20)
Base Atk +5; Grp +7

the class features of a dragon shaman dedicated to the newly
chosen totem dragon, including exchanging the focus of any
class-granted Skill Focus feats. Most dragon shamans who are
asked to perform this service demand payment in the form
of some great deed. This deed might be a demand that the
ex-dragen shaman retrieve magic items that will add to his
sponsor's power or simply a short quest to prove the ex-dragon
shaman's worth.

Cragon shamans can go through the same process to switch
chosen totem dragons even if they don't change alignment. If
a dragon shaman has an alignment appropriate for a different
true dragon color or hue, the shaman can switch to that kind of
dragon through a process identical to the one described above
for ex-dragon shamans,




Special Actions breath weapon

Abilities Str 15, Dex 12, Con 14, Int 8, Wis 10, Cha 14

S0 touch of vitality (28 points)

Draconic Auras Known Energy Shield, Power, Presence,
Resistance, Senses, Vigor

Spell-Like Abilities [CL 7th):

At will—ventriloguism (DC 13),

Feats Ability Focus (breath weapon), Alertness, Lightning
Reflexes, Skill Focus (Bluff)", Weapon Focus
(marningstar)

Skills BIuff 410, Climb +1, Diplomacy +4, Disguise +2 [+4
acting), Intimidate +9, Knowledge (nature) +4, Listen
+2, Speak Language +0, Spot +2, Survival +0 {+2 in
aboveground natural environments)

Possessions +1 breastplate, +1 heovy wooden shield, +1
morningstar, +1 light crossbow, cloak of resistance +1, 37 gp

Breath Weapon (Su) 30-ft. line, once every 1d4 rounds, 3d6
electricity, Reflex DC 17 half

DUSKBLADE

“My blade and my magic ave one amd the same.”
—¥ele, elf duslkblade
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warrior, marrying the power of magic with hand-to-hand
combat prowess

A student of ancient elven spellcasting techniques, the
duskblade combines arcane spellcasting with the combar
skills of a hghter. While the ability to cast arcane spells in
armor originated with the elves, over the millennia the secrets
of the duskblade have been disseminated to the other races,
and today members of any race can become a duskblade,

If vou find vou can't choose berween being an arcane
spellcaster who zaps your enemies with powerful spells and
animble, powerful front-line melee character who lays them
low with a sword, the duskblade is the perfect class tor you
Combining arcane magic with melee prowess, you're prepared
in any situation. Enemies who underestimate you never get
a second chance, since you don't even have to switch hack
and forth berween hands-on combar and spellcasting; you

can do both simultaneously.

MAKING A DUSKBLADE

The duskblade E';::H;r.limrl.l:rhlinl hybrid character, simultane-
ously a potent spellcaster and an elfecrive melee combarant,

The original duskblades were elite guardians in an ancient
elf empire, duelmasters and arcane spellcasters beyond
compare, Historical accounts vary on why they were called
duskblades; some say the name is symbolic of how they
combined swordplay and arcane magic—a nighr-and-day
combinarion. Others contend thar the duskblades earned
their name when they were charged with preserving the elf
race in the face of a tide of darkness and evil

The most powerful duskblades can duel a ighter toa stand-
still and march a wizard spell for spell—for a while. ar least,
But the class really comes into its own when vou embrace your
hybrid nature, using a quick-cast spell to supplement your
melee attacks or combining a rouch spell with a devasiting
sword strike,

The duskblade is a pood choice for players who know they
want a sword-wielding arcane spellcaster from the begin-
ning. By contrast, multiclass hghter/wizard combinations
and prestige classes such as the eldritch knight are berter
suited for characters who begin their careers as fighters or
arcane spellcasters and only later contemplate embracing
their opposite.

Abilities: Your Intelligence and Strength scores should be
a5 high as possible, since your spellcasting and melee combat
depend upon them, Your Constitution is also imporrant,
because vou need all the hit points you can get,

Races: The duskblade class originated among the ancient
elves, and to this day most duskblades are elves, However,
some humans and halFelves also have proved adept at
mastering the class's dual focus on combar and spellcast-
ing. Halflings, gnomes, dwarves, and halforcs rarely enter
this class

Alignment: Since the duskblade class originated among
the elves, those who undergo the intense training requived to
master the class abilities at the hands of an elf mentor often
end their apprenticeship sharing the chaoric good alignment
of most elves. However, duskhblades are highly individualist
and can be of any alignment,

Starting Gold: ad4=10 gp (150 gpl,

Starting Age: As wizard (PH 109)

CLASS FEATURES

Your class fearures are simple to characterize: constant
improvement in your spelleasting, a Aghter's base artack
bonus progression, and everincreasing mastery of arcane
magic in melee combat,

Weapon and Armor Proficiency: Duskblades are pro-
Reient with all martial weapons, as well as all armors and
shields (except tower shields).

Spells: You cast arcane spells, which are deawn from the
duskblade spell list on page 98 You can cast any spell you
lenow without preparing it ahead of time.

Tolearn or cast a spell, vou must have an Intelligence score
equal to at least 10 + the spell level (Int 10 for O-level spells,
Int 11 for 1st-level spells, and so forth). The Difficulry Class
for a saving throw against your spell is 10 + the spell level 4
your Int modifier.

You can cast only a certain number of spells of each spell
level per day. Your base daily spell allorment is given on Table
1-3, In addition, vou receive bonus spells per day if you have
a high Intelligence score [see Table 1-1: Ability Modifiers
and Bonus Spells, page 8 of the Player's Handbool:.)

Spells Known: You begin play knowing two 0-level spells
and two 1st-level spells, chosen from the duskblade spell lise
You also know one additional 0-level spell for each point of
Intelligence bonus

Each trime you gain a new class level, you learn one
additional spell of any level you can cast, chosen from the
duskblade spell list.

Upon reaching sch level, and at every subsequent odd-
numbered level, vou can choose to learn a new spell in place
of one you already know, In effect, yout lose access to the old
spell in exchange for giining the new one. The new spell's
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level must be the same as thar of the spell being exchanged,
and it must be at least two levels lower than the highestlevel
spell you can cast. For instance, upon reaching 9th level, vou
could trade in a single 1st-level spell (two levels below the
highest-level spell you can case, which is 3rd) for a differen
1st-level spell. You can swap only a single spell at any

level and must choose whether or not to swap the spell at the
same time that you gain new spells linown for the level

You need not prepare spells in advance. You can cast any
spell you know at any time, assuming vou have not vetused
Lip your spells per dav [or that spell level

Arcane Attunement (Sp) You can use the spell-like
powers dancing lights, delect magic, flave, ghost sound, and read
magic o combined total of times per day equal to 3 + your Int
modifier. These spell-like powers do not count against vour
total of spells known or spells per day.

Armored Mage (Ex): Normally, armor of any type inter-
teres with an arcane spellcaster's gestures, which can cause
spells to fail if those spells have a somatic component. A
duskblade’s limited focus and specialized training, however,
allows you to avoid arcane spell failure so long as vou stick
to ligh'; armer and light shields. This training does nol
extend to medium or heavy armors, nor 1o heavy shields.
This ability does not apply to spells gained from a different
spellcasting class

At 4th level, vou learn to use medium armor with no chance
of arcane spell failure,

At 7th level, vou learn 1o use a heavy shield with no chance
of arcane spell Bailure,

Combat Casting: At 2nd level, vou gain Combat Casting
as a bonus fear

Arcane Channeling (Su):
Beginning at 3rd level. vou can
use a standard
action o cast

any touch spell yvou know and deliver the "-[:.‘L'“ through your
weapon with a melee artack, Casting a spell in this manner
does not provoke artacks of opportunity, The _-.pt']| st
have a casting time of 1 standard action or less, If the melee
artack is successful, the attack deals damage normally; then
the effect of the :-'i|'|{‘|| is resolved

Al I.'“ll J{"r'!'."l Vou can cast any l{ll]\.l'l F\-]Jf'” Yo |ir'||.|'|'|' dh
part of a full artack action, and the spell affects each target
vou hit in melee combat that round. Doing so discharges the
spell at the end of the round, in the case of a touch spell that
would otherwise last longer than 1 round.

Quick Cast: Beginning at 5th level, vou can cast one spell
each day as a swift action, so long 2s the casting time of the
spell is 1 standard action or less.

You can use this ability twice per day ar 10th level, three
times per day at 15th level, and four times per day ar 20th
level

Spell Power {Ex): Starting ar 6th level, you can more
easily overcome the spell resistance of any opponent you
successfully injure

with a melee artack.
If vou have injured
an opponent with a
melee atrack, you gain
a +2 bonus on vour

caster level check to

overcome spell resis-
tance for the remainder
ol the encounter. This
bonus increases to +3 at
11th level, to +4 at 16th
level, and to 45
at 18th level,




TasLe 1=3: THE DUsSKBLADE Hit Die: dd

Base

Attack Fort Ref Will ——Spells per Day——

Level Bonus Save Save Save Special 0 st 2nd 3rd 4th Sth
st +1 +2  +0  +2  Arcane atiunement, ) 2 =i = = =

armared mage (light}

Ind +2 +3  +0 +3 Combat Casting 4 3 — T i i

Ird  +3 =3 1 +3  Arcane channeling 5 4 _ = = —

dth  +4 +4 =1 +4  Armored mage (medium) ] 5 _ - = —

Sth +5 +4 +1  +4  Quick cast 1/day ] 5 2 _ = —

ath  +6/+1 #5  +2 5 Spell power +2 ] ] 3 - —  —

Ith  +1f+2 +5 <2 +5  Armored mage (heavy shield] & 6 5 — = =

Bth  +8/+3 +6 42 +B 6 7 G e

9th  +9/+4 +0 43 +B 6 7 b 2 —_ —

10th  +10/+5 w1 +3 +7  Quick cast 2/day 6 & T 3 e —
MNth  +11/+6/+1 +7 43 47 Spell power #3 6 ] 7 5 —_ —
12th $12 )7 1+2 +4 4 . 6 8 3 [ —  —
13th  +13/+8/+3 +8 #4 48  Arcane channeling (full attack) & q 2 ] 2 —
14th w14 [+ (4 9 i 5 b 3 8 7 3 —
15th  +15/+10/+5 +9 45 49 Quick cast 3/day B 9 2 7 5 -
16th  +16/+11/+6/+] +10 +5 +10 Spell power +4 B 9 o ] ] —
Wth  A7[A20742 A0 45 410 & 10 9 8 & 2
T8th  +18/+13/+8/+3 +11 <6 +11  Spell power +5 & 10 9 2 7 3
19th  419/+14/+9/+4 +11 =6 +11 ] 10 0 = 7 5
20th  +20/+15/+10/+5 412 +6 +12 Quick cast 4/day 6 1m0 g 6

Class Skills (2 + Int modifier per level, x4 at 1st level): Climb, Concentration, Craft, Decipher Script, Jump, Knowledge (all
skills taken individually), Ride, Sense Motive, Spellcraft, Swim,

PLAYING A DUSKBLADE

A duskblade can take the fighter's place in the front ranks
of a party or ensorcel his foes from a distance like a wizard
While vou aren't guite as good as either o dedicated fighter or
a dedicated wizard or sorcerer in those roles, you're reasonably
effecrive in either, and you can change roles on a round-by-
round basis 25 needed,

Choosing the path of the duskblade means you don't have o
choose between being o combat specialist and a spellcaster. You
enjoy the best of both worlds, and you'll undertake any quest
that promises to improve either your spellcasting or your melee
prowess. Driven to simultanecusly master both swordplay
and spellcasting, you might devore yourself 1o delving into
ancient ruins to learn more about the original duskblades or
wander far and wide looking for other duskblades imerested
in restoring the class to its previous glory.

Religion

The demands of martial and arcane discipline don't leave
much room for religion in the rypical duskblade, Good
aligned duskblades typically venerate Corellon Lavethian,
even if they aren't elves, because he supposedly ranghe the
first duskblades che secret of combining melee combar with
arcane casting. A few worship Boccob as the personificarion
of their own mastery of magic, while more honor Wee Jas,
who exemplifies both the magic they wield and also the
death thar they deal

Other Classes

You get along well with members of other classes who share a
rigorous devotion toa chosen path, such as paladins, dragon
shamans, and monks. You are the chject of envy to sorcerers

and of admiration e bards, who sometimes try to emulate
your abilities (often with disastrous results), Among members
of the two classes whose portfolios you draw from, fighters
and wizards, some view you with disdain while others are
fascinated by vour unique meld of melee combar and arcane
spellcasting, Barbarians, clerics, and knights tend to distrust
you, while rogues, rangers, druids, and beguilers view vou
and other duskblades with indifference.

Combat

You might sometimes feel you have too many options, too
many things you can do in a single round. Use that flexibility
to confound your enemies, outfghting what you can't {1-.||:_~.pe| |
and outspelling whar you can't outfight. The monster thar
engages you in melee, |'|{lpi ng Lo el an al tack ul-ul'lpurl unity
that spoils your next spell, is in for a surprise—a surprise
consisting of three feet of razor-sharp steel

Most of a duskblade’s spells target a single creature or have
i range of touch, so vou are most effective when you single

— e — o e

NEW ARMOR SPECIAL ABILITY:
TWILIGHT
This armor special ability, which first appeared in the Book of
Exalted Deeds supplement, is of particular use to duskblades.
Such armor becomes translucent when donned and possesses
a faint sunset-colored sheen. Twilight armor reduces the chance
af arcane spell fzilure by 10%.

Faint abjuration; CL 5th; Craft Magic Arms and Armer; Price
+1 bonus.
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out and focus upon defeating a single opponent. Your spells
that affect areas are limited mostly to cones, which means
vou need to be on or near the front lines 1o get the preares
effect from them. Even if you come close 1o being as effective
as a hghter or a sorcerer in his chosen field, vou've cerminly
not as effective as a fighter und 2 sorcerer. You'll necasionally
casta 'ii"'I:E[-.I nd strike with VoLr blade in the some round, bul
pure spelleasters such as the sorcerer are more able to affecr a
crowd of foes or blasta group of opponents. That said. actions
are the D& D game's most fundamental currency, and you'll
be able to take advantage of additional sctions in the round. as
you combine spellcasting with melee attacks and eventually
gain the ability to cast any spell vou know as a swift action
a number of times per day.

Advancement
Like the sorcerer, you face g crucial decision: which spells to
put on your spells known list. The offensive spells on vour
spell list fall into three primary categories: touch spells
single-target ranged spells, and chorerange cones. Choose a1
least one touch spell, such as shocking grasp, to rake advanrage
of your arcane channeling abiliry. You should also rake &
mu':umenlspdl..w'I:-;h,lcsvw.l-' expedilious retreal and an antack-
enhancing spell such as true strike or magic weapon. Future
spell selections can tailor your repertoire to the role vou find
yourself most commonly flling, whether it be o frons-line

fighter or a hnesse caster,

Assign as many skill points as |J1_1:i::i|1]1_' o Concentration,
Knowledge (arcana), and Sense Mative. For feats, take the
Weapon Focus (longsword ) leat and also consider sudden
metamagic feats, such as Sudden Silent and Sudden Empower,
both from the Complete Arcane supplement

Do not neglect to put some thought into vour gear as well
Spend 30% of vour wealth on the heaviest armor you can
manage without risking arcane spell failure chance (often
mithral and/or having the twilight special abilicy). Spend
20% on your primary weapon and 20% on items thar improve
vour Intelligence, Srrength, and saving throws. Spend 20% on
wands and scrolls and the remaining 10% on miscellaneous
items and a basic adventuring package.

Your spelleasting and Gghring prowess also allow vou the
opportunity o enter into prestige classes thar are suired o
either melee or spellcasting

STARTING PACKAGES
Package 1: The Blaster
Human Dushblode
Abilety Seores: Str 15, Dex 13, Con 12, Int 14, Wis 10, Cha &.
Skalls: Climb, Concentration, Jump, Knowledge (arcana),
Spelleraft,
Languages: Common, Draconic, Elven,
Feat: Point Blank Shot, Weapon Focus (ranged spell),
Weapon: Greataxe (1d12/3), 3 javelins (1dea, 30 [1.),
Armor: Chain shirt (+4 AC)
Other Gear: Spell component pouch, standard adventurer’s
leir, 10 gp.
Spells Known: 1st—Kelgore's [ire bolt, ray of enfecblement;

O—acrd splash, disrupt undead, vay of frost, touch of faligue,

Package 2: The Defender
Dhawar Draske bl
Ability Scores: Ser 15, Dex 13, Con 14, Int 14, Wis 10, Cha &,
Skills: Concentration, Decipher Script, Knowledge (arcana),
Spellerafi
Languages: Common, Dwarven, Goblin, Orc
Feal: Toughness.
Weapon: Dwarven waraxe (1d10/3),
Armor: Scale mail (+4 AC), lighr wooden shield (+1 AC).
Other Gear: Spell component pouch, standard adventurer's
i, 22 gp
Soells Komown; 1st—lesser deflect, resist enevgy; 0—acid splash,

disyupt undead, ray of frost, touch of fatigue.

Package 3: The Skirmisher
”I Duskblade
Abulity Scores: Str 15, Dex 15, Con 10, Int 14, Wis 10, Cha &,
skills: Climb, Concentration, Jump, Spellcraft, Spor {ec).
Languages: Common, Draconic, Elven, Sylvan,
Feat: Diodge.
Weapons: Glaive (1d10/%3}, five javelins (1ds, 30 fr.)
Armaor: Studded leather (+3 AC),
Other Gear: Spell component pouch, standard adventurer's
kit, 42 gp.
Spells Knism: 1st—snwift expeditions relveat, true strike; 0—acid

splash, disrupt upidend, vy of frost, touch of fatigue.

DUSKBLADES IN THE WORLD
“Your x!'e“_x cartniel penetrate my ”""H“'”l defenses. You are help.
less, wizard!

~Last words of Zufir Halag, rakshasa lord

The duskblade combines the best fearures of the fighter and
WIEAL Ll. r"LlHI'Ll'llill.j{"' '||'|.EI"LE' I.‘]:El'lt_"l;"'l'l IS 1‘“!""\. |'H_'{"i|:l|:11,' 'hl.":.' ]'I..,I'LL'
S0 ]l].'l]']!r' |'||'||i|||'|'1I |'||...|_|_'|i|.'.'|J ;.i‘l'll.i r11.|:'ii'.1|.:!1.'.'|i];ii'.'l|;‘ ||.|"|-H.'!'|-I EVEryY
round; their ability 1o deliver touch spells through a melee
attack is particularly potent.

Daily Life

Che life of a duskhlade is one of constant training. Each
llkl.‘{l’i.]“l..ld.{‘ must .'Hi“.'l'.ll[l‘l |'|I:"l.)||.'1|'!|' |:}I:" H| ?;'u’-'i:lrlllnilﬁll;"r. ! I.[{'![
spellcaster, and an expert in the esoteric rechniques of
arcane channeling. Each of those elements requires years
to master; put them rogether, and you have a training regi
men that only the most driven characters can maintain.
Che typical duskblade is doing calisthenics in the castle
courtyard before the other characters wake up in the morn-
ing and practicing somatic gestures long after evervone
else has gone to sleep in the evening Exceprions exist,
of course, but in general duskblades have a repuration as
driven, focused individuals

Motables
Since duskblades are few and far berween, they are narural
loners, wandering far and wide in search of advenrures that
will prove a suitable challenge for their unique combination
of abilities. Such is the case with Gwilor the Swift, a wild elf
who adventured in the woodlands of his people fora century



or so before he commirted himself entirely to a crusade
against the duergar and spent the rest of his long career on
extended forays into the underground.

Oriher duskblades join like-minded adventuring groups.
Given their own mix of melee and :-:|JL'”L asting ahilities,
duskhblades are willing to try unusual combinations, such
as in the case of Taiglin the Fair, a gray ell duskblade who
formed a highly successtul party with o human hexblade and
a halfling warmage,

Still others are restless, moving from group to group and
gred to area in search of new challenges. For example, Hallia
Yelebane, a selfraught halfelf duskblade, ravely stavs in the
game country more than a month or two. She arrives, seeks
out a suitable challenge for her talents, throws herself into
thar adventure, and then moves on. In the course of her
career [brief by elven standards), she has rescued a halfling
metropolis from a cabal of mind flayers who were “farming”
the small humanoids for their brains, tepmed with a githzerai
monk to defeat a famed githyanki knight (and claimed his
silver sword 2s her own), and exposed malenti infiltrarors in
an aquatic elf community and thus turned back a sahuagin
invasion, along with other exploits. Hallia’s nickname derives

from her unexpected victory, early in her career, over one of

her fellow duskblades, the elf Yele, who until then had boasted
that he had never been defeated in 2 one-on-one duel. The
two became fast friends and now make d point to duel ar least
ONCE every yedr.

Organizations
Because of the elven heritage of the class, many duskblades
gravitate toward the elf lands even if they aren’t elves
themselves. Knowledge of duskblade fighting rechniques
is sufficiently rare that no large company of duskblades
exists—or, if one does, it's a well-kept secret. For centuries,
the class has been sustained by nothing more than solitiry
masters who teach duskblade skills and spells to worthy
apprentices, and by those who have taught themselves the
technigues from long-neglected tomes and rratning manuals
Maore recently, some selFtaught duskblades have appeared
who master the difficult technigues required by the class
through some innate instinct. No matter what their origin,
all are equals in the eyes of their fellow duskblades
Duskblades love to test themselves against each other; on
the rare occasions when the paths of two duskblade adventur-
ers happen to cross, they will always make rime for a friendly
duel before they part. Given elf life spans, some duskhbludes
maintain friendly rivalries that can last lor centuries,

MNPC Reactions

Few common folk understand who or what duskblades truly
are, and most assume those duskblades chey happen to meer
are simply Aghrers with a bic of sorcererability for vice versa),
Legends speak of ellheroes skilled with both blade and spell,
but these tales do little 1o inform anyone of the specific abili
ties of the duskblades. Most adventurers react to duskblades

with some wariness because a duskblade’s combination of

abiliries makes it very hard to judge how powerful orcapable

such a character is in any situation.

DUSKBLADE LORE

Characters with ranlks in Knowledge (arcana) can research
duskblades to learn more abour them. When a characrer
miakes a skill check, read ar paraphrase the following, includ-
ing the intormation from lower DCs.

DC 10: Some elves have the ability to cast arcane spells
while enpaged in melee combat; such elves are known as
duskblades.

DC 15: Not all duskblades are elves; somerimes members of
other races master the class's special techniques of spellcase
ing in melee.

DC 20: Duskblades preserve an ancient rradition that enghles
them to deliver spell damage through weapon srrikes,

DUSKBLADES IN THE GAME

Cruskblades hie easily into an ongoing game because of their
small numbers and enigmatic mix of abilities. The presence
of the class is easily explained as your players explore more of
the world—thev simply hadn't encountered any duskblades
until now, or had mistaken those they did encounter for
multiclass hghter/wizards, Now thar they've discovered this
aspect of the serring, however, they 're free to multiclass into
the duskblade class or 1o begin a new character wirh levels
only in the new class,

Adaptations

One of the more interesting ways to adapt this class to your
catmpaign is o keep the class abilities more or less the same
but to change the race involved. For example, the githyanki
have a tradition of multiclass fighter/wizards known as
gish: these individuals could easily be reconceived as a gith
duskblade class, Unexpected combinations would be the most
striking, such as a previously unrevealed halfling duskblade
class. Afterall, few expect halflings to engagein melee except
when making sneak actacks, but when magically boosted
by bull's strength and the like and fighting with oversized
weapons, they could prove unexpectedly deadly against those
who underesrimare them—which, afterall, is the essence of
the duskblade class,

Sample Encounter

An encounter with a duskblade should highlight his com-
bined use of spells and melee abilities. The duskblade should
use his spells to force the PCs to close into melee with him,
and then he should batter them with a barrage of rouch spells
delivered through his melee artacks. Fighting a villainous
duskblade should be tricky, because he'll use the tools that
are most effective against each character (for example, spells
requiring Reflex saves against the Aighter and powerful melee
attacks against the wizard).

EL 7: Yele has always been drawn to both physical combar
and the study of magic. As 1 duskblade, he combines the two
into one seamless Aghting style. An adventurer |_'|1_,' trade, Yele
could encounter the characters as a friend or o foe. 1fas o foe,
iris L"'i.‘.'L--Cl.'.l}:L‘ S0me enemy (Jj-| J'!I'f' .'ll.l'l"l."n' LUrers l'!.'l:i ENCoL rﬂgﬁkj
Yele to go after them for some reason, perhaps 1o gain some
magical rreasure currently in their possession thar would
significantly boost either his swordplay or his spellcasting,




If as a friend, Yele could join with the adventurers ro search
for some lost piece of arcane lore or because their ques
strikes him as likely to prove an interesting challenge for
his talents,

YELE CR7
Male elf duskblade 7

NG Medium humanoid

Init +6

Senses low-light vision; Listen +2, Spot +2
Languages Comman, Elven, Gnoll, Sylvan

AC 21, touch 13, flat-footed 19

hp 35 (7 HD)

Immune sleep

Fort +6, Ref +7, Will +6 [+B against enchantments)
Speed 20 ft. (4 squares)

Melee +1 longsward 411746 {1d8+4/19-20)

Base Atk +7; Grp +10

Atk Options arcane channeling™, guick cast™

Abilities Str 16, Dex 14, Can 11, Int 14, Wis 10, Cha &
S0Q able to notice secret or concealed doors, armorad
mage™, spell power®
Spell-Like Abilities {CL 7th):
5/day—dancing lights, detect magic, flare, ghost sound,
read magic
Duskblade Spells Known (CL 7th):
2nd (6/day)—ghoul touch {+10 melee touch, DC 14),
scorching ray (+9 ranged touch), swift fly
15t (7/day)—ray of enfesblement [+ ranged touch),
resist energy, shocking grasp (+10 melee touch), swifi
expeditious retreat, brue sinke
0 (6/day)—acid splash, disrupt undead, ray of frost (49
ranged touch), taweh of fatigue (+10 melee touch,
Dc12)
Feats Combat Casting®, Combat Expertise, Improved
Initiative, Lightning Reflexes
Skills Concentration +10 (+14 casting defensively),
Knowledge (arcana) +12, Knowledge (the planes) +12,
Listen +2, Sense Motive +10, Spot +2
Possessions +1 breastplate, +1 light shield, +1 longsword,
cloak af resistance +1, ring of protection +1
*(lass features described on page 20

Duskblade Spell List
The duslblade's spell list appears below. Spells princed in
this book are marked with an asterisk.
0 Level: acid splash, disvupt undead, vay of frost, touch of
fatigue.
1st Level: Bighy's tripping hand®, blade of blood®, burning
hands, cause feir, chill touch, color spray, pump, Kelgore's fioe balt®,

SWIFT EXPEDITIOUS RETREAT, SWIFT FLY,
AND SWIFT INVISIBILITY

Three spells on the duskblade’s spell list—swift expeditious re-
treat, swift fiy, and swlﬁ iruisibility—appear in Spell Compendjin,
Ifyou do not have that baok, treal these spells as their nanswift
versions, except that their casting time is 1 swift action and the
duration of each spell is 1 round.

resiedenergy, vouse®, shocking grasp, stand®, swift expeditions retreat,
triee sirike,

2nd Level: animalistic power®, bear's endurance, Bighy's strife
ing fist®, bull's strength, cal’s grace, darfovision, deflect®, dimension
hop®, ghoul touch, Melf's acid arvowy, scorclung ray, see invisibility,
secking vay®, spider climb, stretch weapon®, swre strike, swift fly,
swift imwvisibality, touch of idiocy.

3rd Level: crown of mught®, crown of protection®, dispelling
lowech®, doomt seavabs®, energy aegis®, enevgy surge™; grenter magic
weapon, halt™ keen edge, protection from energy, vay of exhaustion,
regroup®, vanipiric fouch,

4th Level: Bighy's interposing hand, channeled pyroburst®,
dimension door, dispel magic, enevvate, five shield, phanlasmal
feiller, shout, toxie weapon®.

sth Level: Bighy's clenched fist. chain lightning, disinlegrale,
hold monster, polar vay, slashing dispel®, sonie shield", waves

of fatigue.

KNIGHT

“I affer you surrender or an honovable death in battle. The choice
% yours.”

—Archibold the Impetuous

A knight is a proud, skilled melee combatant who fighrs in
the name of honor and chivalry. A knight relies on more
than @ sharp sword and a stout suit of armor o defear her
foes. Her drive, determination, and fighring spirin allow her
to control the battlefield in ways that others cannot match.
A knight can challenge an opponent to a duel, calling upon
the foe's pride and ego to force his hand. The knight's talent
with heavy armor, shields, and defensive tacrics grant her
the abiliry to disrupt her foe's plans. Only the most talented
rogues and monks can slip pasta knight's defenses to strile at
her allies. An adventuring group with wizards, sorcerers, and
other lightly armored members thrives with the assistance
of a knight. While the knight keeps enemies oce u]'lir-.l. her
allies can use their ralents and abilivies without fear of artack
or harassment.

The knight class is a great choice if vou want o play a tough,
durable meles combarant whose strong personality allows you
to manipulate vour foes. Weaker foes cower in fear before vou,
while stronger foes move to strike you rather than vour allies
when you play on their egos and challenge them to duels.
Your expertise in using armor and carrying a shield allows
vou to form an impregnable defensive line. Once vou engape
i foe, he has difficulty moving away to threaten your allies
[ you want to be a froneline melee combatant who defends
the rest of the party and manipulates opponents, the knight
is a good choice.

MAKING A KNIGHT

A low-level knight is similar to a cross between a Aighter and
a bard. You have many hir points, a high Armor Class, and
an ability similar to bardic music (the knight's challenge
class feature). You can pick a single foe, usually the one who
poses the most dangerous physical threat, and gain a bonus
on attack rolls and damage rolls against that opponent. You




must pay close artention to the knight's code of conduer,
since it forbids vou from taking advantage of several tactically
useful situations,

You excel in combat in 2 manner similar to a Aghrer—but
while a fighter can slay a monster, your primary talent is
yvour ability to keep that monster away from your allies
while vou battle it. It might rake you longer to win the
dav, but vour many hit points and strong defensive abiliries
help preserve you. Best of all, your defense enables your
allies o funcrion at full capacity withour being subject to
cthe monster's attacks. Any sorcerer or wizard in the party
thrives when vou are there ro absorb attacks and held hack
vour mutual foes

As you advance in level, you gain the ability to dictate
a foe's actions, forcing him to attack you instead of other
targers. Wealeer opponents, which typically appear in num-
bers 1oo large for vou 1o hold them all back, quail in terror
when you menace them, Even if they slip past you, they
take penalties when they arrack your allies. Your knighe's
challenge and shield block class features combine to let
you excel in one-on-one melee, granting you a bonus on
actack rolls, damage rolls, and Armor Class against a single
foe of your choice. If the group faces a mighey villain or a
single, overwhelming physical threar, it's up to you to keep
the monster occupied while your allies cast their spells or
maneuver for position.

Abilities: You benefir from a high Charisma score, since
it determines how often vou can use some of your abilities
and the save DC of those abilities. A high Constitution allows
you 1o increase your already impressive hit poinr total, thus
balstering vour capacity to defend your allies. Strength
improves your combar abilities, making you more effective
05 a front-line characrer,

Races: The majority of knights are dwarves, humans, and
halfelves. The dwarf's tendency toward order, comhbined
with that race's militaristic bent, gives rise to Aghting orders
dedicated toupholding justice and obeying an honorable code
Dwearf knighrs also serve as wandering dispensers of justice
berween isolated settlements who enforce the rule of law
and protect small clanholds. Humanity, with its sprawling
kingdoms and empires, produces many knights who fight
as much for king and country as for personal honor and
monetary rewards. Some halfelves enter into such service as
well and can rise to high ranks within such orders. Cnomes
and halflings rarely become knights, since the knight's
straightforward code of conduct runs counter to the small
races' reliance on trickery and clever planning, Few halt-orcs
ligve the opportunity to become knights, but when they do
iheir natural strength serves them well. EIf knights are rare,
since elves prefer freedom and fexibilicy over the rigid code
of honor all knights must follow.

Alignment: Knights are always lawtul, Their dedicarion
to 2 code of conduct is bur one expression of their devorion
to order. Most knightly orders arise as institutions forged to
protect a kingdom from invaders or to enforce the law against
chaos from within.

While knights value order, they tend in equal numbers
toward good, evil, and neurrality. Lawtul good knights see

order as 2 tool o protect the innocent and weak from evil
Lawful evil knights believe that the social order serves to
reward the strong, Lawful neurral knights sbhor the destrue
tion and suffering that chaos can bring and so uphold order
tor its own sake,

Starting Gold: 6d4:<10 gp (150 gp).

Starting Age: As paladin i PH 109},

CLASS FEATURES

Your class features involve mastering the use of armor and
shields and learning how to manipulate your foes so that
melee combat takes place on your terms, not theirs,

Weapon and Armor Proficiency: Enights are profi-
cient with all simple and martial weapons and with all
armor [ heavy, medium, and light) and all shields (except
tower shields).

Knight's Challenge: Your dauntless Righring spirir plays a
major role in vour fighting stvle, asimportantas the strength
of vour arm or the sharpness of your blade. 1n battle, you
use the torce of your personality to challenge vour enemies,
You can call ourt a foe, shouting a challenge that boosts his
confidence, or issue a general challenge thar strikes fear intoe
weak opponents and compels strong opponents o seek you
out for personal combar. By playing on your enemies’ ego,
you can manipulate your foes,

You can use this ability a number of times per day equal 1o
1/2 your class level + your Charisma bonus (minimum once
per dayh As vou gain levels, you gain a number of options
that you can use in conjunction wich chis ability.

Even if you and your foes lack a shared language, vou can
still effectively communicate through body language, rone,
and cerrain oaths and challenges you learn from a variety of
different tongues.

Fighting Challenge (Ex): As a swilt action, you can issue a
challenge againsta single opponent. The rarget of this abiliry
must have an Intelligence of § or higher, have a language of
some sort, and have a CR greater than or equal to your char-
acter level minus 2. If it does not meet these requirements,
a use of this ability is expended without effect,

[f the rarget does meet the conditions given above, vou
gaina +1 morale bonus on Will saves and a +1 morale bonus
on attack rolls and damage rolls against the rarger of this
ability. You fight with renewed vigor and energy by placing
vour honor and reputation on the line. If your chosen foe
reduces vou to 0 or fewer hit points, you lose rwo uses of vour
knmight's challenge ability for the day because of the blow ta
your ego and confidence from this defear,

The effect of a hghting challenge lasts for 2 number of
rounds equal to 5 + vour Charisma bonus (if any),

[f you are capable of issuing a knight's challenge more
than onece per day, you can use this ability more than once
inasingle encounter. I your first chosen foe is defeated
o Ilfl."':\ rjl{' AL, You can 'ith.l.l,‘ ] NEw L‘J‘J:l”{‘.ngr oa d.l:l-
terent foe. You cannot switch foes if your original target is
still active.

At 7th level, the bonus you gain from this ability increases
1o +2, At 13th level, it rises to +3, Ar 19ch level, it increases
to +4.




TABLE 1—4: THE KMIGHT Hit Dne: d12

Base
Attack Fort  Ref  Will
Level Bonus Save Save Save Special
1st +1 +0 +0 +2 Fighting challenge +1, knight's challenge, knight's code
2nd +2 +0 +0 r3 Mounted Combat, shield block +1
rd +3 +1 +1 +3 Bulwark of defense
4th =4 +1 +1 +4 Armor mastery (medium), test of mettle
5th +5 +1 +1 4 Bonus feat, vigilant defender
Gth +6/+1 +2 +2 +5 Shield ally
7th +7j42 +2 +2 &5 Fighting challenge +2
&th +&{+3 +2 +2 b Call to battle
Oth +9/+4 +3 +3 b Armor mastery (heavy)
10th +10/+5 +3 +3 +7 Bonus feat
11th +11/+6/+] +3 +3 +7 Shield block +2
12th P12{47 142 i s 4 Daunting challenge
13th +13/+8(+3 i 4 +& Fighting challenge +3
14th +14 /45 +4 4 4 +9 Improved shield ally
15th +15/4+10/+5 5 +5 9 Bonus feat
1ath F16/+11/+6/+1 5 +5 +10 Bond of lovalty
17th +17/+12/+7/+2 +5 8 +10 Impetucus endurance
15th +18{+13/+8/+3 +6 +6 +11 =
19th +18/+14 /49 /+4 +6 +6 +11 Fighting challenge +4
20th +20/+15/+10/+5 +h +6 412 Loyal beyond death, shield block +3

Class Skills (2 + Int modifier per level, x4 at 1st level): Climb, Handle Animal, Intimidate, jump, Knowledge (nobility and
royalty), Ride, Swim.

Test of Mettle {Exl: Starting at 4th level, you can shour a The effect of a test of mertle lasts for a number of rounds
challenge to all enemies, calling out for the mightiest among  equalto 5+ vour Charisma bonus (ifany), Whether a crearure
therm to face you in combat. Any target of this ability must fails or succeeds on its save against your test of meitle, itcan
have a language of some sort and an Ineellipence score of 5 only be targeted by this elfect once per day.
or higher, Creatures that do not meer these requirements are Call to Baltle (Ex): Stacting at 8th level, you become an
immune to the test of mertle. You must have line of sightand inspiring figure on the bartlefield. When all seems lost,
line of effect to the targets of this abiliry. you are a beacon of hope who continues to fight on despite

Asaswiltaction, you can expend one use of your knight's the odds. No cause is vet lost when a knight still batcles
challenge ability to cause all your enemies within 100 {eet on its name.
with a CR greater than or equal ro yvour character level minus As g swifr action, you can expend one use of vour knight's
2 to make Will saves (DC 10+ 1/2 your class level s yourCha  challenge ability to grane an ally another save against a fear
modifier). Creatures that fail thissave are forced toattack vou  effect. The targer gains a bonus on this save equal o your
with their ranged or melee ateacks in preference over other  Charisma bonus (ifany). If the rarget succeeds on this save,
available rargets. IFa foe artacks by casting a spell orusing  he gains the benefit for a successful save against the atrack
a supernatural ability, he must target you with the atrack or or spell. This ability reflects your talent to inspire your allies
include you in the effect's area. in the face of a daunrting foe.

An opponent compelled toact in this manner is not thrown For example, Lidda fails her save against a lick's fear spell.
into a mindless rage and does not have to move to attack y O his next action, Siv Agrivail uses his call to bartle abiliry
in melee if doing so would provoke attacks of opportunity to grant Lidda another save, [fshe succeeds, she immediately
against him. In such a case, he can use ranged attacks against shrugs off the effect of the fear spell
youor attack any opponents he threatens as normal. 1f anyene Daunting Challenge | Ex): Starting ar 12ch level, you can call
other than you attacks the targer, the effect of the test of  outopponents, striking fear into the hearts of your enemies.
mertle ends for that specific target. In this manner you separate the strong-minded from the

[t you are reduced to 0 or fewer hit points by an oppo- weal-willed, allowing you to focus on opponents that are

nent forced to artack you due to this ability, vou gain one worthy foes.

additional use of your knight's challenge ability for chat Asaswiftaction, you can expend one use of vour knight's
day, This additional use comes from increased confidence challenge ability to issue a daunring challenge. This ability
and the knowledge that you have proved your mettle as a affects all crearures within 100 feet of you that have a CR less
knight against your enemies by calling out foes even against than your character level minus 2. Targets must be able to
overwhelming odds. This addirional use disappears if you hear you, speak or understand a language of some sort, and
have not used it by the start of the next day. Youcanonly  have an Inrelligence score of 5 or more. All rargets who meet
gain one additional use of vour knight's challenge ability in these conditions must make Will saves (DC 10 + 1/2 your

this manner per day class level + your Cha modiher) or become shaken.




Whether a creature fails or succeeds on irs save against
your daunring challenge, it can only be targered by this effect
once per day

Bone of Lovalty (Ex): Starting at 16ch level, your loyalry
to vour comrades endures even in the face of powertul
magic. You can expend one use of your knight's challenge
ability to make an additional saving throw against a mind-
affecting spell or ability. You can use this ability once per
round as a free action and can continue 1o use iteven ifan
opponent is controlling your actions with a mind-affecting
spell or abiliry.

Loyal Beyand Denth (Ex): Ar 20th level, if you are reduced
to 0 or fewer hit points by an etfect that otherwise leaves
your body inract, you can expend one use of your knight's
challenge ability to remain conscious and continue to act for

I more round before dving. You can use this ability even if

your hit point total is -10 or lower. LEyour body is somehow
destroyed before yvour next action (such as by dismbegrale),
then you cannot act. You can continue to expend uses of your
knight's challenge ability to survive from round to round
until you run out of uses, 1f you receive healing that leaves
you '.".'l.l.i'i More tl'l:lh —10 |'.|It F‘\_.'I'I LS, yvoul 'il.lr\."i'r"l,' (ot
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point totall when you stop using this
ability. Otherwise, death overrakes
you when you run out of uses of your
lnight's challenge ability,

The Knight's Code: You fight not only to defeat vour foes
but to prove your honor, demonstrate your fighting abiliry,
and win renown across the land, The storvies that arise from
vour deeds ave just as imporiant to you as the deeds them-
selves. A good lonight hopes thar her example encourages
others to lead righreous lives, A neutral knight wishes 1o
IJ|."|'|LI|LJ the cause of his liege (if he has onel and win glory. An
evil knight seeks o win acelaim across the land and increase
her own personal power,

The knight's code focuses on fair play: A victory achieved
through pure skill is more difficule, and hence wins more
glory, than one achieved through trickery or guile,

 Aknight does not gain a bonus on attack rolls when flank-
ing. You still confer the benefit of a Hanking position 1o
vour ally, but vou forgo vour own +2 bonus on attack rolls.
You can choose o keep the +2 bonus, but doing so violates
vour code of honor {see below),

= Alknight never strikes a flac-footed opponent. Instead, you
allow your foe to ready himself before artacking

+ Aknight never deals lethal damage against a helpless foe
You can strike such a foe, but only with attacks that deal
nonlethal damage,

[f you viclate any part of this code, vou lose one uze of

your knight's challenge ability for the day. 1f your
knight's challenge ability is nor available when
vou violate the code (for example, if you have
exhausted your uses for the day), you take a -2

that day. Your betrayal of your code of conduct
undermines the foundation of confidence and
honor that drives vou forward
While you cleave to your view of hon-
or, chivalry, and pursuit of glory, you
O do not force your views on others. You
0, might chide a rogue for sneaking around
i bartlefeld, but you recognize (and
perhaps even feel a bit smup about) the
reality that not everyone is fit to follow
the knight's pach,
Mounted Combar: Ar 2nd level,
you gain Mounted Combat as a
bonus fear.
Shield Block (Ex): Starting
ar 2nd level, vou excel in using
your armaor and shield to frus-
frate your enemy's attacks,
During your action, des-
ignare & single opponent
as the target of this abil-
ity. Your shield bonus
to AC against that foe
increases by 1, as you move
your shield to deflect an incoming blow,
possibly providing just enough pro-
tecrion to turn a telling swing into a
near miss.

penalty on attick rolls and saves for the rest of

b ]
b
o
=

=
[
EY

S




This shield bonus increases to +2 at 11ch level and +3 at
20th level.

Bulwark of Defense (Ex): When you reach 3rd level, an
opponent that begins its rurn in your threatened area trears
all the squares thar you threaten as difficult terrain. Your
strict vigilance and active defensive maneuvers force your
opponents o move with care.

Armor Mastery (Ex): Starting at 4th level, you are able 1o wear
your armor like a second skin and ignore the standard speed
reduction for wearing medium armor. Starting ar 9th level, vou
ignore the speed reduction imposed by heavy armor as well

Bonus Feat: At 5th level, vou gain a bonus feat chosen from
the following list: Animal Afhnity, Diehard, Endurance, Great
Fortitude, lron Will, Quick Draw, Ride-By Artacl, Spirited
Charge, Trample, or Weapon Focus (lance). You must still meet
any prerequisires for the [ear. You gain an addirional bonus
feat from this list at 10th level and again at 150h level

Vigi]nnt Defender (Ex): Starting at 51 k level, you stand
your ground against all enemies, warding the spor where
you make vour stand to prevent foes from slipping past and
artacking thase you protect. 1€ an opponent attempts to use
the Tumble skill to move through your threatened area or your
space without provoking attacks of opportunity, the Tumble
check DC 1o avoid your artacks of opportunity increases by
an amount equal to your class level.

Shield Ally (Ex): Starting ar ath level, as an immediate
action you can opt to abhsorb part of the damage dealt to an
adjacent ally. Each time this ally takes damage from a physical
attacl before your next turn, you can take hall this damage
on yourself. The targer akes the other halfas normal. You can
only absorb damage from physical melee attacks and ruinged
attacks, such as an incoming arrow or a blow from a sword,
not from spells and other effects.

Improved Shield Ally (Ex): At 14th level, your abiliry
to absorb damage increases. Once per round you can abeorh
all the damage from a single attack directed against an
adjacent ally. In addition, vou continue to absorh half the
damage from other physical artacks on an adjacent ally, if
you so choose. You must decide whether to use this ability
after the artacker determines thar an artack has succeeded
h ur |:'r|:"|-{ e ]1“ rLll ]‘- I.| il r11..|.g|.'.

Impetuous Endurance (Ex): Starting at 17th level, your
fghting spirit enables you to push your body beyond the
normal limits of endurance. You no longer automarically fail
a saving throw on a roll of 1. You might still fail the save if
your result fails o equal or bear the DC,

PLAYING A KNIGHT

Asa knight, you are driven o prove your abilities, showcase
the code of chivalry as a proper way 1o live, and defend your
allies. You are imperuous and brave, never backing down from
a C].'.I:l“r.‘]‘.il{‘. When vou face a |t1ig|1t v foe, vou take 2 moment
to call our a challenge o him, salute his fighting abiliry, or
list his crimes that you seel to avenge.

Keligion
Knights value order and honer in all things. They worship
lawful gods, though whether their parrons are good, neurral,

or evil depends solely on the knight's preferences. Good
knights favor Heironeous, while neutral ones follow St
Cuthbert. Evil knights, if they venerate a god, offer pravers
to Hextor. Knights of Heironeous and Hextor are renowned
for the epic duels they have fought against each other
Opposing armies somerimes halt their advance o allow
these sworn enemies to duel 1o the deach before the rest of
the battle is joined.

Other Classes

You respect paladins tor cheir skill in combat and devorion to
a code of conduct, although their path is sormewhat different
trom