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In the Middle East, the two millennia that preceded the time of Jesus
were not the dawn of civilization, but the steps that humanity took
during this era were impressive. It was not the age of Pyramids, but great
builders constructed less heralded works of even greater scope.

It was an era of kingships and rebellion, a time of clashing superpowers that
built cities and monuments to the gods and the egos of great kings. It was
an era when charioteers rode the battlefield like knights, when the warnings
of wizards were treated like the voices of the gods, and when empires fell
without a trace before an enemy whose footsteps have managed to elude
history, the Peoples of the Sea. And yet somehow, in the middle of all this,
a small tribe called the Israelites rebelled against the great powers, enduring,
and becoming the foundation for three of the world’s great religions. Given
how much of human history is shaped by lofty gilded bullies, it is humbling
to consider that these descendants of nomads and slaves, a tiny, historically
insignificant culture, could cast such a mighty shadow on human destiny.

It’s a great story, but can you turn it into a roleplaying game?

The Bible may be a little short on dungeons and hoards of magic and
treasure, but it does have plenty of conflict, the battle between good
and evil, sex, politics, religion, and enough violence to make even the
blood-thirstiest barbarian wince. That sounds like a good place to game.

Some gamers may feel that there are certain subjects that shouldn’t

be roleplayed, and the Bible may be at the top of their list. That’s a
legitimate opinion, but if you can make a film out of controversial
subject matter, you can game it. But because it is a sensitive subject, we
need to offer an explanation for some of the choices we’ve made.

POSSIBILITISS

There are a number of approaches that we could have take to roleplaying
in a Biblical setting. We could have tried to make this into a game
targeted specifically at Christians or Jews who wanted to study about
their faith. But RPGs work best as entertainment, particularly when the
designer is not a pastor and not trained in theology. Testament draws on
the Bible as its primary inspiration, but it’s not meant to be a vehicle to
proselytize the author’s (or anyone else’s) views.

We could have done this purely as a historical supplement and viewed
any event (especially the supernatural or miraculous) with the suspicion
of a modern eye. But we're running a fantasy game, a game of magic
and mythology, and if prophets aren’t empowered by the god of Israel,
demons don't drive men mad, and giants don't walk the Earth, we’re not
doing the source material justice.

Instead elements of history and the religions of four major cultures have
been mixed together, and it all could be true. The Testament setting draws
upon historical sources that describe the cultures of the Israelites, but also
includes neighboring civilizations, such as the Babylonians, Egyptians,
Canaanites, and Hittites, who also have gods who empower their cultures.
We've also included creatures from non-Hebrew mythology and the
Apocrypha to expand the monstrous challenges faced by heroes, and to
facilitate GIMs who don't want to run Israel-centric campaigns.

Roleplaying games empower the Game Master and the players to tell
the stories they want to tell, and play the games they want to play, and
it’s up to the GM to decide what’s true and what isn't in this recreation
of a mythological world. We've provided advice on a few of the more
controversial questions, but in the end the GM has to run the campaign
he feels comfortable running.

MOS<ES WAS A WHAT?

In the world of Testament, Moses is listed as a 3rd-level paladin/7th-
level Levite priest/10th-level prophet of the Lord. We know that Moses

didn’t throw around cure spells in the Bible, his staft was not enchanted

with a control water spell, he probably didn’t look a thing like Charleton
Heston, and he likely didn't race around in a chariot with Ramesses
before he became pharaoh; we aren't claiming factual accuracy.

Instead, we are striving to capture the spirit of the Bible. We’re trying to
portray the general characteristics of the Biblical characters: Samson is
really strong, Moses is a miracle-worker of incredible power, David is a
poet as well as a warrior, and angels are great and terrifying creatures.

We interpret the source material metaphorically. In other words, the
Bible doesn't tell us that Israclites physically battled tempter devils, or
sphinxes, or other mythical monsters, or that seraphs transformed into
fiery serpents (although there is etymological evidence to suggest that
they could), but adding these features makes the game more playable.

This is a milieu where the gap between the mundane and the mythic is
pretty large. In a typical RPG campaign, there’s a smooth gradation of
power levels; in the stories of the Bible, power tends to come in two forms:
very small and very large. In order to provide challenges to a wide variety of
power levels, we've extrapolated a lot of the magic and monsters (which has

happened to an awful lot to Biblical material throughout the ages).

We’re also dealing with subject matter where there are more differences
in interpretation than in any other literature in history. No simulation of
the Jewish Bible will satisfy all interpretations. We provide our version,
but ultimately the interpretation of the campaign belongs to the GM,
who can alter it to taste.

<SSENTIAL <ONKEPTS

Some concepts that set the world of Testament apart from other d20
System campaign settings include the following.

<RAS

Unlike many other settings, which focus on a single point in time,
Testament covers four major political spheres over a millennium of time.
Era is the term used to describe the specific place and time in which the
GM chooses to set the campaign.

COSMOLOGICAL SPHERSS

In the conflicting worlds of Testament the contradictory cosmologies of
the ancient world aren’t reconciled into a single truth; instead, each of
the truths of the different cultures is valid for its members.

Thus, Egyptian characters are sure that when they die they’re judged

on their adherence to the principles of ma’at, and if they pass the test
the nine parts of their souls enjoy a healthy afterlife, so one of the
motivating principles in life for them is to ensure that they do well after
death. At the same time, Israelite characters believe that their purpose
in life is to hold true to the terms of their covenant with the Lord, to
ensure the continued prosperity of his Chosen People in this world.
And from the Canaanite perspective, life is a struggle, then you die, the
afterlife is no great shakes, so you may as well enjoy life as it lasts.

The gods of the different pantheons all exist, and each pantheon has
roughly the same amount of power over the domains of its mortal
followers.

DIVINS VS. ARCANS MAGIC

Some cultures straddle the traditional boundary between divine and
arcane magic; the Egyptians, for example, see little or no difference

between the forms. On the other hand, the Hebrews think of magic
as solely the province of the Lord and the use of arcane magic ranks

among the highest of blasphemies.

-5 -
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The god of Israel is referred to in many ways in the Bible. His personal name is YHVH (often pronounced Yahweh in modern times;
possibly pronounced more like Yau or Yaui in ancient times). This holy name probably stems from the Hebrew word meaning “to be,” and
it was not generally bandied about by the Israelites; the only time it was spoken aloud was by priests at the First Temple, who said it only
on Yom Kippur, the most sacred day of the year, at a time when their words were drowned out by the singing of psalms, and by priests of
the Second Temple who whispered the word so as to keep it secret and sacred.

The first two letters of this holy name appear in many Jewish names: names with “yah” or “iah” like Jeremiah or Netanyahu, or “Jo” (“Yeho”
in Hebrew) like Joshua. The elements can even appear more than once, such as in the name Josiah.

In general usage, though, Israelites substituted another word for the personal name of their god when they spoke it aloud. Adonai
(“Lord”) was a common substitute, and when the consonants YHVH were written in the Bible, diacritical marks representing the vowels
for Adonai were written under the letters as a reminder of what word should be spoken in its place when reading the Bible or prayers that
used Biblical quotations. Texts that included the personal name of the god of Israel could not be deliberately destroyed by Isracelites, so
they didn’t write his name on anything that they weren't willing to preserve forever in the way they stored holy texts.

El (“High One”) was often combined with other words to refer to the god of Israel; e.g., El HaKadosh (“the holy god”), El Emet (“the

god of truth”), or El Shaddai (“God almighty”).

Name”).

ﬁ|

Related to El are the words Elohah (“god”; a generic term referring to any deity) and Elohim (a plural form, meaning “gods” when
referring to foreign deities, and the abstract quality of “divinity” when referring to the god of Israel).

The importance of the name of Israel’s god in the religion should not be underestimated. Sin was called Chillul Ha-Shem (“profanity
against the Name”), while deeds that glorified him and enhanced Israel’s reputation were called Kiddush Ha-Shem (“Sanctification of the

Testament uses the personal names of the gods of other religions, but the terms “god of Israel” and “the Lord” to refer to YHVH.

|I——

THE HIDDSN WORLD

Many powerful beings are Hidden from the world; they walk among mortals

unseen. This is more than invisibility or etherealness; it’s a state of divine

Martirn

grace (or infernal power) that hides them from humanity, unless called upon
to intervene in our world.

PISTY

In Testament campaigns, the GM is given the option of replacing
traditional d20 System alignments with Piety, a measure of how well
attuned the character is to his society’s concept of a moral person. A
pious character can hope to receive boons from his god, but when a
character commit evil acts, his Piety score decreases, making it difficult
to contact his god, and improving the chance of the character being
cursed.

OMMUNITY

This is a historical era where the health of the community is more
important than the glory of the individual, so as well as adventuring,
player characters can participate in the activities of their home villages
or towns: herding cattle, growing crops, and making trade goods, in
addition to assisting with the many problems (internal and external)
faced by the tribe.

ADVSNTURS AWAITS!

Welcome to the wild world of the late Bronze Age Middle East,
where the servants of the gods walk hidden among men, and empires
struggle to maintain their supremacy in a world of change, where the
descendants of fallen angels plot against man, and monsters tread the
Earth. Have fun.

B<«?

Throughout Testament we use the religiously neutral terms BCE
(Before Common Era) instead of BC (Before Christ),and CE
(Common Era) instead of AD (Anno Domini).
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Character generation in the Zeszament setting is identical to that in
other d20 System settings with only a couple additional steps.

. The GM decides the era in which the campaign will be staged
. The player decides his PC’s nationality and picks a character flaw

for him.

<k4

Before the campaign begins, the GM must pick an era for the campaign.
The era specifies the time and place in which the campaign is set, and
which people are the focus of the campaign. If a GM chooses to focus
on the Israelites, the following eras are available:

ANT<DILUVIAN
(APPROX. 2000 BL4)

This is before the Flood, when men live to be over 900 years old, and
giants walk the Earth in great abundance. This is an age of mythic
kingdoms, demons, and the struggle of humanity to survive against
primal forces and terrifying evils that both threaten and tempt it.

In this era, the heroes may either seek to fight the growing wickedness
that threatens to bring down the Lord’s wrath, or they may work to
preserve a remnant of humanity from the Deluge.Heroes in this era
increase their age categories by a multiple of 10, such that they are
considered Middle Age at 350 years, Old at 530 years, and Venerable at
700 years. Characters can live up to 700 + (2d20 x 10) years.

ISRASL: PRE-<GYPT
(APPROX. 2000-180¢0 BL4)

This is the time of Abraham through Joseph, before the 12 Tribes were
established; good people wander amid primitive, evil cities, such as the
infamous Sodom and Gomorrah. It is also a time of awakening faith and
the struggle to discover the Lord, in both his benign and wrathful forms,
when one is as likely to wrestle an angel as to receive his assistance.

In this era, the PCs are herdsmen, farmers, and city dwellers sympathetic
to the Patriarchs and their search for a homeland and a purpose in life.

ISRASL: THE <X<obus
(1274-1234 B<<)

The Israelite slaves fled Egypt in search of the Promised Land, spending
40 years wandering in the wilderness. This is a time when faith is tested
by trial, adversity, and uncertainty about what awaits in the Land of
Milk and Honey.

In this era, the PCs fight off hostile tribes and other wilderness menaces,
while attempting to keep the morale and the faith of the people strong
as they wander.

ISRASL: TIMS ©F THE JUDGSS
(1234-1028 B<<)

This is an uncertain time, when the Peoples of the Sea devastate the
Mediterranean coasts, and the 12 Tribes of Isracl take advantage of the
upheaval by moving into Canaan. At this time there are no kings in
Israel, and law and order is kept by elite men and women called by the
Lord to be judges and prophets.

In the first part of this era, the PCs take the role of advance scouts for the
people of Israel, looking for Canaanite weaknesses and opportunities to
establish a foothold in the Promised Land. Later they assist the judges in

resolving inter-tribal conflicts and handling external threats, while tending
their own flocks and serving as leaders of their local communities. Some
may even be judges, on a local, tribal, or even national level, or prophets,
warning the people of threats from within and without.

ISRASL: THE <ARLY KINGDOM
(1028-924 B<<)

This is the time of Saul and David and Solomon, of war and rebellion and
the deeds of mighty men, the rise and corruption of great kings, and the
attempts of a fledgling nation to assert itself against its traditional enemies.

In this era, the PCs are soldiers and heroes, assisting kings whose
personal instincts aren't always the best or completely in tune with the

will of the god of Israel.

ISRASL: THE TWS KINGDOMS
(924-387 B<9)

In the days before Babylon and Assyria broke the Israelite kingdoms and
sent the best of their people into exile, brave men and women known as
prophets attempt to warn the people of the impending disaster brought
on by their own shortcomings as much as by the strength of neighboring
kingdoms.

In this campaign, the PCs deal with threats to the nation from all
quarters. They must try to forestall the wrath of the Lord by awakening
a spark of faith in a people grown cold and decadent.

ISRASL: THE <XIL<
(587-539 B<4)

Israel and Judah’s elite were deported to foreign lands, some scattered
throughout the Assyrian Empire, others concentrated in the capital of
Babylon. Many assimilated themselves into the surrounding culture
and abandoned their Israelite heritage, but some struggled to remain
true to the Lord, praying for a return to the land promised to their
ancestors.

PCs can be slaves, soldiers, priests, prophets, or scribes trying to
maintain their traditions and loyalty to the Lord while in a strange
land, and working to engineer a second Exodus. Or they can be part
of the population left behind in Israel, coping with harsh overlords
and attempting to preserve themselves in expectation of a change in
circumstances.

ISRASL: THE R<TURN
(339-323 B<<)

After a few generations of exile, the Jews were allowed to return to
Judea and rebuild the Temple. But they'd have to deal with the kinsmen
whod been left behind during the Exile, and the foreigners resettled in
the land by the Babylonians, none of whom were happy to relinquish
territory and power to the returning exiles.

The PCs can be part of the wave of religious reformers attempting to
reinstate the proper worship of the Lord in Judea.

ISRASL: THE MA<KCABSSS
(323-135 B<<)

A century and a half after the return, a new threat emerged: the Seleucid
Empire, which wanted to supplant the Jewish faith with pagan Greek
practices.
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In such troubled times, heroes emerged: prophets, clerics, and holy
warriors, seeking to warn a populace that had become corrupt and
complacent and wrest independence from the mighty Greek empire.

ALTSRNATS
<AMPAIGN SETTINGS

If the GM decides to focus on a different nation, PCs could be
Babylonian magi who wander the Earth investigating astronomical
phenomena, Egyptian priests or nobles trying to survive in the
confusing and dangerous times of the reign of Akhenaten, the heretic
pharaoh, or charioteers fighting alongside Ramesses the Great,
Sumerian demigods seeking fame and immortality, or a coalition of
Egyptians, Babylonians, Canaanites, and Israelites during the time
of the invasion of the Sea Peoples. It is a world rich in myth and
adventure.

NATIONALITY

Each player must choose a national background for his PC, which
determines his allowed classes, and suggests likely languages for him

to speak. Nationality also governs the choice of some feats (see p. 41).
The four background nations available are Babylon, Canaan, Egypt, and

Israel.

BABYLONIAN

The Mesopotamian region gave rise to many empires: Sumerian,
Akkadian, Babylonian, Assyrian. The people of the region (called by
specific names when referring to a particular empire, or Babylonians
or Mesopotamians when referring to the region’s peoples in general)
view their nation as the superpower of the age and themselves as more

[

knowledgeable and advanced than anyone else. Whichever city is the
center of a particular empire it is seen as the supreme achievement in
human civilization—and naturally it is despised by jealous peoples in
neighboring states.

Typical Babylonian PCs wish to maintain their nation’s supremacy
and honor the worship of the Babylonian pantheon while living joyful,

prosperous lives.

ALLOW<SD <LASSESS

assassin®, bard, blackguard®, cleric, desert hermir®, fighter, idol-maker®,
loremaster®, magus of the starry host, paladin, gedeshot, ranger, rogue, royal
aslro/oger*, Sorcerer, spy

*indicates a prestige class; iza/ics indicates a class unique to the Testament
setting

(Note: Because Babylonians used heavy (and brittle) clay tablets for
writing, wizards are not a common adventuring class. Only the strongest
of PCs could possibly lift or carry a high-level Babylonian wizard’s
spellbook.)

REGIONAL LANQUAGSS

Primary: Sumerian (before 1800 BCE), Akkadian (1800-500 BCE),
Aramaic (after 500 BCE); Secondary: Aramaic (800-500 BCE),
Egyptian (3000-500 BCE), Elamite (2000-500 BCE), Greek (after
330 BCE), Hebrew (after 1300 BCE), Hittite (1500-1000 BCE),
Hurrian (2000-1200 BCE), Medean (after 500 BCE), Old Arabic,
Phoenician (1200-500 BCE), Ugaritic (2500-1200 BCE), Urartian
(900-600 BCE)

<ANAANITE

The indigenous peoples of Canaan are a sophisticated culture that
established cities throughout the region.

There are three non-Israelite populations in Canaan, each with its own
cultural identity. The first are the native Canaanites, who were farmers
in the area for centuries before the invasion of the Israelites. Some are
reputed to be descended from a race of giants (see the Half-Nephilim
template, p. 128) who had ruled the land before the Canaanites’ arrival.

The second Canaanite people are the Phoenicians: craftsmen, traders, and
seafarers who live on the sea coast that lies immediately north of Israel.

The third people in the region are the Philistines, living in the Gaza
area. The Philistines are descended from the Sea Peoples who ravaged
the known world in about 1200 BCE. Some Philistines are also said to

have mixed giant blood.

A typical Canaanite character resists the invasions of other peoples
(Israclites, Egyptians, Babylonians) into his tiny kingdom, tries to
come to some accommodation with the intruders, or tries to find
some way in which he can maintain his way of life in his shrinking
homeland.

ALLOWSD <LASSESS

assassin®, bard, blackguard®, cleric, desert hermir*, fighter, idol-maker®,
loremaster®, paladin, gedeshot, ranger, rogue, sorcerer, spy

*indicates a prestige class; iza/ics indicates a class unique to the Testament
setting

REGIONAL LANQUAGSS

Primary: Ugaritic (2500-1200 BCE), Phoenician (1200-500 BCE),
Aramaic (after 500 BCE); Secondary: Akkadian (1800-600 BCE),
Ammonite (1500-800 BCE), Aramaic (800-500 BCE), Edomite (1500-
600 BCE), Egyptian (2000-800 BCE), Greek (after 330 BCE), Hebrew
(after 1400 BCE), Hittite (1500-1000 BCE), Hurrian (2000-1200
BCE), Moabite (1500-600 BCE), Old Arabic, Phoenician (1200-500
BCE), Roman (after 65 BCE), Syriac (after 600 BCE), Sumerian
(3000-1800 BCE)
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<4YPTIAN

The Egytian people are covinced that their great nation is at the center
of the world. Egypt was shaken when it was conquered and occupied by
the Hyksos in the middle Bronze Age, after which the New Kingdom
of Egypt attempted to anchor itself in a changing, uncertain world by
building monuments, temples, and tombs of imovable unchanging stone.

Player characters of Egyptian origin are caught in the struggles of
times that are more turbulent than the people would like to believe.
Restoration of the natural order is a priority for them.

ALLOW<SD <LASSE<S

assassin®, bard, blackguard®, cleric, desert hermit*, fighter, khery-heb
(replaces wizard), ido/-maker*, loremaster®, master charioteer*, paladin,
ranger, ren-hekau”, rogue, royal astrologer®, spy

*indicates a prestige class; izalics indicates a class unique to Testament.

REGIONAL LANQGUAGSS

Primary: Egyptian, Aramaic (after 400 BCE); Secondary: Aramaic
(600-400 BCE), Edomite (1500-1000 BCE), Hebrew (after 1200
BCE), Hittite (1500-1000 BCE), Hurrian (2000-1200 BCE), Kushite,
Libyan, Moabite (1500-1000 BCE), Nubian, Old Arabic, Phoenician
(1200-500 BCE), South Arabian, Ugaritic (2500-1200 BCE)

ISRASLITS

The Israelites are a serious lot, hardened by trials and the fight for
survival, and resolute in the belief that no force will keep them from
their destiny. They are a virtuous and courageous people who often need
heroes and heroines to inspire them, guide them, and keep them on the
proper moral path.

Israelite PCs are children of Israel, blessed by the Lord himself.
Typically, they wish to advance their own fortunes while remaining
faithful to the Lord.

ALLOW<SD <LASSE<S

assassin®, blackguard®, champion of Israel*, desert hermif*, fighter, judge®,
Lewite priest (replaces cleric), loremaster®, master charioteer*, paladin,
prophet, psalmist (replaces bard), ranger, rogue, sorcerer, spy

* indicates a prestige class; italics indicates a class unique Testament.

(Note: Sorcerers accrue a /of of negative piety and this class is not
recommended if the Piety system is being used.)

REGIONAL LANGUAGSS

Primary: Hebrew (before 400 BCE), Aramaic (after 400 BCE);
Secondary: Akkadian (1800-600 BCE), Ammonite (1500-800 BCE),
Aramaic (800-400 BCE), Edomite (1500-600 BCE), Egyptian (2000~
800 BCE), Greek (after 332 BCE), Hebrew (after 400 BCE), Hittite
(1500-1000 BCE), Moabite (1500-600 BCE), Old Arabic, Phoenician
(1200 BCE-500 BCE), Roman (after 65 BCE), Sumerian (3000-1800
BCE), Ugaritic (2500-1200 BCE)

(Note: An Israelite character must also choose a tribe of origin, which
determines the geographical region from which he comes (refer to the
map of tribes on p. 142). The tribes are Asher, Benjamin, Dan, Gad,
Issachar, Judah, Levi, Naphtali, Reuben, Simeon, and Zebulun, and the
“half-tribes” of Manasseh and Ephraim (Joseph’s two sons). Priests must
come from the tribe of Levi.)

FLAWS

One of the primary conflicts of the Zestament setting is the struggle with
the weaknesses every person has. Every character needs to take at least
one flaw, a quality that is viewed as unacceptable by his native society

| L

RA<< IN
TESTAMSNT

Israelites were Semites, closely related to Canaanites,
Babylonians, and Arabs. The coastal cities of Philistia
and Phoenicia were inhabited by a mix of Canaanites
and transplanted Indo-Europeans. Egypt had a mixed
population of Semites and Africans with a wide range of
skin colors.

1 I

and that can lead him into trouble. The player can roleplay the flaw as
much as he wants but should not simply ignore it; the flaw should be an
important part of his PC’s personality.

With the GM’s permission, an old flaw can be exchanged for a new one
later, say when a World-Weary veteran converts to a new religion and
becomes a Fanatic.

Any of the following flaws can be taken to round out a PC from any culture.

BOASTER

The truth is only a canvas on which the boaster crafts a magnificent
portrait of things as they should have been. If the boaster sees an
opportunity to glorify his deeds, his family’s heritage, or anything else
that might draw attention to himself, he does so. He doesn’t mean to do
anything wrong, of course; after all, everyone exaggerates.

BULLY

'The bully is cruel, makes his enemies suffer needlessly, and commits the
most heinous acts. Whatever his motivation (a desire to “do it to them
before they can do it to me” or just for sheer enjoyment), when he sees
an opportunity to belittle or abuse someone, he takes it, regardless of the
consequences.

{QVETRUS

When they see a treasure, the covetous want it; when they see a
beautiful gem, they try to take it; when they spot an item of exquisite
craftsmanship, whether or not they need it, they need it. Through the
eyes of a greedy man, the world is a storehouse, and he’s determined that
he (and only he) will possess the key.

<QWARD

That the world is a dangerous place that requires courage to face is a
fundamental truth understood by all adventurers. However, while a
coward may face danger, he won't face it for very long before running
away, congratulating himself for being smart enough not to waste his life
with “unacceptable risks.” Woe be to any who trusts in a coward to stand
beside them in their hour of need.

DECSITRUL

The deceitful person thinks that there’s nothing wrong with tricking a
person out of something precious, as long as nobody actually gets hurt.
He gets very upset when he’s tricked himself.

DRUNKARD

Wine and beer make for warm nights when the cold wind is blowing
in from the sea, and if a drunkard gets a little tipsy, well, he always has
friends to help him when he staggers, clean up his vomit, and stop
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him from trying to beat up the temple guards for sneering at him. Of
course, the one drawback about friends is that they’re always trying to
take the drunkard’s wine away, so maybe he doesn’t need them after all.

FANATIC

The fanatic takes his religion so seriously that it endangers him and
those around him. If he’s convinced that his god wants him to take a
particular course of action, he will stop at nothing to fulfill his god’s
wishes, whether it means abandoning his first-born in the wilderness or
offering to sacrifice his second-born on an altar.

QULLIBLE

The world requires a certain amount of trust, but the gullible individual
doesn’t know where to draw the line. He will follow someone he loves

to the ends of the Earth, and support his actions regardless of what he’s
doing. He believes the most outrageous lies, and fights with all his might
for the worst causes in the world.

HSDONIST

If this character is given a choice between doing his duty and having
fun, he’ll have fun. So what if he decides not to attend the sacrifice
because Ishmael is having a game of dice in the fields? No one will miss
him on watch just because he decided to see the dancing girls.

INHOSPITABLS

This character lacks any sense of charity and hospitality. The weak
(lepers, the blind, the lame) are to be shunned and scorned, the poor,
widowed, and orphaned are to be ignored, relatives are to be treated
as strangers, and strangers are enemies who should be treated with
indifference (if not hostility).

IRRITATING

There’s something about this character that rubs some people the wrong
way. Minor slights caused by the character lead to major grudges, and
enemies go to unusual lengths to harm him or exact retribution. The
character isn't necessarily arrogant or obnoxious, but he tends to incite
his enemies.

NPC attitudes are changed as follows: indifferent reactions become
unfriendly, while unfriendly reactions go to hostile. Positive reactions
remain unchanged.

LE<H<R

'The opposite sex was created for a reason, and that should be
appreciated. Okay, so that man is married; a little flirting won’t hurt
anyone. And even if that woman is the daughter of the best fighter
in the tribe, surely no one would object to a little ogling and maybe a
discrete touch.

PRoUD

Life requires compromise and the acknowledgment of one’s faults,
especially in a society where cooperation is essential to survival. The
proud person neither accepts help, nor gives it to someone who's
unlikely to acknowledge it. If a compromise must be made, he makes
sure the other person is the one who gives in. In circumstances that
require humility, he responds with arrogance. And if given a choice
between performing menial labor and starvation, he'd rather starve. And
whenever someone else is praised ahead of 4is efforts, look out!

PROFANS

This character refuses to be anyone’s slave, especially a priest’s, and if he
refers to his god in ways that don't acknowledge his divine authority, or
shows complete contempt for his priests, that’s between him and the
god.

QUARRLLS oM<

'This person enjoys arguing, even over trivial matters, even when it’s
inappropriate. If he gets bored, he starts an argument. He finds fault
where none exists, and exaggerates minor defects into tragic flaws.

RACIST

The racist thinks there are qualities inherent in the place where someone
is born or the nature of one’s ancestors that take precedence over the
personal virtues of a person. The nicest, most generous, most intelligent
person in the world is to be despised if he’s “one of them.”

SUPSRSTITIOUS

'The world of Testament is a world of understandable superstition, but

to this person every minor occurrence is an omen to be interpreted and
every major event is the result of some supernatural agent. As a result, he
spends half his time trying to predict the best course of action to avoid
supernatural disaster, and the rest of his time overreacting to incidents
he couldn't avoid. Has one of the cows become sickly? Get rid of them
all; obviously they displease the gods.

TRAGIC

Not only do bad things happen to this person, but he has the subconscious
desire to be a victim. Minor actions will have major and horrifying
consequences for their friends and comrades. The character views enduring
suffering as a positive quality and wears martyrdom as the ultimate badge of
honor (and the GM should assist him in collecting new ones).

- -
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'The vain person is obsessed with his appearance; he cannot face the
public unless he’s looking his best, and he’s jealous of anyone else with
charisma and beauty, and may even plot to make sure they look bad or at
the very least “know their place.”

WARMONGSR

To the warmonger peace is for weaklings, and the only thing in life
that’s noble is battle. When an enemy offers a surrender, he doesn't take
it. When an enemy offers an opportunity for peace, he scorns it. The
more dedicated someone is toward pacifism and diplomatic solutions,
the angrier and more explosive the warmonger’s reaction.

W<AK <F WILL

Even when he’s right, this person has no faith in his own decisions,
and is more than willing to change his opinion if someone questions
his stance. He always goes along with the crowd, even when he has a
suspicion that what they’re doing is somehow wrong.

WORLD-W<ARY

There is no enthusiasm for life in this person’s life, nor even much
melancholy; he spends most of his time in a listless depression. He’s
fatalistic about life, but even complaining does no good, so in times
when his counsel would be useful, he’s often silent.

WRATHFUL

The wrathful person is quick to take offense, suspicious of everyone’s
words, and prone to argue. There is no problem that can’t be solved by
raising his voice, and if raising his voice doesn’t solve it, he speaks louder.
When tempers flare, this person is the angriest, when people call for
calm, this man gets angrier.

LANGUAGSS

Numerous languages were spoken in the world of Testament. They
primarily fall into the following language families: Canaanite, Persian,
Semitic, and Sumerian.

A character in Testament is familiar with one native tongue (usually the
primary language listed for his nation) and may learn other languages
as available. If a character is in conversation with someone who speaks
a language in the same language family as one the PC is proficient in,
but not the exact language of the PC, conversation is possible with a
successful Intelligence check by the PC (DC 13).

Akkadian (Sumerian): The language of Mesopotamia. The language
of diplomacy throughout the world of Zestament from the 3rd
millennium BCE to the early 1st millennium, it survived until
around 100 CE.

Antediluvian (Semitic): In a mythic campaign set in the Antediluvian
era, everyone on Earth spoke the same language before the Tower
of Babel incident.

Arabian, South (Semitic): A language spoken in Ethiopia and southern
Arabia. It has no written scheme until traders imported
Phoenician script around 1300 BCE.

Arabic, Old (Semitic): A language spoken in northern Arabia by tribes
such as the Amalekites and Nabateans.

Aramaic (Persian): A dialect heavily influenced by Greek. It replaced
Akkadian in the region after the Exile.

<HARA<TERS -

Edomite (Canaanite): An ancient language of the area east of the Jordan
River during the first half of the 1st millennium BCE.

Egyptian (Semitic): The language of Egypt. Used until about 300 BCE,
after which it was replaced with Greek and Aramaic.

Elamite (Persian): The language of Persia between 2000 and 500 BCE.

Greek (Other): The language of Alexander’s armies. Spoken in the region
after 330 BCE.

Hebrew (Semitic): The language of the Jewish Bible. Spoken by Israclites
before the Exile.

Hittite (Hittite): An Indo-European language spoken by the peoples
north of Phoenicia, from 1500-1000 BCE.

Hurrian (Hittite): An Indo-European language spoken by the peoples
of eastern Anatolia, from 2000-1200 BCE.

Kushite (Other): The language of the people far to the south of Egypt.
Libyan (Other): The language of the tribes living west of Egypt.
Medean (Persian): The language of the Medean Empire, 500-100 CE.

Moabite (Canaanite): An early Canaanite language, like Edomite,
spoken in the area east of the Jordan River during the first half of
the 1st millennium BCE.

Nubian (Other): The language of the people immediately to the south
of Egypt. It was considered a magical tongue by the wizards of

Egypt.

Phoenician (Canaanite): The predominant language of Canaan during
the time of Testament.

Latin (Other): The language of the empire that dominated the region at
the end of Testament time period.

Sumerian (Sumerian): The language spoken in the southern section of
Babylonia, perhaps the most ancient language ever recorded.

Ugaritic (Canaanite): A close variant of Phoenician, common in Canaan

between 2000 and 1200 BCE.

Urartian (Hittite): The language of the Urartu kingdom of central
Anatolia, 900-600 BCE.

N<W SKILL

LITSRACY (NONS;
TRAINSD ONLY)

There are four different writing schemes in the world of ZTestament:
hieroglyphs (the pictographic script of Egypt), cuneiform (the wedge-
shaped impressions in clay of Babylon), Phoenician (the alphabetic
script of Canaan, precursor to the modern alphabet), and Hebrew (the
alphabetic script of the Bible). To read or write your own language (or
another language you are able to speak), you must buy the appropriate
Literacy skill.

Languages tend to be written in the most closely-matched script (e.g.,
Egyptian is usually written in hieroglyphs), but words in one language can
be written in the script of another if the writer speaks both languages.

This skill may be bought multiple times, once for each writing scheme.
Retry: Not applicable; there are no Literacy checks to fail.
Special: This skill can be bought with skill points or by sacrificing a

bonus language slot. One writing scheme is learned for each skill rank
bought or each bonus language slot used.

Priests and arcane spellcasters are automatically familiar with the script
of their native language.
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Characters in the world of Testament have unique roles. The core classes in the Testament setting are variants of the classes in the Players Handbook
that are designed to better approximate the feel of the setting, while prestige classes depict the setting’s specialty roles and organizations.

|
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CHARACTSR <LASSSS

Egyptian
Assassin®
Bard
Blackguard*
Cleric
Desert hermit*
Fighter
Khery-heb (replaces wizard)
Idol-maker*
Loremaster*
Master charioteer®
Paladin
Ranger
Ren-hekau*
Rogue
Royal astrologer®
Spy

TABLE -1 ALLOWABLS
Babylonian Canaanite
Assassin® Assassin®
Bard Bard
Blackguard* Blackguard®
Cleric Cleric
Desert hermit* Desert hermit*
Fighter Fighter
Idol-maker* Idol-maker*
Loremaster® Loremaster*
Magus of the starry host Paladin
Paladin Qedeshot
Qedeshot Ranger
Ranger Rogue
Rogue Sorcerer
Royal astrologer* Spy
Sorcerer
Spy
* indicates prestige class. bold text indicates a class unique to the ZTestament setting

L

Israelite

Assassin®
Blackguard*
Champion of Israel*
Desert hermit*
Fighter
Judge*

Levite priest (replaces

cleric)
Loremaster*
Master charioteer*
Paladin
Prophet
Psalmist (replaces bard)
Ranger
Rogue
Sorcerer

Spy

r
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LEVITS PRISST

These alternate clerics are the priests of the god of Israel. Following the
Exodus, the tribe of Levi was chosen to be the servants of the god of
Israel. They received no allotment of territory in the Promised Land,

as they were all to serve the Lord, either in communities within the
territories of other tribes or in the Temple in Jerusalem. The majority

of the Levites were servants, musicians, attendants and other Temple
support staff, who can be portrayed by the expert NPC class. The actual
priests of the Temple were a subset of the Levites: descendants of Moses’

brother Aaron (called kohanim).

Note: This class is for those who want more of a Biblical flavor to their
priests, balancing lower combat effectiveness and a number of other
restrictions with greater power in other spheres. Those who are less
interested in simulating a Biblical game, or who are more interested in
warrior priests, should employ the traditional cleric class.

GAMS RULS INFORMATION

Abilities: Wisdom determines the maximum level of spells a Levite
priest can cast, the number of bonus spells available to him, and his
opponents’ saves against them. A high Charisma improves his ability to
turn or rebuke the demon-possessed.

Alignment and Domains: The alignment of the god of Israel is lawful
good, and his priests must be lawful good, lawful neutral, or neutral
good. His domains are Good, Heaven, Law, Knowledge, Protection and
Strength, and his priests may choose any two of those domains; a lawful
neutral Levite priest cannot choose the Good domain.

Abbreviation: Lev
Hit Die: d6
Starting Age: 15 + 2d6

<LASS SKILLS

All the following are features of the Levite priest class:
Skills Points At 1st Level: (6 + Int modifier) x4
Skill Points at Each Level: 6 + Int modifier

Class Skills: The Levite priest’s class skills (and the key ability for

each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha),

Heal (Wis), Intimidate (Cha), Knowledge (history) (Int), Knowledge
(religion) (Int), Literacy, Perform (Cha), Profession (Wis), Sense Motive

(Wis), and Spellcraft (Int).

<LASS FEATURSS

'The following are the calss features of the levite priest class.

WEAPON & ARMOR PROFICISNCY

Levite priests are proficient with all simple weapons and with light

armor, but not shields.

Levite priests are unable to cast spells and use their other class features

when they are in a state of ritual Uncleanliness (see p. 51). While they are

able to enter combat (since killing of legitimate enemies is permissible),
touching dead bodies (even accidentally) renders them Unclean. For that
reason, even adventuring Levite priests are less apt to fight alongside the

warrior classes than the clerics of other Testament cultures.

shélLs

A Levite priest can cast almost any spell on the cleric spell list,
provided he can cast spells of that level. To cast a spell, the priest must

have a Wisdom of 10 + the spell’s level. A Levite priest’s spells are
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TABLS 2-2 THE LEVITS PRISST

Level Base Attack Bonus  FortSave ~ RefSave  Will Save Special
1 +0 +2 +0 +2 Turn or rebuke demon-possessed
2 +1 +3 +0 +3
3 +2 +3 +1 +3 Craft Phylacteries of Power
4 +3 +4 +1 +4
5 +3 +4 +1 +4 Arcane spell resistance
6 +4 +5 +2 +5
7 +5 +5 +2 +5
8 +6/+1 +6 +2 +6 Protection from serpents, speak with serpents
9 +6/+1 +6 +3 +6
10 +7/+2 +7 +3 +7 Scribe Torah scroll
11 +8/+3 +7 +3 +7
12 +9/+4 +8 +4 +8
13 +9/+4 +8 +4 +8 Plague
14 +10/+5 +9 +4 +9
15 +11/+6/+1 +9 +5 +9 Battlefield inspiration
16 +12/+7/+2 +10 +5 +10
17 +12/+7/+2 +10 +5 +10
18 +13/+8/+3 +11 +6 +11 Turn or rebuke dragons
19 +14/+9/+4 +11 +6 +11
20 +15/+10/+5 +12 +6 +12 Shield of the Lord

TABLE 2-3: LEVITS DRISST SPELLS D<k DAY
Spells per Day*

Level 0 1 2 3 4 5 6 7 8 9
1 5 141 - - - - - - - -
2 6 241 - - - - - - - -
3 6 2+1 1+1 -- -- -- -- -- -- --
4 7 3+1 2+1 - - - - - - -
5 7 3+1 2+1 1+1 - - - - - -
6 7 3+1 3+1 2+1 - - - - - -
7 8 4+1 3+1 2+1 1+1 - - - - -
8 8 4+1 3+1 3+1 2+1 - - - - -
9 8 4+1 4+1 3+1 2+1 1+1 - - - -
10 8 4+1 4+1 3+1 3+1 2+1 - - - -
11 9 5+1 4+1 4+1 3+1 2+1 1+1 - - -
12 9 5+1 4+1 4+1 3+1 3+1 2+1 - - -
13 9 5+1 5+1 4+1 4+1 3+1 2+1 1+1 - -
14 9 5+1 5+1 4+1 4+1 3+1 3+1 2+1 - -
15 9 5+1 5+1 5+1 4+1 4+1 3+1 2+1 1+1 -
16 10 6+1 5+1 5+1 4+1 4+1 3+1 3+1 2+1 -
17 10 6+1 5+1 5+1 5+1 4+1 4+1 3+1 2+1 1+1
18 10 6+1 6+1 5+1 5+1 4+1 4+1 3+1 3+1 2+1
19 10 6+1 6+1 5+1 5+1 5+1 4+1 4+1 3+1 2+1

20 10 6+1 6+1 6+1 5+1 5+1 4+1 4+1 3+1 3+1
*In addition to the stated number of spells per day for 1st- through 9th-level spells, a Levite priest gets a domain spell for each spell
level, starting at 1st, which is represented by the “+1” on this list. These spells are in addition to any bonus spells for having a high

ﬁ| Wisdom.

|I——

divine, and do not cause Piety loss. Levite priests receive bonus spells
for high Wisdom.

Unlike regular clerics, Levite priests do nof prepare spells. Instead,

they may cast any spell in an open slot of the appropriate level. Use of

a spell expends the slot; to renew that spell slot so a new spell may be
cast the Levite priest must either: visit the Tabernacle or Temple of the
Lord and sacrifice 5 gp per spell level worth of livestock, make a vow to
perform the sacrifice when he next returns to the Tabernacle or Temple,
or complete a quest for the Lord.

The following types of spells cannot be cast by a Levite priest: spells
designated evil (e.g., protection from good), spells involving planar travel
(including refiuge and word of recall), spells involving raising the dead,
and non-lifesaving spells cast on the Sabbath.

As a general rule, a Levite priest is more subtle than a normal cleric.
“Showy” miracles involving conjuration, evocation, transmutation and
instantaneous healing effects are more difficult than other types of
miracles. The spells on Table 2-4 are designated difficult, and in order to
cast one of these spells, the Levite priest must have an unused spell slot
open and make a Piety check (DC 8 + level of the spell). Failure means
that the spell is not successfully cast and the spell slot is expended; if
the spell requires an experience point expenditure, the XP are expended
whether or not the spell is successful.

In addition, when absolutely necessary, a Levite priest can ask the god of
Israel for the boon of casting a spell not normally on the cleric spell list;
e.g., druid or even arcane spells. The only spells a Levite priest cannot
cast in this way are those normally forbidden them, as well as cleric
domain spells of domains that aren’t possessed by the god of Israel, and
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spells linked to other deities (such as the spells on the qedeshot spell
list). Casting a non-cleric spell requires an open spell slot and a Piety
check (DC 20 + level of the spell), and a failed roll expends the slot and
any necessary XP. The priest doesn't lose Piety for casting arcane spells
in this manner.

'The Difficulty Class for a saving throw against any Levite priest spell
is 10 + the spell’s level + the Levite priest’s Wisdom modifier. Table 2-5
details additional modifiers to the DC.

TURN/R<BUKS DEMON-
POSSESSD

A Levite priest has the ability to turn demon-possessed creatures, in the
same manner as a cleric turns undead. A Levite priest may attempt to
turn or rebuke the demon-possessed a number of times per day equal to
three plus his Charisma modifier. The Extra Turning feat may be taken
to increase the number of turning attempts he may make.

A turning check vs. a demon-possessed creature that would result in
its destruction drives out the demon instead (freeing the creature from
possession).

<RAFT PHYLACTSRISS OF PoU<R

All male Israelites wear inscribed leather arm and head bands called
tefillin or phylacteries when praying and at most other times: some
wore them all the time, except when sleeping or in Unclean places like
cemeteries and privies.

Phylacteries of power are special arm and head bands that a Levite priest
can craft at 3rd level to aid in his spellcasting. Each Levite priest must
make his own phylacteries, requiring a Craft (leatherworking) check
(DC 13), a Profession (scribe) check (DC 13), and 200 gp in raw
materials; if the leatherworking or scribe checks are failed, the entire
process must be begun anew with fresh materials

i L

TABLS 2-4:
DIFFICULT LLVITS
PRISST SPeLLS

0 level: cure minor wounds, light, purify food and drink, virtue

1st level: bless water, cause  fear, cure light wounds, curse water,
endure elements, magic weapon, obscuring mist, random
action, summon monster I

2nd level: aid, animal messenger, cure moderate wounds,
darkness, death knell, find traps, lesser restoration, resist
elements, silence, sound burst, speak with animals, summon
monster 11, undetectable alignment

3rd level: continual flame, cure serious wounds, daylight, deeper
darkness, helping hand, light in the shadows”, meld into
stone, protection from elements, searing light, stone shape,
summon monster III, water into wine®, wind wall

4th level: air walk, cure critical wounds, dimensional anchor,
greater magic weapon, light before thee, darkness behind
thee*, remove affliction”, restoration, summon monster IV,

wall of light™, witchbreaker*

5th level: circle of doom, flame strike, healing circle, righteous
might, scrying, summon monster V, wall of stone

6th level: animate object, anti-life shell, blade barrier, create
undead, harm, heal, lightning contingency®, summon
monster VI

7th level: destruction, greater restoration, summon monster VII

8th level: antimagic field, cloak of chaos, earthquake, fire storm,

mass heal, summon monster VIII

9th level: energy drain, gate, implosion, miracle, rejuvenation®, soul
bind, storm of vengeance, summon monster LX

*Indicates a spell unique to the Testament setting

ﬁ|
_
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TABLS 2-3:
LEVITS PRISST sSP<LL
SAVING THRWS

Condition DC Modifier
Spell cast on ground consecrated

to the god of Israel +2
Spell cast on ground

consecrated to other gods -2
Spell cast on desecrated ground -4
Per point of negative Piety

modifier of the target

(if the spell would harm him) +1

ﬁ|

Phylacteries of power grant the following abilities to their creator:

’I_—

*  Any spell that requires a divine focus uses the phylacteries as its
focus. In addition, the phylacteries serve as a substitute for any
spell that requires a material component costing less than 100 gp.

The spell DC of the Levite priest wearing the phylacteries
increases by +1.

. The Levite priest’s Concentration, Intimidate, Knowledge
(religion), and Spellcraft checks receive a +1 bonus.

. The wearer can speak any orison with a casting time of 1 action as

- 1% -



~ <HAPT<R 2: N€W <LASSSS -

if it were quickened.

ARCANS SPELL RESISTANKS

At 5th level, the Levite priest gains resistance to arcane spells. The SR is
10 at 5th level, and increases by +1 per level. This resistance stacks with
the spell resistance of prophets.

PROTSCTION FROM SERPENTS

At 8th level, the Levite priest gains a +2 deflection bonus to his AC
against any form of snake, including dragons and half-dragons.

SP<AK WITH S<RPENTS

At 8th level, a Levite priest knows the language of serpents and dragons
and can speak with them freely. The Levite priest may cast spells
intended solely for humans (such as charm person) against a snake or a
dragon as if the serpent was a human.

SCRIBS TORAH S<RelL

At 10th level, a Levite priest can craft a Torah scroll that can aid in his
spellcasting (see p. 112). The creation requires 200 gp in raw materials,
2d6 months of time devoted to the task, and a successful Profession
(scribe) check (DC 23); if the scribe check is failed, the entire process
must be begun anew with fresh materials. The weight of a Torah scroll
is 25 1b. minus 1 Ib for every point by which the DC of the scribe check

was exceeded, to a minimum of 10 Ib.
PLAGUS

At 13th level, the Levite priest can cause disease more effectively. The
DC of the Levite priest’s bestow affliction, contagion, malaise, and mass
contagion spells receives a +5 bonus.

BATTLSFISLD INSPIRATION

At 15th level, the Levite priest’s reputation helps his Side on the
battlefield. The Levite priest’s presence adds +1 to the attack and base
damage rolls of all Sides in his army, and +3 to all rolls of the particular
Side he’s attached to.

TURN ©R R<BUK< DRAGONS

At 18th level, a Levite priest may use his turning attempts to turn or
rebuke dragons as well as demon-possessed creatures.

SHISLD ©F THE LeRD

At 20th level, the Levite priest receives his greatest protection, the shield
of the Lord. Whoever kills a Levite priest at this level, regardless of

the provocation or the circumstances, receives an affliction (see estow
afftiction, p. 84). There is no saving throw against this divine curse.

<X-LSVITS PRISSTS

A Levite priest who grossly violates the code of conduct expected by the
Lord loses all spells and class features and cannot gain levels as a priest
until he atones. If a Levite priest’s Piety score ever drops below -10, he
becomes loathsome in the sight of the god of Israel and is immediately

struck down by the Lord.

THE PSALMIST

The heroic singers in the days of the Bible sang songs of inspiration and
power, praising the god of Israel and admonishing sinners. Psalmists

are singers, musicians, poets, and storytellers, crafting songs sung by the
Israelites during their worship and hymns that lived on for millennia.

In a party devoted to questing for the Lord or his people, the psalmist plays
a supporting role. He has a unique list of spells, or psalms, that primarily
deal with supporting the servants of the Lord and smiting his enemies.

GAMS RULS INFORMATION

Abilities: Wisdom and Charisma are important to psalmists, as they
determine the maximum power level of their spells, the number of bonus
spells available at each level, and their opponents’ saves against them.

Alignment: Lawful good, lawful neutral, or neutral good
Abbreviation: Psa

Hit Die: d6

Starting Age: 15 + 1d6

<LASS SKILLS

Skills Points At 1st Level: (4 + Int modifier) x4
Skill Points at Each Level: 4 + Int modifier

Class Skills: The psalmist’s class skills (and the key ability for each skill)
are Bluff (Cha), Concentration (Con), Craft (Int), Decipher Script (Int),
Diplomacy (Cha), Gather Information (Cha), Heal (Wis), Intimidate
(Cha), Knowledge (history) (Int), Knowledge (local) (Int), Knowledge
(religion) (Int), Listen (Wis), Perform (Cha), Profession (Wis), Sense
Motive (Wis), Speak Language, Spellcraft (Int), Spot (Wis), Swim (Str),
and Use Magic Device (Cha).

<LASS FEATURSS

'The following are the calss features of the psalmist class.

W<EAPONS & ARMOR PROFICISNCY

Psalmists are proficient with all simple and martial weapons, light and
medium armor, and with shields.

shélls

A psalmist casts divine spells which are drawn primarily from the
psalmist spell list and casting these spells does not cause Piety loss. He
can cast any spell he knows without preparing it ahead of time, the way
a wizard or a cleric must (see below).

To learn or cast a spell, a psalmist must have a Wisdom score equal
to at least 10 + the spell level. The Difficulty Class for a saving
throw against a psalmist’s spell is 10 + the spell level + the psalmist’s
Charisma modifier.

Like other spellcasters, a psalmist can cast only a certain number of
spells of each spell level per day. His base daily spell allotment is given
on Table 2-7: Psalms Sung Per Day. In addition, he receives bonus spells
per day if he has a high Wisdom score.

A psalmist’s selection of spells is extremely limited. A psalmist begins play
knowing four O-level spells and two 1st-level spells of your choice (when
the psalmist gets O psalms sung per day of a given spell, he gains only the
bonus spells he would be entitled to based on his Wisdom score for that
spell level). At each new sorcerer level, he gains one or more new spells, as
indicated on Table 2-8: Psalms Known. (Unlike psalms sung per day, the
number of psalms a psalmist knows is not affected by his Wisdom score;
the numbers on Table 2—8: Psalms Known are fixed.) These new spells are
drawn exclusively from Table 2-9: Psalmist Spell List.

Upon reaching 4th level, and at every even-numbered psalmist level
after that (6th, 8th, and so on), a psalmist can choose to learn a new
spell in place of one he already knows. In effect, the psalmist “loses” the
old psalm in exchange for the new one. The new psalm’s level must be
the same as that of the spell being exchanged, and it must be at least
two levels lower than the highest-level psalm the psalmist can cast. A
psalmist may swap only a single spell at any given level, and must choose
whether or not to swap the psalm at the same time that he gains new
psalms known for the level.

Unlike most other spellcasters, a psalmist need not prepare his spells in

advance. He can sing any psalms he knows at any time, assuming he has
not yet used up his psalms per day for that spell level. He does not have
to decide ahead of time which psalms he’ll sing.
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Level Base Attack Bonus Fort Save
1 +0 +0
2 +1 +0
3 +2 +1
4 +3 +1
5 +3 +1
6 +4 +2
7 +5 +2
8 +6/+1 +2
9 +6/+1 +3
10 +7/+2 +3
11 +8/+3 +3
12 +9/+4 +4
13 +9/+4 +4
14 +10/+5 +4
15 +11/+6/+1 +5
16 +12/+7/+2 +5
17 +12/+7/+2 +5
18 +13/+8/+3 +6
19 +14/+9/+4 +6
20 +15/+10/+5 +6

TABLE 2-7:
PSALMS SUN4G P<R DAY

Psalms per Day
Level 0 1 2 3 4 5 6
1 2 0 - - — -
2 2 1 - - -
33 2 - - -
43 2 0 - -
503 3 1 - -
6 4 3 2 - -
7 4 3 2 R -
8 4 4 3 1 - - —
9 5 4 3 2 - -
0 s 4 3 2 0 -
1n s 5 4 3 1 . -
2 s 5 4 3 2 -
135 5 4 4 3 o -
4 s 5 5 4 3 1 -
15 5 5 5 4 4 2 --
16 5 5 5 5 4 3 0
17 5 5 5 5 4 4 1
18 5 5 5 5 5 4 2
19 5 5 5 5 5 4 3
20 5 5 5 5 5 5 4

‘When a psalmist gets O spells of a given level, he gets only bonus
spells.

TABLS 2-4: THE PSALMIST

Ref Save Will Save Special
+2 +2 Worship circle
+3 +3
+3 +3
+4 +4 Psalm of protection
+4 +4
+5 +5 Selah 1/day
+5 +5
+6 +6 Psalm of fortitude
+7 +7
+7 +7 Selah 2/day
+7 +7
+8 +8 Psalm of travel
+8 +8
+9 +9 Chorus of the Lord, selah 3/day
+9 +9
+10 +10 Psalm of battle
+10 +10
+11 +11 Selah 4/day
+11 +11
+12 +12
TABL 2-8:
PSALMS KNSUWN
Psalms Known
Level 0 1 2 3 4 5 6
1 4 2% - - - - -
2 4 2 - - - - -
3 5 3 - - - - -
4 5 3 2* - -- - --
5 6 4 2 - - - -
6 6 4 3 - - - -
7 7 5 3 2* - - -
8 7 5 4 2 - - -
9 8 6 4 3 - - -
10 8 6 5 3 2% - --
11 9 7 5 4 2 - -
12 9 7 6 4 3 - -
13 9 8 6 5 3 2% -
14 9 8 7 5 4 3 -
15 9 9 7 6 5 4 -
16 9 9 8 7 6 5 2%
17 9 9 9 8 7 6 3
18 9 9 9 9 8 7 4
19 9 9 9 9 9 8 5
20 9 9 9 9 9 9 6

*Provided the psalmist has sufficient Wisdom to have a bonus
psalm of this level

TABLS 2-9: PSALMIST SP4LL LIST

0 level: create water, cure minor wounds, detect magic, flare, guidance,

mending, purify food and drink, ray of frost, resistance, virtue

1st level: alarm, bane, battlefield oratory®, bless, cause fear, command, cure light
wounds, divine favor, doom, entropic shield, magic weapon, mage armor,
message, remove fear, sanctuary, shield of faith, sleep, walking song™

2nd level: aid, allure®, blur, bull’s strength, calm emotions, cure moderate
wounds, delay poison, endurance, misdirection, resist elements, rowing song®,
shield other, song of contemplation®, sound burst, whispering wind

3rd level: bestow curse, call lightning, confusion, contagion, cure serious
wounds, dispel magic, displacement, emotion, exhilarating
performance’, fear, greater magic weapon, keen edge, magic circle against
chaos/evil/good/law, magic vestment, prayer, remove curse, remove
disease, slow, tale of heroes™

ﬁ|

4th level: break enchantment, cure critical wounds, death ward, discern lies,
dismissal, flame strike, injunction®, locate creature, neutralize poison, quench,
shout, song of perseverance’, spell immunity, wall of fire, wall of song*

5th level: atonement, compel song®, dispel eil, dream, greater command,
greater dispelling, healing circle, insect plague, inspire true love®, mass
contagion®, nightmare, righteous might, song of penitence®, spell resistance,
understand all speech™

6th level: antimagic field, banishment, bestow major curse®, control weather,
find the path, hero’ feast, heal, holy word, mass haste, power word: blind,
repulsion, sequester, song of shame®, song of the wind”, spell turning,
telepathic bond

*Indicates a spell unique to the Zestament setting

|I——
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WORSHIP <IRLLE

At 1st level, the psalmist may gather a minimum of 10 adult Israelites in
a worship circle. It requires a full round of participation of each person
in the worship circle, all participants must be immediately adjacent to
another member of the circle, and the circle must be complete. Each
member of the circle receives +1 bonus on all saving throws for three
rounds, plus one round per point of the psalmist’s Wisdom modifier. The
worship circle may be formed once per day.

PSALM ©OF PROTTION

At 4th level, a psalmist may sing a psalm that praises the Lord’s ability
to protect his children. All worshipers of the Lord, including the
psalmist, within a 30-ft. radius receive a +2 sacred bonus to Armor
Class. This protection lasts for as long as the psalmist sings plus three
rounds, plus one round per point of the psalmist’s Wisdom modifier. A
psalmist must spend a move-equivalent action each round reciting the
psalm or it expires. The psalm of protection may be said once per day.

S<LAH

At 6th level and above, a psalmist who recites a psalm can take a full-
round action to speak the word “Selah” (a meditative pause). When he
does so, he instantly recalls the psalm that he cast in the previous round,
and is able to cast it again at a future time. He can speak this word,
“Selah,” once per day at 6th level, twice per day at 10th, three times per
day at 14th, and four times per day at 18th level.

PSALM ©F FORTITUDS

At 8th level, a psalmist may sing a psalm that praises the Lord’s ability
to strengthen his children. All worshipers of the Lord, including the
psalmist, within a 30-ft. radius receive fast healing 3. This protection
lasts for as long as the psalmist sings plus three rounds, plus one round
per point of the psalmist’s Wisdom modifier. The psalmist must spend a
move-equivalent action each round reciting the psalm or it expires. The
psalm of fortitude may be spoken once per day.

PSALM ©F TRAVSL

At 12th level, a psalmist may recite a psalm that praises the Lord’s ability
to shepherd his children and help them pass unharmed through dangerous
places. All worshipers of the Lord, including the psalmist, within a 30-ft.
radius receive a 10 ft./round bonus to their movement rate. This bonus lasts
for as long as the psalmist sings plus three rounds, plus one round per point
of the psalmist’s Wisdom modifier. The psalm of travel only requires one

full round to recite and then remains in effect for the entire duration of the
psalm, leaving the psalmist free for other actions.

<HORUS <F THEL LORD

Many of a psalmist’s songs of power involve verses of scripture or even
become scripture themselves. While average Israelites cannot sing these
verses as spells, non-psalmists are often familiar with the words of these
psalms.

At 14th level, when a psalmist sings a spell, for every worshiper of

the god of Isracl who sings the psalm along with the psalmist (to a
maximum of one person per point of the psalmist’s Wisdom modifier),
the effective caster level of the spell is increased by 1. Thus, if a 14th-
level psalmist with an 18 Wisdom casts wal/ of fire, up to four people
could sing the psalm along with him, increasing the effective caster level
of the spell to 18th level, improving its range, area of effect, duration,
damage, and the DC of attempts to dispe/ its effects.

PSALM ©F BATTLS

At 16th level, a psalmist may recite a psalm that praises the Lord’s
ability to heighten his children’s ability to smite their enemies. All
worshipers of the Lord, including the psalmist, within a 30-ft. radius
receive a +1 bonus on melee damage and morale checks, plus one point
per point of the psalmist’s Wisdom modifier. The psalmist must spend a
move-equivalent action each round reciting the psalm or it expires. This
enhancement lasts for as long as the psalmist sings plus for three rounds,
plus one round per point of the psalmist’s Wisdom modifier.

— ISRASLITS PRESTIGE <LASSSS -

<HAMPION <F ISRASL

Not all wars in the Zestament setting are settled by massed armies;
sometimes the mightiest member of one side would challenge the
champion of the other to single combat. Israel’s champions were not
just physically powerful, but often had other abilities: poetic skill,
wisdom and insight, or a purity of purpose that set them apart from
their fellows.

GAMS RULS INFORMATION

Abilities: Champions of Israel need strength and cleverness sufficient to
match that possessed by their enemies, including beasts, monsters, and
half-nephilim warriors.

Abbreviation: Cmp
Hit Die: d10

REQUIRSMSNTS

Alignment: Any good, or lawful neutral (0 or higher Piety)

Base Attack Bonus: +8

Skills: Diplomacy (4 ranks), Knowledge (religion) (6 ranks),
Perform (3 ranks)

Feats: Endurance, Power Attack, Cleave

<LASS SKILLS

Skill Points at Each Level: 2 + Int modifier

Class Skills: The champion of Israel’s class skills (and the key ability for
each skill) are Climb (Str), Craft (Int), Diplomacy (Cha), Heal (Wis),

Jump (Str), Knowledge (history) (Int), Knowledge (military tactics)

(Int), Knowledge (religion) (Int), Perform (Cha), Profession (Wis),
Swim (Str), and Wilderness Lore (Int).
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<LASS FEATURSS

All the following abilities are features of the champion of Israel prestige
class.

W<APONS &
ARMOR PROFICIANKY

A mighty champion of Israel is proficient with all simple and martial
weapons, all types of armor, and shields.

LION'S STRENGTH

At 1st level, a champion of Israel may, once per day, temporarily
increase his physical Strength by 1 point per two champion levels. The

boost lasts for three rounds plus one round per point of his Wisdom
modifier. He must remain above 0 Piety (or not have violated the Lord’s
commandments in the previous week, if not using the Piety system) in
order to use this ability.

MIGHTY IS THE LORD

At 2nd level, a champion gains the option of rerolling damage on a
successful attack, choosing which result he or she wishes to use. He
may do so once per day, plus one time per day per point of his Wisdom
modifier. This is not considered Temptation, and does not lower his

Piety.

<<RTAIN BLeW

The Lord’s hand can guide the weapons of His servants to lay enemies
low. At 4th level, a champion can, once per day, declare any blow that
hits and comes within two points of his weapon’s threat range to be a
threat. The champion still needs to make a critical roll to ensure that it’s
a critical hit.

MIGHTY <L<AV<

At 6th level, when a champion downs an enemy and successfully hits
with a following Cleave attack, he receives a +4 damage bonus on the
Cleave. In addition, the champion receives a +2 damage bonus on all
successful attacks performed with the Whirlwind Attack feat (if he has
that feat).

BAND ©F BROTHSRS

When grouped together, the forces of the Lord are truly formidable. At
8th level, when fighting alongside other champions of Israel or paladins
of the Lord, all such champions and paladins within a 30-ft. radius
receive a +1 bonus on all damage rolls per champion/paladin present
within the circle, to a maximum of +5 when five champions/paladins are
present.

MIGHTY BLeW

At 10th level, a champion of Israel can truly smite his enemies, striking
mighty blows. These blows improve the critical hit multiplier of the
champion’s weapon by x1.

<X—<HAMPIONS
OF ISRA<L

Not all have teh fortitude to truly walk the path of the champion of
Israel. Champions who change their alignment to evil or a neutral
alignment other than lawful neutral, or whose Piety drops below 0,
cannot gain new levels as champions, but do not lose special abilities

they’ve already gained.

]

TABLS 2-10: THE <HAMPION OF ISRASL
Level Base Attack Bonus Fort Save Ref Save Will Save Special
1 +1 +2 +0 +0 Lion’s strength
2 +2 +3 +0 +0 Mighty is the Lord
3 +3 +3 +1 +1
4 +4 +4 +1 +1 Certain blow
5 +5 +4 +1 +1
6 +6 +5 +2 +2 Mighty cleave
7 +7 +5 +2 +2
8 +8 +6 +2 +2 Band of brothers
9 +9 +6 +3 +3
10 +10 +7 +3 +3 Mighty blow

[
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TABLS 2-11: THE JuD4<
Level Base Attack Bonus Fort Save Ref Save Will Save Special
1 +1 +1 +0 +1 Appraise person
2 +2 +2 +0 +2 Smite evil
3 +3 +2 +1 +2 Know sin level
4 +3 +3 +1 +3 Lesser planar ally
5 +4 +3 +1 +4 Sense temptation
6 +5 +4 +2 +4 Zone of truth
7 +6 +4 +2 +5
8 +6 +5 +2 +5 Mark of impiety
9 +7 +5 +3 +5
10 +8 +6 +3 +6 Greater planar ally

|I——

JuD <

In times of need during the period between the Conquest and the
establishment of the Kingship, the Lord could raise judges who were
settlers of disputes, military leaders, and prophets. A judge could lead a
village, a single tribe, a collection of tribes, or all of the Lord’s Chosen
People, and there could be multiple judges serving in different areas at
the same time.

Judges came from a wide variety of social backgrounds: champions,

prophets, heads of families. It’s worth noting that one of the Biblical
judges was a woman, Deborah, who was also a prophet, warrior, and
psalmist.

(Note: While a member of this class could be approached to settle a
legal dispute, these judges don't typically sit in courts of law.)

GAM< RULS
INFCRMATION

Abilities: Judges are known for their uncompromising fairness and their
ability to lead others, requiring high Wisdom and Charisma scores.
They can also be military commanders, requiring high Strength and
Constitution.

Abbreviation: Jdg
Hit Die: d8

REQUIREMENTS

Alignment: Lawful good or neutral good (+5 or higher Piety)
Base Attack Bonus: +5

Skills: Diplomacy (6 ranks), Knowledge (religion) (8 ranks)
Feats: Leadership, Skill Focus (Diplomacy)

<LASS SKILLS

Skill Points at Each Level: 2 + Int modifier

Class Skills: The judge’s class skills (and the key ability for each skill)
are Appraise (Int), Bluff (Int), Craft (Int), Diplomacy (Cha), Gather
Information (Cha), Heal (Wis), Intimidate (Cha), Knowledge (dream)
(Int), Knowledge (history) (Int), Knowledge (military tactics) (Int),
Knowledge (religion) (Int), Listen (Wis), Literacy, Perform (Cha),
Profession (Wis), Search (Int), Speak Language, and Sense Motive
(Cha), and Spot (Wis).

<LASS FEATURSS

All the following are features of the judge prestige class.

W<APONS £
ARMOR PROFICKISNKY

Judges are proficient with all simple and martial weapons, and all types
of armor and shields.

APPRAISS P<RSON

At st level, a judge can determine a person’s strengths and weaknesses
by concentrating on him for a full round and making a Spot check
(DC 15 minus the target’s total character level). For each round spent
appraising the person, the judge can determine one of the following
characteristics: the subject’s character class(es), his class levels, his best
ability score, and his flaw.

If the subject is in disguise, the judge’s Spot check is opposed by the
subject’s Disguise check.

SMITE <VIL

At 2nd level, a judge gains the ability to smite evil as a paladin of the
equivalent class level. If he already has the smite evil ability, then he
gains a second smite evil attempt per day. Furthermore, if his smite
evil is successfully used against someone who's the subject of a mark of
impiety spell, the judge gains an additional smite evil for that day.

KNeW SIN L€v<l

At 3rd level, a judge can gauge someone’s Piety total (or alignment) by
concentrating on him for a full round and making a Spot check (DC 10
+ the target’s total character level).

Spells that hide alignment hide Piety totals; spells that produce a false
alignment reverse the sign of the subject’s Piety modifier.

LESS<R PLANAR ALLY

At 4th level, a judge may cast a lesser planar ally spell once per day.

SENSE TEMPTATION

At 5th level, a judge gains the ability to permanently sense temptation in
the surrounding area (as per the 2nd-level cleric spell).

ZONE ©F TRUTH

At 6th level, a judge radiates a permanent zone of truth (as per the 2nd-
level cleric spell, cast as by a cleric of the judge’s class level).

MARK <F IMPISTY

At 8th level, a judge may automatically place a mark of impiety on
someone, as per the 5th-level cleric spell, as a free action, once per day.

-3 -
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GREATSR PLANAR ALLY

At 10th level, a judge gains the ability to cast a greater planar ally spell

once per day.

<X-JUD4<S

The powers of a judge rely on adherance to a very strict code of morals
and ethics. Judges whose alignment changes to anything other than
lawful good or neutral good or whose Piety drops below +5 cannot gain
new levels as judges, and lose all special abilities of the class. Those who
retire from active judging don’t lose special abilities.

PROPHLT

'The prophet of the Lord is the moral compass of the Israclites. The foremost
duty of a prophet is to warn people of their transgressions, and to tell

them when they have gone against the will of the Lord. Being a prophet

is a mixed blessing; he is a holy person, and when he’s recognized as being
touched by the Lord, he’s usually treated with appropriate respect. On the
other hand, when a prophet gets people riled, he really gets them riled, and
more than one prophet had to flee for his life from an angry mob.

Prophets receive great powers from the god of Israel, but their task is a very
difficult one; like paladins, prophets of the Lord suffer twice as much Piety
loss when they commit sins. Some prophets suftered from mild forms of
insanity, but that was certainly not a prerequisite of the profession.

GAMS RULS
INFORMATION

Abilities: Prophets of the Lord are renowned for their wisdom. Their
speaking ability, while often despised, should never be ignored, so
prophets should also possess a high Charisma and the willingness to
speak their minds.

Abbreviation: Prf
Hit Die: d8

REQUIRSMSENTS

Alignment: Any good, or lawful neutral (0 or higher Piety)

Base Attack Bonus: +4

Skills: Diplomacy (6 ranks), Knowledge (dreams) (1 rank), Knowledge
(religion) (8 ranks)

Feats: Dreamer

<LASS SKILLS

Skill Points at Each Level: 4 + Int modifier

Class Skills: The prophet’s class skills (and the key ability for each
skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Heal
(Wis), Intimidate (Cha), Intuit Direction (Wis), Knowledge (dreams),
Knowledge (history) (Int), Knowledge (religion) (Int), Perform (Wis),
Profession (Wis), Sense Motive (Wis), and Wilderness Lore (Int).

<LASS FEATURSS

All the following are features of the prophet prestige class:

|

TABLS 2-12 THE DROPHET
Level Base Attack Bonus Fort Save Ref Save Will Save Special

1 +0 +1 +0 +1 Dispel possession, improved dream, +1
level divine spellcasting class

2 +1 +2 +0 +2 Consecrate ground, consecrated spell

3 +2 +2 +1 +2 Improved sanctuary, +1 level divine
spellcasting class

4 +3 +3 +1 +3 Know sin level

5 +3 +3 +1 +4 Improved divination, +1 level divine
spellcasting class

6 +4 +4 +2 +4 Defensive vision

7 +5 +4 +2 +5 Spell resistance, +1 level divine
spellcasting class

8 +6 +5 +2 +5 Permissible resurrection

9 +6 +5 +3 +5 +1 level divine spellcasting class

10 +7 +6 +3 +6 Damage reduction

L

- 22 -



~ <HAPT<R 2: N€W <LASSSS -

W<APONS &
ARMOR PROFICISNKY

A prophet of the Lord is proficient with all simple weapons.

DISPSL POSSESSION

At 1st level, a prophet of the Lord can attempt to dispel possession from
a demon-possessed creature. The prophet must make a successful melee
touch attack and the demon-possessed creature receives a Will save (DC
equals 10 + Wis bonus + prophet class levels). If the prophet hits and
the demon-possessed creature fails its save, the creature reverts to its
form prior to its possession, and the demon is cast into the wilderness to
seek a new victim.

IMPROVED DR<AM

A prophet receives a bonus of +1 plus 1/five class levels on his
Knowledge (dream) checks when interpreting portents received in
dreams.

SPELLCASTING

If a prophet was a member of a divine spellcasting class before hearing
the call of the Lord, he continues to increase in his spellcasting abilities
as he rises in prophet levels. Thus, when a new odd-numbered prophet
level is gained, he gains new spells per day as if he had also gained a level
in the spellcasting class he belonged to before he added the prestige
class. He does not, however, gain any other benefit a character of that
class would have gained.

If the prophet had more than one divine spellcasting class before he
became a prophet, he must decide to which class he adds each prophet
level for purposes of determining spells per day when he adds the new
level.

If a prophet was not a member of a divine spellcasting class before
hearing the call of the Lord he gains the ability to cast spells as if he
were a Levite priest, and then when a new odd-numbered prophet level
is gained, he gains new spells per day as if he had also gained a Levite
priest level. He does not gain any other benefit a Levite priest would
have gained, and his tribal afhiliation is not changed to Levite.

CONSSCRATS GROUND

At 2nd level, a prophet of the Lord can cast a consecrate spell once per
day. The prophet also receives Consecrated Spell (see p. 41) as a bonus
feat.

IMPROVSD SANCTUARY

At 3rd level, the DC of a prophet’s sanctuary spell receives a +3 bonus.

At 8th level, the prophet’s sanctuary spell's DC increases by +6.
Furthermore, the DCs of all spells cast within his sazczuary improve by
+2, and the numerical effects of spells improve by 50% (this does not
stack with the Empower Spell or Maximize Spell feats).

KNQW SIN LEV<L

At 4th level, a prophet of the Lord can gauge someone’s Piety total by
concentrating on him for a full round and making a Spot check (DC of
10+ the target’s character level).

Spells that hide alignment hide Piety totals; spells that produce a false
alignment reverse the sign of the subject’s Piety modifier.

IMPROVSD DIVINATION

At 5th level, a prophet receives a 10% bonus when casting spells from
the Divination school whose results have a percentage chance of
learning information (e.g., augury, divination).

DEFENSIVS VISION

At 6th level, a prophet adds his Wisdom bonus (if any) to Armor Class.
The Wisdom bonus represents a preternatural awareness of danger due
to visions of impending attacks, and a prophet doesn't lose the bonus
even in situations when he loses his Dexterity modifier due to being
unprepared, ambushed, stunned, and so on. He does lose his bonus
when immobilized. Unlike a Dex bonus, the prophet does not find his
defensive vision bonus restricted by wearing armor.

SPELL RESISTANCE

At 7th level, a prophet receives SR 10 + his prophet levels. This applies
against all arcane spells and enemy divine spells, but not against divine
spells cast by a prophet of Israel, a Levite priest, a psalmist, or a paladin
of the god of Israel. The spell resistance of Levite priests stacks with this
resistance when encountering arcane spells.

PSRMISSIBLS RESURRSCKTION

At 8th level, a prophet is permitted by the Lord to use raise dead,
resurrection, and true resurrection spells. He may only have one of these
spells prepared at a time.

DAMAGS R<DUKTION

At 10th level, a prophet acquires damage reduction 5/+1.

<X-PROPHLTS

Prophets who become evil or a neutral alignment other than lawful
neutral, or whose Piety drops below 0, cannot gain new levels as
prophets, and lose all spells and class features they’ve already gained.
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- <SYPTIAN

KHERY-H<E

The khery-heb, or “Reader of the Scrolls,” is the primary arcane
spell-using class of Egypt. They are an integral part of the Egyptian
clergy, because their arcane powers come from the secret teachings

of the gods Set, Thoth, Isis, and Ptah. When Pharaoh requires a
demonstration of arcane might, the khery-heb is the one called upon to
display it. They are also skilled scribes, and their scrolls are often deadlier
than their spoken spells.

A khery-heb who is independent of the religious hierarchy loses the

domain spell and divine vessel abilities.

4AMS RULS INFORMATION

Abilities: Intelligence is important for the spells of the khery-hebs.
As they typically wear no armor, high Dexterity can be useful. High

Constitution gives them much-needed bonus hit points.

Alignment: As deity, see Table 20-1: Egyptian Deities on page 210
Abbreviation: Khe

Hit Die: d4

Starting Age: 15 + 2d6

<LASS SKILLS

Skills Points At 1st Level: (2 + Int modifier) x4
Skill Points at Each Level: 2 + Int modifier
Class Skills: The khery-heb's class skills (and the key ability for each

{LASSSS -

skill) are Concentration (Con), Decipher Script (Int), Diplomacy (Wis),
Knowledge (arcana) (Int), Knowledge (astrology) (Int), Knowledge
(history) (Int), Knowledge (local) (Int), Knowledge (religion) (Int),
Literacy, Perform (Cha), Profession (Wis), Scry (Int), Speak Language,
and Spellcraft (Int).

<{LASS FLATURSS

All the following are features of the khery-heb class:

WEAPON & ARMOR PROFICISNKY

Khery-heb wizards are skilled with the club, dagger, and quarterstaff.

DOMAIN SP4LL

A khery-heb wizard may write scrolls of clerical domain spells of his
deity’s domains as if they were arcane spells of the same level. He can
then use those scrolls normally. He cannot cast the spells except from
scrolls, nor can he use scrolls with other cleric spells, nor scrolls of
domain spells written by non-khery-hebs.

SP4LLS

A khery-heb’s spells are arcane, and must be prepared in advance.
Khery-hebs keep their spells in large scroll cases, a bundle equivalent
in capacity to a wizard’s spellbook, and add new spells to their
collections as per other wizards.

Khery-heb wizards receive bonus spells for high Intelligence, and to
learn, prepare, or cast a spell a khery-heb must have an Intelligence
score at least equal to 10 + the level of the spell. The Difficulty Class
for a saving throw against a khery-heb’s spell is 10 + the spell’s level +
the khery-heb’s Intelligence modifier.

S<RIBS

All khery-heb gain Scribe as a bonus feat at 1 level.

SCRIBS S<ReLL

All khery-heb gain Scribe Scroll as a bonus feat at 1% level.

<RAFT M<KHTST

At 2nd level, a khery-heb gains Craft Mekhtet as a bonus feat.

<RAFT MINOR SHABTI

At 3rd level, a khery-heb can craft a shabti, a rough wooden figure
about eight inches tall representing a laborer. It requires one hour’s
work and a Craft (woodworking) roll (DC 15) to successfully carve the
shabti. If successful, the wizard has a figurine that he can throw down
to transform itself into a commoner equipped with a laborer’s tools and
able to labor for its master until it’s killed, or for 10 hours + one hour
per point of the khery-heb’s Wisdom modifier, after which it crumbles
into dust. It has half as many commoner levels as its creator’s khery-heb
levels and half its creator’s hit points. Its ability scores are all 12.

The wizard may surrender a minor shabti so that it may be buried with
a sanctified dead body of an Egyptian. When he does so, he receives

+1 Piety. If a person is buried with a shabti, the shabti comes to life
when disturbed or when the container of the body it’s meant to protect
(the sarcophagus or the mummy wrappings) is disturbed.

<NHANCS MEKHTST

At 5th level, a khery-heb wizard’s ability to use the charms from
his mekhtet (see p. 110) is improved. He may add his Intelligence

modifier to the maximum number of charms per day, and activate

- D4 -
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TABLE 2-13: THE KHERY-H<B
Level Base Attack Bonus  Fort Save RefSave  Will Save Special
1 +0 +0 +0 +2 Domain spell, Scribe, Scribe Scroll
2 +1 +0 +0 +3 Craft mekhtet
3 +1 +1 +1 +3 Craft minor shabti
4 +2 +1 +1 +4
5 +2 +1 +1 +4 Enhance mekhtet
6 +3 +2 +2 +5
7 +3 +2 +2 +5 Enhance scroll
8 +4 +2 +2 +6
9 +4 +3 +3 +6
10 +5 +3 +3 +7 Craft major shabti
11 +5 +3 +3 +7 Divine reading
12 +6/+1 +4 +4 +8
13 +6/+1 +4 +4 +8 Greater isefet
14 +7/+2 +4 +4 +9
15 +7/+2 +5 +5 +9 Divine vessel
16 +8/+3 +5 +5 +10
17 +8/+3 +5 +5 +10 Twice-read scroll
18 +9/+4 +6 +6 +11
19 +9/+4 +6 +6 +11
20 +10/+5 +6 +6 +12 True magic
TABLS 2-14: KHSRY-HSB SPELLS Pk DAY
Arcane Spells per Day
Level 0 1 2 3 4 5 6 7 8 9
1 3 1 - - - - - - - -
2 4 2 - - - - - - - -
3 4 2 1 - - - - - - -
4 4 3 2 - - - - - - -
5 4 3 2 1 - - - - - -
6 4 3 3 2 - - - - - -
7 4 3 3 2 1 - - - - -
8 4 4 3 3 2 - - - - -
9 4 4 3 3 2 1 - - - -
10 4 4 4 3 3 2 - - - -
11 4 4 4 3 3 2 1 - - -
12 4 4 4 4 3 3 2 - - -
13 4 4 4 4 4 3 2 1 - -
14 4 4 4 4 4 3 3 2 - -
15 4 4 4 4 4 4 3 2 1 -
16 4 4 4 4 4 4 3 3 2 -
17 4 4 4 4 4 4 4 3 2 1
18 4 4 4 4 4 4 4 3 3 2
19 4 4 4 4 4 4 4 4 3 3
20 4 4 4 4 4 4 4 4 4 4

one of his charms as a free action, not a standard action (although only

one charm may be used per round).

<NHAN<CS s<Rell

At 7th level, a khery-heb has the ability to enhance his scrolls with
metamagic. He learns two of the following metamagic feats, which can
only be applied to scrolls: Battlefield Spell, Echoed Spell, Empower
Spell, Enlarge Spell, Extend Spell, Heighten Spell, Maximize Spell. He
is not able to use metamagic feats gained at other levels to enhance his
scrolls, but can use them as per normal with regularly cast spells.

<RAFT MAJOR SHABTI

At 10th level, the khery-heb can craft a major shabti, a rough wooden
figure about eight inches tall. It requires one hour’s work and a

Craft (woodworking) roll (DC 20) to successfully carve the shabti.

If successful, the wizard has a figurine that he can throw down to
transform itself into a fighter that has half its creator’s hit points and
class levels. It’s armored in bronze scale mail and shield, and equipped
with a khopesh. All its ability scores are 14. The shabti fights for its
master until it’s killed, or for 10 rounds + one round per point of the
wizard’s Wisdom modifier, after which it crumbles into dust. A khery-
heb may only possess one major shabti at a time.

The wizard may surrender a major shabti so that it may be buried with
a sanctified dead body of an Egyptian. When he does so, he receives
+5 Piety. The khery-heb may not craft another shabti for one week
after surrendering one and receiving the Piety bonus. If a person is
buried with a shabti, the shabti comes to life when disturbed or when
the container of the body it’s meant to protect (the sarcophagus or the
mummy wrappings) is disturbed.

- >S -
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DIVINS R<ADING

At 11th level, a khery-heb no longer needs to make a Concentration
check when reading a magic scroll, nor does he draw an attack of
opportunity by reading a scroll.

GREATSR ISSFET

At 13th level, a khery-heb can perform the burn isefet curse (see p. 54)
with greater effectiveness. He must craft a wax figurine of his enemy, as
per a normal isefet, but he must also incorporate a drop of the target’s
blood or a lock of his hair in the figurine, or scribe the victim’s True
Name on its surface.

When the khery-heb is within 30 ft. of the enemy and in possession of
the greater isefet, he receives a +2 AC bonus against the target’s attacks,
and a +2 bonus on his saving throws against him, while the victim
receives a -2 penalty to AC and saves (except Piety checks) involving the
khery-heb. Furthermore, the possessor may take one full-round action to
destroy the figurine while the enemy watches. This acts as a bestow major
curse if the target fails a Piety check (DC 20).

'The khery-heb can also attempt to cast his curse from a distance,
destroying the greater isefet in a ceremonial fire. The process takes an
hour and is followed by the target making a Piety check (DC 20). The
victim becomes aware of the ceremony the moment it begins unless the
caster is protected by a screen spell.

The khery-heb wizard can only have one greater isefet active at a time;
if he curses someone else with an isefet, the original curse is negated.
Crafting and use of a greater isefet incurs a -2 Piety penalty for each day
it is in the khery-heb’s possession.

DIVINS V&ss<l

At 15th level, a khery-heb wizard can assume a hybrid animal/human
form: a vessel for his deity’s power. He may assume the form once per
day, for three rounds, plus one round per point of his Wisdom modifier.
'This form has the body of a human, but a head belonging to an animal
sacred to the wizard’s god. He retains the ability to speak normally.

‘While in the animal form, the khery-heb receives spell resistance equal to 10
+ his class level, damage reduction equal to 3 + his class level/+3,a +1 bonus
to all saving throws, and the following powers dependent on his deity:

Baboon (Thoth): +2 to the DC of the saving throws of all spells cast
Beetle (Atum): +1 on Initiative checks, and fast healing 1
Bull (Neith, Ptah): +4 to Strength

Cat (Bast): +2 on Reflex saves and Dexterity-based skill checks, +2 to
Spot checks

Cow (Hathor): Fast healing 3

Falcon (Khonsu): +3 damage and +1 threat range with flails (the
khery-heb gains proficiency with flails for the duration of the
transformation)

Goose (Amun): +4 on all Spot, Search, Listen rolls, +2 on initiative rolls

Hippopotamus (Taueret): +10 temporary hit points, and fast healing 1

Ibis (Imhotep, Thoth): If the khery-heb makes a Spellcraft roll (DC 20 +
spell level) when he casts a spell, the target gets a -2 penalty to his save

Jackal (Set, Anubis): +2 DC bonus to all death spells cast

Kite (Aten, Horus, Isis): Flight, base speed 90 ft. (average). If the khery-
heb is airborne when the animal form expires, he feather falls sately
to the ground.

Lion (Bes, Mihos, Tutu): +1 on Initiative checks, +10 ft. speed

Lioness (Sekhmet): +1 on all ranged attacks

Ostrich (Nephthys): +1 on all Charisma-based skill checks, +10 ft. speed

Phoenix (Osiris): Immune to energy drain effects; undead take 2d12
damage if they strike the khery-heb

Ram (Khmun): +2 damage with blunt weapons.

Snake (Set -- a more evil or “pulp” version): Any weapon held by the

wizard is coated with Serpent of Set venom (Fort save DC 24 or
initial and secondary damage 1d6 Str)

Vulture (Mut): Immune to death magic

TINI<S-R<AD S<ROLL

At 17th level, a khery-heb can read any magic scroll (including those
scribed by others) twice before the magical writing disappears.

TRUS MAGIC

At 20th level, a khery-heb wizard may scribe one scroll per week with
up to 30 levels of true magic spells. These are the #7ue versions of normal
spells -- the spells as they were created by the gods themselves. These
spells receive a +4 bonus on checks to beat a creature’s spell resistance,

a +4 bonus to all DCs, and are automatically heightened, enlarged, and

empowered without increasing their effective spell levels.

Only the khery-heb who created a true magic scroll can read the true
version of these spells. True magic scrolls cannot be twice read.

- <QYPTIAN PRESTIGS <LASSSS -

R<N-H<KAU

'The ren-hekau, or “Master of True Names,” is a spell-using class made up
of arcane and divine spellcasters who are members of a sub-order of the

Temple of Thoth. They are masters of heka, the magic of names and words.

GAMS RULS INFORMATION

Abilities: The ren-hekau is a sub-type of either khery-heb or cleric,
and as such high Intelligence or Wisdom scores are important to them.
High Constitution gives them much-needed bonus hit points.

Abbreviation: Ren
Hit Die: d4

REQUIRSMSNTS

Alignment: Any good (+5 or higher Piety)
Skills: Knowledge (religion) (6 ranks), Scry (6 ranks)

Feats: Still Spell

Spellcasting: Ability to cast 3rd-level arcane or divine spells

Special: Must have learned his own True Name and the True Name of
one other creature. His divine spells (if any) must be received from
Thoth. He may not have the Silent Spell metamagic feat, nor is he
ever permitted to gain it.

<LASS SKILLS

Skill Points at Each Level: 2 + Int modifier

Class Skills: The ren-hekau’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Handle Animal (Cha),
Heal (Wis), Knowledge (arcana) (Int), Knowledge (religion) (Int),
Listen (Wis), Literacy, Perform (Cha), Profession (Wis), Scry (Int),
Spot (Wis), and Spellcraft (Int).

<LASS FEATURSS

All the following are features of the ren-hekau prestige class.

-3¢ -
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TABLS 2-13: THE R<N-H<KAU
Level  Base Attack Bonus FortSave  RefSave  Will Save Special
1 +0 +2 +0 +2 Improved True Name, +1 level spellcasting class
2 +1 +3 +0 +3 Shroud True Name
3 +1 +3 +1 +3 +1 level spellcasting class
4 +2 +4 +1 +4 Speak hekau
5 +2 +4 +1 +4 +1 level spellcasting class
6 +3 +5 +2 +5 Perfect concentration
7 +3 +5 +2 +5 +1 level spellcasting class
8 +4 +6 +2 +6 Irresistible hekau
9 +4 +6 +3 +6 Recognize ren, +1 level spellcasting class
10 +7 Separate ka

[
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W<APON £ ARMOR PROFICISNCY

Ren-hekau gain no proficiencies in any weapons or armor.

SPELLCASTING

A ren-hekau continues to increase in his normal spellcasting abilities as
he rises in ren-hekau levels. Thus, when a new odd-numbered ren-hekau
level is gained, he gains new spells per day as if he had also gained a level
in the spellcasting class he belonged to before he added the prestige
class. He does not, however, gain any other benefit a character of that
class would have gained. His methods of learning, preparing, and casting
spells is the same as in his previous spellcasting class.

If the ren-hekau had more than one spellcasting class before he became
a ren-hekau, he must decide to which class he adds each ren-hekau level
for purposes of determining spells per day when he adds the new level.

IMPROVED TRUS NAMS<

At 1st level, any spell the ren-hekau casts that invokes the target’s True
Name receives a +2 bonus to its DC.

SHRoUD TRUS NAMS<

At 2nd level, the ren-hekau wizard shrouds his True Name so that he receives
a +4 saving throw bonus against any spell that invokes his True Name.

SP<AK H<KAU

At 4th level, the ren-hekau wizard can transform complicated spells into
words of power. Spells that have a verbal and a somatic component are
cast as “verbal only” spells of the same level, while spells that have verbal,
somatic, and material components may be cast as “verbal only” spells
using a spell slot only one level higher than the spell’s actual level.

PERFSKT <ONKENTRATION

At 6th level, a ren-hekau no longer needs to make a Concentration
check when casting “verbal only” spells with a casting time of one full-
round action or less.

IRRSSISTIBLS HEKAU

At 8th level, a ren-hekau wizard no longer draws an attack of
opportunity when casting any “verbal only” spell with a casting time of
one full-round action or less.

RECOGNIZE REN

At 9th level, a ren-hekau wizard can discern someone’s True Name (his
ren) by looking into his eyes. This can be done as a free action. If the
target’s eyes are disguised by an illusion spell, the attempt to discover his
True Name is foiled.

While maintaining eye contact (Reflex save opposed by the target’s
Reflex save if he’s trying to avoid eye contact), the ren-hekau is able

to cast spells using the target’s True Name. The ren-hekau forgets the
True Name the moment eye contact is lost, and may only recognize one
person’s ren at a time.

SEPARATS KA

At 10th level, a ren-hekau can separate part of his soul, creating a bird
that contains part of his essence. The wizard and the bird share their
senses, but the wizard cannot cast spells through the bird. The bird has
the ren-hekau ‘s Armor Class, and as many hit points as the ren-hekau
cares to transfer from himself into the bird; otherwise, use the statistics

of a hawk.

If the ren-hekau dies while the bird is still alive, he is automatically
reborn at the spot where the bird is located, with full hit points and
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spells (this can be a bit of a problem if the bird is airborne). If the bird
is slain, the ren-hekau must make a Fortitude save (DC 18) or die
instantly; if the save is made, the ka immediately rejoins his body.

The ren-hekau may only separate his ka from his body once in a month.
The ka remains separate for one hour exactly; it won't rejoin the body
unless death occurs or the time limit expires.

NS <LASS<S -

<X-R<N-H<KAL

A ren-hekau wizard who becomes non-good, whose Piety drops below
+5, who gains the Silent Spell feat, or who begins receiving divine spells
from a deity besides Thoth, cannot gain new levels as a ren-hekau, and
loses special abilities he’s already gained.

— BABYLONIAN <LASSSS -

MAQUS <©F TH<
STARRY HesST

"The magi of the starry host are the wizards of Babylon. They do not use
spellbooks to memorize spells, and cannot use scrolls. Instead, they observe
the heavens and find magical wisdom in the motion of stars and planets.
Magi are as much scientists as wizards. They seldom dwell in one place for
long, but wander the world, looking for interesting phenomena and omens.

GAMS RULS INFORMATION

Abilities: As arcane spellcasters, magi require a high Intelligence
scores for the maximum level of their spells, the number of bonus spells
available each level, and the difficulty of saves against them. Magi are
teachers and wise men, so high Wisdom scores are also important.

As they typically wear no armor, high Dexterity can be useful. High
Constitution gives them much-needed bonus hit points.

Alignment: Any
Abbreviation: Mgs
Hit Die: d4

Starting Age: 15 + 2d6

<LASS SKILLS

Skills Points At 1st Level: (2 + Int modifier) x4
Skill Points at Each Level: 2 + Int modifier

Class Skills: The magus of the starry host’s class skills (and the

key ability for each skill) are Alchemy (Int), Concentration (Con),
Diplomacy (Cha), Knowledge (arcana) (Int), Knowledge (astrology)
(Int), Knowledge (engineering) (Int), Knowledge (history) (Int),
Knowledge (local) (Int), Knowledge (mathematics) (Int), Knowledge
(religion) (Int), Profession (Wis), Scry (Int), Spelleraft (Int), and
Wilderness Lore (Int).

<LASS FEATURSS

All the following are features of the magus of the starry host class.
W<ADON £
ARMOR PROFICISNKY

Magi of the starry host are skilled with club, dagger, and quarterstaff.

ShelLs

A 1st-level magus of the starry host knows the celestial secrets
behind casting all 0-level wizard spells, three 1st-level spells of his
choice, plus one additional 1st-level spell per point of his Int bonus.
The only way for him to learn new spells is through spell pilgrimages
(see below).

A magus’s spells are arcane, but he doesn't record them on tablets or
scrolls, but instead internalizes the knowledge of the heavens. This
enables him to cast any spell he knows without preparing them in
advance.

Magi of the starry host receive bonus spells for high Intelligence, and
to cast a spell a magus must have an Intelligence score at least equal

to 10 + the level of the spell. The Difficulty Class for a saving throw
against a magus’s spell is 10 + the spell’s level + the caster’s Intelligence
modifier.

DOMAIN SP<LL

A magus of the starry host can cast spells from the Heaven domain (see p.
83) as if they were arcane spells of the same level.

SPLILS IN THE HEAVENS

A magus dedicates his magic to a single star (usually a northern star
that is in the sky year-round in the Northern Hemisphere, although
this may be a serious impediment if he’s forced to travel to the Southern
Hemisphere). By concentrating on that star for an hour as it moves in

the night sky, he renews expended spell slots.

<OMPOUND WONDROUS INCKENSE

A magus is able to make wondrous incense, a magical incense that fills an
area with a dweomer that affects everyone who breathes it (see p. 109).
It requires four hours, an Alchemy check (DC 13), and 50 gp in supplies

to make one ounce of wondrous incense.
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SPELL PILGRIMAGS

A magus cannot copy spells from spellbooks to add to his repertoire,
but beginning at 2nd level he can discover new magics by making
pilgrimages to special locations.

The magus can calculate the viewing location of a celestial phenomena
and when it may be viewed to gain magical power. If he travels to

that spot (1d100 x spell level miles from the magus” home base) at

the proper time (1d20 x spell level days from the time he determines
the event), he gains the knowledge of a spell, which is added to his

repertoire.

‘The magus determines the level of the spell hed like to learn. He must
then make a Knowledge (astrology) check of DC 25 + the level of the
spell (he cannot take 20 on the roll, though he may take 10). If he fails, he

NS <LASS<S -

loses the opportunity to learn the spell at this time and may not attempt
another roll for seven days. If he’s successful, he knows the time and place
where he needs to be to gain the power. Once he views the phenomena,

he gains the new spell knowledge.

Only one new spell may be learned in a month. Magic may not be used to
significantly augment the journey (.e., the magus may use a dimension door
spell to save his life in a fight with a monster, but cannot just zeleport to the
location of the celestial phenomena); the pilgrimage is an essential part

of the experience. The GM should award XP to the magus if the quest is
completed.

(Note: Other magi may be attracted to the same phenomena. Those
granting knowledge of low-level spells are commonplace occurrences,
but celestial events allowing insight into high-level spells are rarer, and
thus not events to be lightly missed.)

|

Level Base Attack Bonus  Fort Save Ref Save
1 +0 +0 +0
2 +1 +0 +0
3 +1 +1 +1
4 +2 +1 +1
5 +2 +1 +1
6 +3 +2 +2
7 +3 +2 +2
8 +4 +2 +2
9 +4 +3 +3

10 +5 +3 +3
11 +5 +3 +3
12 +6/+1 +4 +4
13 +6/+1 +4 +4
14 +7/+2 +4 +4
15 +7/+2 +5 +5
16 +8/+3 +5 +5
17 +8/+3 +5 +5
18 +9/+4 +6 +6
19 +9/+4 +6 +6
20 +10/+5 +6 +6
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TABLE 2-16: THE MAQUS ©F THE STARRY HOST

Will Save Special
+2 Domain spell, spells in the heavens, Compound
‘Wondrous Incense
+3 Spell pilgrimage
+3
+4 Lore pilgrimage
+4
+5 Brew potion
+5
+6 Lore pilgrimage
+6
+7 Scrying star
+7
+8 Lore pilgrimage
+8
+9 Nondetection
+9
+10 Lore pilgrimage
+10
+11 Observatory
+11
+12 Lore pilgrimage

TABLE 2-17: MAGT ©F THE STARRY HOST SPELLS P<R DAY

Arcane Spells per Day
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LeR<€ PILGRIMAGS

A magus can make pilgrimages to special locations where the heavens
will reveal powerful lore to him.

'The magus can calculate the location of a celestial phenomena that will
allow him to either receive 4+Int bonus extra skill points, or learn a bonus
metamagic feat (magus’ choice), and when it may be viewed to gain the
lore. If he travels to that spot (2d20 x caster level miles from the magus’
home base) at the proper time (1d20 x caster level days from the time he
determines the event), he gains the knowledge of a spell, which is added
to his repertoire. The base Knowledge (astrology) check DC is 30.

If he fails, he may not attempt to calculate a new lore opportunity for seven
days. If he’s successful, he knows the time and place where he needs to be to
gain the lore. Once he views the phenomena, he gains the benefits.

As with a spell pilgrimage, magic may not be used to significantly
augment the journey. The GM should award XP to the magus if the
quest is completed.

Once he’s successfully made a lore pilgrimage, a magus may not make
another until he reaches a level that gives him a new opportunity (4th,
8th, 12th, 16th, and 20th). There is no restriction as to when he can make
a lore pilgrimage when he’s eligible for one; if he delays his 4th-level
pilgrimage until after he’s reached 8th level, he may still make it then.

BRSW POTION

At 6th level, a magus learns to Brew Potion as a bonus feat.

S<RYING STAR

At 10th level, a magus of the starrry host gets a +2 bonus on all Scry
checks if his star is clearly visible in the sky. In periods of reduced celestial
visibility (e.g., daytime or under clouded skies), he can only receive this
bonus after making a Knowledge (astrology) check (DC 20) to determine
exactly where his star would be if not for the occluding condition.

NeNDETECTION

At 14th level, a magus gains nondetection as per the spell, only when his
star is clearly visible in the night sky.

OBS<ERVATORY

At 18th level, a magus can build an observatory (minimum cost

50,000 gp) in the form of a small step pyramid (ziggurat). If spells are
prepared from within the observatory, their DCs are raised by +1.In
addition, Knowledge (astrology) rolls (including those for spell and lore
pilgrimages) receive a +2 bonus.

- CANAANITS <LASSSS -

REDESHRT

An important player in the fertility religion of the Canaanites was the
qgedeshot (“Holy Ones”), the temple servants labeled “prostitutes” by the
Biblical prophets. Referring to them as prostitutes does them disservice,
for unlike common prostitutes who trade sex for money, gedeshot and
gedeshem (their male counterparts) were honored religious figures and
an essential part of the Canaanite community. For all that participating
in Canaanite rituals was forbidden by the god of Israel, large numbers of
Israelites partook of at least this part of Canaanite practice.

The gedeshot is a variant bard and cleric, a priestess of Asherah (or Ishtar,
for Babylonians) who performs sensual religious acts instead of music. Her
power is derived from spells, dances, and kisses; she can also make people
her thralls through acts of sensuality.

(Note: Obviously the qedeshot is a sensitive topic. Ancient Canaanites
may have thought cultic prostitutes perfectly natural, but modern players
may be much less comfortable with them.)

GAMS RULS INFORMATION

Abilities: Charisma is important for a qedeshot’s spells and many of her
skills. Intelligence is also important for gedeshot skills. As they typically
wear no armor, Charisma and Dexterity give qedeshots much-needed
Armor Class bonuses.

Alignment: Any

Abbreviation: Qed

Hit Die: d8

Starting Age: 15 + 2d6

<LASS SKILLS

Skills Points At 1st Level: (4 + Int modifier) x4
Skill Points at Each Level: 4 + Int modifier

Class Skills: The qedeshot’s class skills (and the key ability for each

skill) are Bluff (Cha), Concentration (Con), Diplomacy (Cha), Gather
Information (Cha), Handle Animal (Cha), Heal (Wis), Intimidate (Cha),
Knowledge (agriculture) (Int), Knowledge (religion) (Int), Listen (Wis),
Perform (Cha), Profession (Wis), Spot (Wis), and Spellcraft (Int).

<LASS FEATURSS

All the following are features of the qedeshot class:

WEAPON £ ARMOR PROFICISNCY

A gedeshot is proficient with simple weapons.

<HARISMA D<FENS<

'The gedeshot adds her Charisma modifier (if positive) to her Armor
Class when she’s unarmored.

DANC<

A gedeshot may dance once per day at 1st level, and may perform one
additional dance for every three levels she’s attained. Unless stated
otherwise, a dance lasts up to one round per level of the gedeshot

and dancing requires a standard action each round. If she suffers any
damage while dancing, she must make a Concentration check; failure
ends the dance immediately. The effects of a qedeshot’s dances only
affect human subjects.

*  Fascinate: A qedeshot with three or more ranks in Perform can
cause a single person to become fascinated with her. The person
to be fascinated must be able to see the gedeshot, be within 30
ft., and be capable of paying attention. Distraction (e.g., from
a nearby combat or other dangers) prevents this ability from
working.
'The gedeshot makes a Perform check, opposed by the subject’s
Will save. If she fails, she cannot attempt to fascinate that person
again for 24 hours.

If her check succeeds, the target stares attentively at her for up to
one round per level of the qedeshot. While fascinated, the subject
suffers a -4 penalty to Spot and Listen checks. Any potential threat
(e.g., an ally of the qedeshot moving behind the fascinated person)
forces another opposed check. Any obvious threat (e.g., casting a
spell, drawing a sword, or aiming) automatically breaks the effect.

*  Inspiration: A qedeshot with six or more ranks in Perform can
help her allies in battle. While maintaining this dance, all allies
within 30 ft. of the qedeshot able to see her dance receive a +1
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- TABLS >-18:

THE Q<EDESHRT

—| level, starting at 1st. The “+1” on this list represents that. This is in addition to any bonus spells for having a high Charisma.

Level Base Attack Bonus FortSave  RefSave  Will Save Special

1 +0 +0 +2 +2 Charisma defense, dance 1/day

2 +1 +0 +3 +3 Kiss 1/day

3 +2 +1 +3 +3 Passion

4 +3 +1 +4 +4 Dance 2/day

5 +3 +1 +4 +4 Freedom of dance, kiss 2/day

6 +4 +2 +5 +5

7 +5 +2 +5 +5 Carve Asherah pole, dance 3/day

8 +6/+1 +2 +6 +6 Kiss 3/day

9 +6/+1 +3 +6 +6

10 +7/+2 +3 +7 +7 Brew oils, dance 4/day

11 +8/+3 +3 +7 +7 Kiss 4/day

12 +9/+4 +4 +8 +8

13 +9/+4 +4 +8 +8 Exalted dance, dance 5/day

14 +10/+5 +4 +9 +9 Kiss 5/day

15 +11/+6/+1 +5 +9 +9

16 +12/+7/+2 +5 +10 +10 Dance 6/day

17 +12/+7/+2 +5 +10 +10 Kiss 6/day

18 +13/+8/+3 +6 +11 +11

19 +14/+9/+4 +6 +11 +11 Dance 7/day

20 +15/+10/+5 +6 +12 +12 Kiss 7/day

TABLS 2-19: G<DSSHOT SPELLS D¢k DAY
Spells per Day

Level 0 1 2 3 4 5 6
1 1 — — — — — —
2 2 — — — — — —
3 2 1+1 — — — — —
4 3 2+1 — — — — —
5 3 2+1 1+1 — — — —
6 3 2+1 2+1 — — — —
7 3 3+1 2+1 — — — —
8 3 3+1 3+1 1+1 — — —
9 3 3+1 3+1 2+1 — — —
10 4 3+1 3+1 2+1 — — —
11 4 3+1 3+1 3+1 1+1 — —
12 4 3+1 3+1 3+1 2+1 — —
13 4 4+1 3+1 3+1 2+1 e —
14 4 4+1 3+1 3+1 3+1 1+1 —
15 4 4+1 3+1 3+1 3+1 2+1 —
16 4 4+1 4+1 3+1 3+1 2+1 —
17 4 4+1 4+1 4+1 3+1 3+1 1+1
18 4 4+1 4+1 4+1 4+1 3+1 2+1
19 4 4+1 4+1 4+1 4+1 4+1 3+1
20 4 4+1 4+1 4+1 4+1 4+1 4+1

In addition to the stated number of spells per day for 1st- through 6th-level spells, a qedeshot gets one domain spell of each spell

|I——

competence bonus on their attack rolls and on all saving throws.

Sanctuary: A qedeshot with nine or more ranks in Perform can

dance a sanctuary dance. While maintaining this dance, the qedeshot

and one designated person within 5 ft. of her are treated as though .
they are protected by a sanctuary spell. The qedeshot must remain

within 5 ft. of the protected person at all times and the sanctuary is
broken (and the dance is ended) if the protected person attacks.

The Will save required by an attacker intent on penetrating the
sanctuary is opposed by the qedeshot’s Perform check.

Pain: A qedeshot with 12 or more ranks in Perform can dance the
dance of pain. If she gets within 5 ft. of a victim while performing
this dance, the gedeshot makes a Perform check opposed by the
victim’s Will save. If the qedeshot is successtul, the subject suffers

- 31

1d4 points damage, plus 1 point per gedeshot level. Multiple
opponents can be affected by the dance of pain, but an individual
can only be wounded by this ability once per round.

Damnation: A qedeshot with 15 or more ranks in Perform can
dance the dance of the damned. She must spend two rounds
performing an uninterrupted dance, and then stop within 5 ft.
of her victim and point an accusatory finger at him. Once the
accusation is made, all humans and demi-humans within 40

ft. who witnesses the dance (including the accusation) must
make Will saves opposed by the qedeshot’s Perform check or
immediately attack the “damned” with the intent to kill him.
This effect lasts for three rounds, plus one round per point of the
gedeshot’s Charisma bonus.

Death: A gedeshot with 18 or more ranks of Perform can dance
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TABLS 2-2¢:
QREDESHOT SPALL LIST

0 level: create water, cure minor wounds, detect magic, flare,
guidance, mending, purify food and drink, ray of frost,

resistance, virtue

1st level: alarm, allure®, augury, bless, cause fear, charm person,
command, cure light wounds, endurance, expeditious retreat, mage
armor, message, obscuring mist, passion play’, pass without trace,
protection from chaos/evil/good/law, sanctuary, sleep, unseen servant

2nd level: animal messenger, animal trance, blindness/deafness, blur,
bull’s strength, cat’s grace, cure moderate wounds, delay poison,
emotion, enthrall, increase fertility”, misdirection, scare, silence,
speak with animal, suggestion, token of romance’, water into wine*

3rd level: bestow curse®, blink, charm monster, coming of age”,
confusion, contagion®, cramps, cure serious wounds, dispel
magic, dominate animal, fear, haste, lesser geas, magic circle
against chaos/evil/good/ law, plant growth, remove curse,
remove disease, scrying, slow, speak with plants

4th level: anti-plant shell, bestow affliction”, break enchantment,
control plants, cure critical wounds, curtain of charm®, detect
scrying, divination, greatness of tribe*, hold monster, modify
memory, neutralize poison, remove affliction”, untiring*

5th level: commune, control water, death ward, false vision, fertile
womb®, greater dispelling, hallow, healing circle, inspire true
love™, mind fog, nightmare, shatter true love®, wall of thorns

6th level: bestow major curse®, dance of nakedness®, eyebite, geas/
quest, hasten birth®, kiss of death”, mass haste, mass suggestion,
repulsion, touch of the goddess®, treacherous phantasm™

1 *“This spell is unique to the Zestament setting.

’I_—

the dance of death. She must spend three rounds performing an
uninterrupted dance, after which she stops within 5 ft. of her
victim. The gedeshot makes a Perform check opposed by the
victim’s Will save. If the qedeshot is successful, the victim dies. If
the gedeshot’s check is failed, the victim still suffers 4d8 points
damage, plus 1 point per qedeshot level.

ShelLLs

A gedeshot casts divine spells. She may prepare and cast any spell on the
gedeshot spell list (Table 2-20), provided she can cast spells of that level;
to cast a spell, a qedeshot must have a Charisma score of 10 + the spell’s
level. Charisma determines the number of bonus spells available each
level. The difficulty class of a saving throw against a qedeshot’s spells is
10 + the spell’s level + the gedeshot’s Charisma modifier.

Each gedeshot must choose a time at which she must spend an hour
each day in quiet supplication to regain her daily allotment of spells.
Time spent resting has no effect on whether she can prepare spells.

A gedeshot selects two domains: one must be Fertility, and the other is
chosen from among the other domains of her deity: Animal, Heaven,
and Plant. She selects and casts domain spells as per other clerics. She
also gets the granted powers of both her selected domains. A qedeshot
of Asherah may select Water and a gedeshot of Ishtar must select either
Destruction or War for her second domain.

SPONTANSQUS <ASTING

A gedeshot can cast convert prepared spells into cure or inflict spells as
per other clerics.

<REATS MAGIC ITEMS

A gedeshot may not take any Item Creation feats, but she can make a
limited range of magic items through her Carve Asherah Pole and Brew
Oils abilities (see below), gained at 7th and 10th levels.

KIss

At 2nd level, a qedeshot, can bestow bonuses on an individual with a
magical kiss once per day. An additional kiss is gained every three levels.
The effects of a kiss last three rounds, plus one round per level of the
gedeshot. The gedeshot’s kisses only affect human subjects, and she

cannot kiss herself.

After the subject has been kissed, the qedeshot can perform actions to
cause any or all of the following effects within the duration of her kiss:

. The gedeshot can cast spells that boosts attack rolls, Armor Class,
or saving throws (e.g., bless), with the target receiving an additional
+1 bonus for the duration of the kiss; for thralls (see Passion
below) the bonus is increased to +2.

. The gedeshot can cast attribute-boosting spells (such as dul/s
strength or cat’s grace), with the target receiving an additional +2
bonus; for thralls, this is increased to +4.

. The gedeshot can cast healing spells, with the target receiving a
bonus of +2 hit points/die; he also receives +2 to all Heal checks
made for him. For thralls, the healing bonus is boosted to +3.

. She can perform her inspiration dance, causing the target to
receive a +2 bonus. In addition, if she kisses a thrall and she’s then
threatened, his attack and damage bonus is raised to +4 for the
duration of the kiss.

She can cast touch range spells that receive a +2 DC bonus.

PASSION

At 3rd level, a gedeshot can make someone her thrall through sexual
intercourse. The gedeshot makes a Perform check opposed by the victim’s
Will save. If she is successful, the target becomes her thrall. In order to
attack, disobey, or lie to the qedeshot, the thrall must make a Will save
(DC 10 + the gedeshot’s level + qedeshot’s Charisma modifier). A thrall
has a -4 penalty to saves against a qedeshot’s spells or spell-like abilities.

If a gedeshot is attacked or obviously in danger, her thrall gets +2 to
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all attack and damage rolls made while defending her. A qedeshot can
take a weapon and use an action to wound herself during a round; if she
remains conscious, she can channel the hit points she lost into any thrall
within 30 ft.. Additional hit points fade in one hour, or at the moment
that the qedeshot’s wound is healed, whichever comes first.

A break enchantment spell or the death of the qedeshot liberates her thralls.

At 3rd level, the gedeshot may hold one person. Every five levels
thereafter, she may hold an addition person (2 at 8th-level, 3 at 13th
level, and 4 at 18th level). Only humans or half-nephilim can be thralls.
A person cannot be enthralled by two qedeshots at the same time.

FR<<DOM OF DANCS

At 5th level, when a qedeshot performs one of her special dances, she
is protected as if by a freedom of movement spell. Furthermore, while
performing a dance, she cannot be flanked or caught flat-footed except

by a rogue at least four levels higher.

<ARVE ASHERAH PoL<

The Asherah pole was the phallus-shaped wooden symbol of the
goddess Asherah, raised to venerate her temples. At 7th level, a qedeshot
may construct an Asherah pole (5 hp/qedeshot level, hardness 5), taking
seven days, 500 gp worth of material, and 100 XP. An Asherah pole
cannot be moved from the site where it is first erected without losing all
its special abilities. If the pole is ever removed or destroyed, the gedeshot
loses 200 XP/level.

A gedeshot can spend one day and 25 XP/spell level to store a qedeshot
spell in her Asherah pole. A maximum of one spell per three levels may
be stored in a pole. The spells may be unleashed as a standard action, or

- GEN<RAL
SPY

Spies were used for two purposes in the ancient world: externally,

to gather information on hostile neighbors, to make sure apparently
friendly neighbors were indeed friendly, and to make sure vassals were
paying the proper tribute, and internally, to deal with palace intrigue and
peasant unrest.

‘While some rulers might have had qualms about employing rogues and
assassins, spies were a necessity. Of course, enemy spies who were caught
were given summary executions; being necessary doesn’t mean that spies
were acceptable. Of all the professional adventurer classes of the world of
Testament, few are as risky as the spy.

Fleet of foot, the spy is difficult to strike in combat, and is able to beat a
hasty retreat at a moment’s notice. The spy is also a fine diplomat, able to
talk himself out of many difficult situations, and a specialized spellcaster,
which provides him with additional edges.

GAM< RUL<
INFORMATION

Abilities: Wisdom is an important ability for a spy’s perception abilities
(and for an Armor Class bonus), Dexterity is useful for many of his
skills and feats (and for an AC bonus), Intelligence is important for his
spells and for the number of skill points he gains, and Charisma is useful
for many of his diplomatic skills.

Abbreviation: Spy
Hit Die: d6
Starting Age: 15 + 1d4

<LASS SKILLS

Skills Points At 1st Level: (6 + Int modifier) x4
Skill Points at Each Level: 6 + Int modifier

as a Quickened action if she is performing one of her special dances.
Once cast, the spell is expended, and is no longer present in the pole.
The gedeshot can call a spell from an Asherah pole at a range of one
mile per level.

At 10th level, while within one mile per level, the qedeshot can merge
her senses with her Asherah pole, allowing her to see and hear through
its head. She can also speak through the pole. If she’s projecting her
senses and sense-affecting magic (such as &/indness) is used on the pole,

she suffers the spell’s effects as if she were physically present.

At 13th level, a gedeshot can go to her Asherah pole and cast one divination
spell per day and one commune spell per week. If successful, the Asherah pole

answers her questions in the voice of the goddess.

At 16th level, a qedeshot can project spells through the pole, casting
them as if she were physically present. She cannot animate the pole, but
she can project touch range spells within 5 ft. of the pole.

BRSW OILS

At 10th level, for personal use, a gedeshot can brew any potion as an oil,
which must be applied to her body. In addition, the qedeshot can also

prepare incense of meditation.

<XALTSD DANCE

At 13th level, the qedeshot achieves an exalted state while she dances.
While in this state, she no longer draws an attack of opportunity from
any opponent, nor does she need to make a Concentration check to
maintain a dance if she’s wounded.

{LASSSS -

Class Skills: The spy’s class skills (and the key ability for each skill)
are Bluff (Cha), Climb (Str), Diplomacy (Cha), Disable Device (Int),
Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Hide
(Dex), Intimidate (Cha), Intuit Direction (Wis), Knowledge (military
tactics) (Int), Knowledge (religion) (Int), Listen (Wis), Move Silently
(Dex), Open Locks (Dex), Pick Pocket (Dex), Profession (Wis), Read
Lips (Int), Search (Wis), Sense Motive (Wis), Speak Language, Spot
(Wis), and Tumble (Dex), Use Rope (Dex), Wilderness Lore (Wis).

<LASS FEATURSS

All the following are features of the spy class:

€APON £ ARMOR PROFICISNKY

A spy is proficient with all simple and martial weapons, and all light and
medium armor.

WISDOM BONUS T A<

Because spies rely on perception as much well as quick reflexes for
defense, they add their Wisdom modifier as well as their Dexterity
modifier to their Armor Class when wearing light or no armor. When
caught flat-footed, this bonus does not apply.

SKILL FOKUS: GATHSR INFORMATION

A spy notices things, even when they don’t seem particularly significant
at the time. This eye for detail gives a spy Skill Focus (Gather
Information) at 1st level as a bonus feat.

PROTSCTION FROM <HARM

The will of a successful spy is difficult to break. At 2nd level, a spy gains
a +2 bonus on all saving throws vs. Enchantment spells and effects,
which increases to a +3 bonus at 7th level, a +4 bonus at 12th level, and
a +5 bonus at 17th level.

- =8 -
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Base
Level Attack Bonus

1 +0

2 +1

3 +2

4 +3

5 +3

6 +4

7 +5

8 +6/+1

9 +6/+1
10 +7/+2
11 +8/+3
12 +9/+4
13 +9/+4
14 +10/+5
15 +11/+6/+1
16 +12/+7/+2
17 +12/+7/+2
18 +13/+8/+3
19 +14/+9/+4
20 +15/+10/+5

Fort
Save

+2
+3
+3
+4
+4
+5
+5
+6
+6
+7
+7
+8
+8
+9
+9
+10
+10
+11
+11
+12

TABLS 2-21: THE SPY L

Ref

Save

+0
+0
+1
+1
+1
+2
+2
+2
+3
+3
+3
+4
+4

1 *Small and dwarf spies move at the slower listed speed.

Will Unarmored
Save  Movement Speed*
+2 30 ft./20 ft.
+3 30 ft./20 ft.
+3 30 ft./20 ft.
+4 30 ft./20 ft.
+4 30 ft./20 ft.
+5 40 ft./25 ft.
+5 40 ft./25 ft.
+6 40 ft./25 ft.
+6 40 ft./25 ft.
+7 40 ft./25 ft.
+7 40 ft./25 ft.
+8 40 ft./25 ft.
+8 50 ft./35 ft.
+9 50 ft./35 ft.
+9 50 ft./35 ft.
+10 50 ft./35 ft.
+10 50 ft./35 ft.
+11 50 ft./35 ft.
+11 50 ft./35 ft.
+12 60 ft./40 ft.

Special

Wisdom bonus to AC, Skill Focus (Gather Information)
Protection from charm +2

Movement feat

Skill Focus: Perception

Concealment in plain sight %
Protection from charm +3
Movement feat

Skill Focus: Social

Protection from charm +4, concealment in plain sight 3/4
Movement feat
Indomitable movement

Skill Focus: Deception
Protection from charm +5

Movement feat, concealment in plain sight 9/10

Skill Focus: any

|I——
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| TABLS 2-2
SPY SPLLS <AST P<k DAY

Spells per Day

[ N R L =)

w

3rd level: clairaudience/clairvoyance, nondetection, tongues

—| 4th level: arcane eye, detect scrying, locate creature, scrying

When a spy gets 0 spells of a given level, he gets only bonus spells.

TABLS 2-23: SPY SP4L LIST

1st level: comprehend languages, detect magic, detect poison, detect

2nd level: detect thoughts, locate object, misdirection, obscure object,

L

|I——

MOVEMSNT FEAT

At 3rd, 8th, 13th, and 18th levels, a spy gains one of the following as a
bonus feat (provided he meets the qualifications): Dodge, Endurance,

Improved Bull Rush, Lightning Reflexes, Mobility, Side Step (see p. 46),

Spring Attack, Run.
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Beginning at 4th level, a spy gains the ability to cast a small number of
arcane spells. To cast a spell, the spy must have an Intelligence score of
at least 10 + the spell’s level. Spy bonus spells are based on Intelligence,
and saving throws against these spells have a DC of 10 + spell level +
the spy’s Intelligence modifier (if any). A spy learns, prepares, and casts
spells just as a wizard does.

Through 3rd level a spy has no caster level. Starting at 4th level, a spy’s
caster level is one-half his class level.

As the spy is an agent of the Lord, he is a special exception and he does
not incur a Piety loss for casting arcane spells.

SKILL Fo<Kus: PER<SPTION

At 4th level, a spy may take a bonus Skill Focus feat in one of the
following skills: Listen, Search, Sense Motive, or Spot.

CONCSALMSENT IN PLAIN SIGHT

At 6th level, when he’s not immobilized, caught flat-footed, or surprised, a spy
can use positioning to find concealment where none exists. This can only be
used against a single opponent designated by the spy on his initiative count.
'The spy is concealed against this opponent until the opponent leaves the spy’s
line of sight, or until the spy is unable to defend against him. This ability is
negated if the selected opponent’s character level is three or more levels higher
the spy’s class level, or if the opponent has the Blind-Fight feat.

At 6th level, the effective concealment is one-half (20% chance to miss),
at 12th level, it improves to three-quarters (30% chance to miss), and at
18th level, it improves to nine-tenths (40% chance to miss).

SKILL FoKUS: SOCIAL

At 10th level, a spy may take a bonus Skill Focus feat in one of the following
skills: Bluff, Diplomacy, Intimidate, or Sense Motive.

INDOMITABLS MOVEMSENT

At 14th level, a spy may move through an opponent’s threatened area
without provoking an attack of opportunity.

SKILL Fe<Us: DECSPTION

At 16th level, a spy may take a bonus Skill Focus feat in one of the
following skills: Disguise, Hide, or Move Silently.
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DESSRT HSRMIT

"These holy mystics generally live in the wilderness, outside the confines of
civilized society. Part mystic, part nomad, part wizard, and often exiles, these
denizens of the deep desert are the stuff of legend.

A desert hermit is in touch with his deity, be it the god of Israel,
Amun-Ra, or Baal, but is also an acolyte of sand, heat, and fire. He is
renowned for courtesy and hospitality, but is fiercely protective of his
tribe, and an implacable foe of servants of evil.

This class is particularly appropriate for the tribes that lived in the deep deserts
of Arabia, the forefathers of the culture that later told a thousand and one
legends of djinn, hippogriffs, rocs, flying carpets and many other wonders.

GAMS RULS INFORMATION

Abilities: A good Constitution is required to survive in the desert. In
addition, a good Intelligence is beneficial. Although they gain no spells
from this class, desert hermits typically have high Wisdom scores as a
result of previous class choices.

Abbreviation: Her

Hit Die: d10

REQUIREMENTS

Alignment: Any non-evil (-4 or higher Piety)

Base Attack Bonus: +7

Skills: Handle Animal (5 ranks), Wilderness Lore (7 ranks)

Feats: Endurance, Great Fortitude, Skill Focus (Wilderness Lore)

Spellcasting: Must be able to cast 1st-level ranger spells (or druid spells
if used).

<LASS SKILLS

Skill Points at Each Level: 2 + Int modifier

Class Skills: The desert hermit’s class skills (and the key ability for each
skill) are Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Heal
(Wis), Intuit Direction (Wis), Knowledge (dreams) (Int), Knowledge
(religion) (Int), Listen (Wis), Profession (Wis), Ride (Dex), Spot (Wis),
and Wilderness Lore (Wis).

<LASS FEATURSS

All the following are features of the desert hermit prestige class:

WEAPON £ ARMOR PROFICISNCY

Desert hermits are proficient with all simple and martial weapons, all
types of armor, and shields.

RESIST HEAT AND <<2LD

A desert hermit is protected against some of the harmful effects of
daytime heat and nighttime cold in the desert, and can help others
protect themselves against these hazards. A desert hermit has a +5 bonus
on his Con check against desert heat or cold, and those who travel with
him and follow his advice receive a +2 bonus.

PASS THROUGH DESSRT

A desert hermit suffers no movement penalties for moving through
dunes and other difficult desert terrain.

TRA<K

At 2nd level, a hermit gains the Track feat as a bonus feat. If the

character already has the Track feat (likely from ranger levels), he gains a
+3 bonus on Wilderness Lore checks to find or follow tracks instead.

DESERT SENS<

At 3rd level, a hermit can sense movement in the desert. He receives a
+5 insight bonus on his Spot and Listen checks to sense creatures using
a Hide skill or inwvisibility in the desert, and cannot be caught flat-footed
in his native environment.

<ONTROL FLAMS

At 4th level, a desert hermit learns the secret of mind over fire. With a
gesture (and a standard action), he can produce a fire, as per a produce
flame spell. In addition, he can cause any non-magical flame within 120
ft. to be snuffed out.

SCRATCHINGS IN THE SAND

At 5th level, a desert hermit can scratch the sands with a stick and
find profundity in the pattern. As a full-round action the hermit can
interpret the scratchings to produce one of the following spell effects:
augury, locate object, or divination as if cast by a divine spellcaster of the
same level. The hermit may produce scratchings in the sand once per
day, plus one time per point of his Wisdom bonus.

DR<AM<R

At 6th level, a desert hermit receives Dreamer as a bonus feat (see p. 43).
He may only use this feat if he is sleeping in the desert. If he already
possesses the feat, he adds +5 to his Knowledge (dreams) check.
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TABLE 2-24: TH€ DSS<RT HERMIT

Level  BaseAttack Bonus FortSave  RefSave  Will Save Special

1 +1 +2 +0 +0 Resist heat and cold, pass through desert

2 +2 +3 +0 +0 Track

3 +3 +3 +1 +1 Desert sense

4 +4 +3 +1 +1 Control flame

5 +5 +4 +1 +1 Scratchings in the sand

6 +6 +5 +2 +2 Dreamer

7 +7 +5 +2 +2 Vanishing

8 +8 +6 +2 +2 Commune with the desert

9 +9 +6 +3 +3 Respect of elementals

10 +10 +7 +3 +3 Celestial companions

|I——

VANISHING

At 7th level, a desert hermit can cloak himself in the desert sands and
teleport from one desert location to another, once per day, as if cast by an
arcane spellcaster of the same level.

<OMMUNSE WITH THE DESERT

At 8th level, a desert hermit can meditate and receive the answers to
many questions, as per a commune spell, once per day, as if cast by a
divine spellcaster of the same level.

RESPEKT OF <LEMSNTALS

At 9th level, the desert hermit is such a respected figure in the desert that
he becomes known even to the elementals. Elementals and elemental-kin
(such as djinn) won't willingly harm him, provided he doesn't attack them.

%)
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<SLESTIAL <CMPANIONS

At 10th level, a desert hermit attracts magical beasts as companions:
celestial versions of animals normally native to the desert. The total hit
dice of the attracted animals cannot exceed half the hermit’s class level.

<X-DSSSRT HERMIT

A desert hermit who becomes an evil alignment, or whose Piety drops
below -4, cannot gain new levels as a desert hermit, and but doesn't lose
special abilities he’s already gained.

IDOL-MAK<R

All the religions of Testament's ambit (except that of the god of Israel)
made use of multiple idols and other cultic objects as part of the
religion. Both small, portable, personal idols and colossal temple statues
were commonplace. Even Israelites sometimes made such objects to

use in worship of their god, although this usually resulted in divine
punishment for the individual or the entire nation. While anyone could
craft a representation of a deity, only an idol-maker could enchant it into
a conduit for the deity’s power.

The idol-maker is a prestige class for any non-Israelite priest. These
characters craft idols for both personal and general use.

GAMS RULS INFORMATION

Abilities: The Idol-maker is a subclass of cleric and requires a high
Wis score. Idol-makers benefit from having a variety of good Craft
skills.

Abbreviation: Idl
Hit Die: d8

REQUIRSMSNTS

Skills: Craft (woodworking, goldsmithing, silversmithing, blacksmithing, or
stone masonry) (6 ranks), Knowledge (religion) (6 ranks), Scry (4 ranks)

Feats: Craft Wondrous Item, Skill Focus (Craft [as appropriate])

Spellcasting: Ability to cast 3rd-level divine spells

Nation: Babylonian, Canaanite, Egyptian

<LASS SKILLS

Skill Points at Each Level: 4 + Int modifier
Class Skills: The idol-maker’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int), Heal (Wis),

Knowledge (arcana) (Int), Knowledge (religion) (Int), Profession (Wis),
Scry (Int), and Spellcraft (Int).
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TABLS 2-23: THE IDOL-MAK<R

Level Base Attack Bonus Fort Save RefSave Will Save
1 +0 +2 +0 +2
2 +1 +3 +0 +3
3 +2 +3 +1 +3
4 +3 +4 +1 +4
5 +3 +4 +1 +4
6 +4 +5 +2 +5
7 +5 +5 +2 +5
8 +6 +6 +2 +6
9 +6 +6 +3 +6

10 +7 +7 +3 +7

L

Special

Craft Teraphim, personal teraph, +1 level divine spellcaster class
Craft greater idol

Bestow sentience, +1 level divine spellcaster class
Idol senses

Imbue idol, +1 level divine spellcaster class
Multitude of teraphim

+1 level divine spellcaster class

Semblance of life

Breath of the god, +1 level divine spellcaster class
Animate idol

ﬁ|
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<LASS FEATURSS

All the following are features of the idol-maker prestige class:

WEAPON & ARMOR PROFICISNCY

An idol-maker gains no weapon or armor proficiency.

<RAFT T<RAPHIM

Idol-makers receive the Craft Teraphim feat as a bonus feat at 1st level.

PSRSONAL T<RAPH

At 1st level, an idol-maker can make a teraph devoted to a deity of his
pantheon for his own personal use at no cost. Refer to p. 112 for details.

SPELLCASTING

An idol-maker continues to increase in his normal spellcasting abilities
as he rises in idol-maker levels. Thus, when a new odd-numbered
idol-maker level is gained, he gains new spells per day as if he had also
gained a level in the divine spellcasting class he belonged to before he
added the prestige class. He does not, however, gain any other benefit a
character of that class would have gained.

<RAFT <4R<AT<R IDeL

At 2nd level, an idol-maker can craft a greater idol. A greater idol may be
medium size (6 ft. tall), large (9 ft. tall) or huge (12 ft. tall), and must depict a
member of the maker’s pantheon. Greater idols have the power and blessing
of a teraph of the same deity and circle of protection against law, chaos, good, or
evil as most appropriate.

To create a greater idol, the idol-maker must spend the requisite amount
of time, spend an appropriate amount of money on materials, and make
a Craft check. Failure on the check means that the statue is completed,
but has no magical properties.

BESTOW SENTISNCE

On occasion, a god may choose to temporarily place part of his divine
essence into a teraph or greater idol, allowing him to exercise all of his
abilities through that form. When the god is 7oz actually present in one of
his crafted representations, it is often useful for his priests to use magic to
make it appear that he is. The first step in doing this is for an idol-maker
of 3rd or higher level to bestow limited sentience upon the idol.

To bring an idol to a state of consciousness requires sacrifice. Animal
sacrifices worth 500 gp per month or treasure sacrifices of 1,000 gp per
month will awaken and maintain an idol’s sentience. A one-time human
sacrifice will grant sentience to an idol as well.

'The idol has an Intelligence of 8, and is capable of basic thought and
following instruction. The idol has normal human senses. It has a
personality similar to the god it represents.

The crafter may speak and be understood by the idol, but unless ghost
sound or some other sound-based illusion spell has been imbued into the
idol, it is unable to reply. Except as noted below, the idol cannot move
or attack.

IDOL SSNSS<S

At 4th level, an idol-maker in contact with a sentient idol representing
a deity of his pantheon can see and hear anything sensed by another
sentient idol of the same god on a successful Spot or Listen check. The
idol-maker must be able to specifically identify the remote idol, either
by location (e.g., the golden calf statue in Bethel), unique feature (e.g.,
the tallest idol of Baal-Hadad), or because it is an idol that he crafted
himself.

IMBUS DL

At 5th level, an idol-maker can cast spells into an idol, allowing the idol
to store the spells and cast them at a later time. The idol casts spells as a
spellcaster equal to the idol-maker’s level. The idol must be sentient (see
above) to be able to cast the spells with which it has been imbued. The
idol-maker does not need to cast imbue with spell ability to imbue the
idol. An idol’s spell slots may be filled with arcane or divine spells or a
mix of the two. The maximum number of spells a sentient idol can store
depends on its creator’s level, as shown on Table 2-27.

MULTITUDS <F T<RAPHIM

Whereas a person may normally receive the benefits of one teraph at a
time, at 6th level an idol-maker can receive benefits from one teraph per
point of his Wisdom bonus. The teraph bonuses of similar types of idols
don't stack.

SEMBLANCS ©F LIF<

At 8th level, an idol-maker receives his most terrifying power: the
ability to bring an idol to full sentience by embedding a gem worth at
least 20,000 gp into it, then performing a human sacrifice (or an animal
sacrifice after casting god form on the animal). This brings the idol to full
sentience for a month. It has an Intelligence of 18, and it is capable of
both speech and telepathy. Furthermore, the idol is capable of directing
its own actions, and can be imbued with higher level spells. The idol
loses its sentience if the gem is stolen, or a new human sacrifice is not
provided on a monthly basis.

BRSATH <©F THES <D

At 9th level, an idol-maker can give a statue the ability to breathe a cone
of vapors, 60 ft. in length, as a free action once every hour. The vapors
cause the blessing normally attributed to a teraph of the god to affect all
in the area; e.g., a statue of Thoth would grant bonuses to Knowledge
skill checks, while one of Asherah would improve Heal checks. The
idol-maker must burn incense before the idol for 12 continuous hours to
give it the breath of the god power, and this ritual must be redone every
month or the power is lost.
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TABLE 2-24: <RSATSR DOL <ONSTRIKTION

Size Days to Construct Cost Craft DC
Medium-sized 10 3,000 gp 15
Large 30 10,000 gp 20
Huge 90 50,000 gp 30

Hardness Hit Points Area of Power
10 50 30-ft. radius
10 100 60-ft. radius
10 200 120-ft. radius

ANIMATS DL

At 10th level, an idol-maker can bring a sentient idol to a semblance

of life and order it to attack. The idol-maker must be within 30 ft.

of the idol to give this command, and may only do this once per day.
The maximum number of idols that may be animated is equal to the
idol-maker’s Charisma modifier (minimum of one). An idol remains
animated for a number of rounds equal to the idol maker’s class level

+ his Intelligence bonus (if any). If the idol was crafter by a different
idol-maker, animating it requires a Knowledge (religion) or Knowledge
(arcana) check with a DC equal to that required to make the idol: 13 for
a teraph, 15 for a Medium-sized idol, 20 for Large, or 30 for Huge.

Animated idols have the following stats, depending on their size category:

T<RAPH

(Diminutive Construct): CR 4; HD 1d10 (5 hp); Init +1 (+1 Dex); Spd 20
ft.; AC 18 (+4 size, +1 Dex, +3 natural); Atk melee -2; Dmg 1d4-2 (19-
20/x2); Face 1 ft. by 1 ft.; Reach 0 ft.; SA imbued spells; SQ_darkvision 60
ft., cold, electricity, fire resistance 10, DR 15/+1, SR 8; AL N; Fort +0, Ref
+1, Will +2; Str 7, Dex 12, Con --, Int 8/18, Wis 14, Cha 8

M<SDIUM-SIZSD IDOL

(Medium-Sized Construct): CR 7; HD 6d10 (33 hp); Init +1 (+1 Dex);
Spd 40 ft.; AC 19 (+1 Dex, +8 natural); Atk melee +9; Dmg 2d6+5 (19-
20/x2); Face 5 ft. by 5 ft.; Reach 5 ft.; SA imbued spells; SQ_darkvision
60 ft., cold, electricity, fire resistance 10, DR 15/+3, SR 16; AL N; Fort

+2, Ref +3, Will +4; Str 21, Dex 12, Con --, Int 8/18, Wis 14, Cha 8

LARGS Dol

(Large Construct): CR 9; HD 12d10 (66 hp); Init +1 (+1 Dex); Spd 50 ft.;

AC 23 (-1 size, +1 Dex, +13 natural); Atk melee +16/+11; Dmg 2d8+7 (19-
20/x2); Face 5 ft. by 5 ft.; Reach10 ft.; SA imbued spells; SQ darkvision 60

ft., cold, electricity, fire resistance 10, DR 15/+4, SR 20; AL N; Fort +4, Ref
+5, Will +6; Str 25, Dex 12, Con --, Int 8/18, Wis 14, Cha 8

HU¢< IbeL

(Huge Construct): CR 11; HD 18d10 (99 hp); Init +1 (+1 Dex); Spd 60

ft; AC 27 (-2 size, +1 Dex, +18 natural); Atk melee +22/+17/+12; Dmg
2d10+9 (19-20/x2); Face 10 ft. by 10 ft.; Reach 15 ft.; SA imbued spells; SQ_
darkvision 60 ft., cold, electricity, fire resistance 10, DR 15/+5, SR 24; AL N;
Fort +6, Ref +7, Will +8; Str 29, Dex 12, Con --, Int 8/18, Wis 14, Cha 8

MASTER <HARIOTS<R

No other position in the armies of the Zestament period held as much
luster as that of charioteer. While every nation had chariots, those

of New Kingdom Egypt and Israel during the United and Divided
Monarchies were the acknowledged best. And charioteers who showed
special mastery of their task could receive special training to become
some of the leading warriors of their nation.

GAMS RULS INFORMATION

Abilities: Handling chariots and chariot animals requires skill and a
good Dexterity. As charioteers can also serve as battlefield leaders, a high
Charisma score is also recommended.

Abbreviation: MCh
Hit Die: d10

| L

TABLE 2-27:
IMBUSD IDOL SPELLS

Number of Spells Imbued

Maker’s Level 0 1 2 3 4 5 6 T
4 4 3 2 e
5 4 3 2 1 = o -
6 4 3 3 2 1 - - -
7 4 4 3 2 2 1 - -
8 4 4 3 3 2 2 1 -
9 4 4 4 3 3 3 2 -
10 4 4 4 4 3 3 2 1

*Semblance of Life is required for the idol to be able to
use spells of this level.

ﬁ|
REQUIRSMSENTS

Era: Egypt (1550-1000 BCE)/Israel (1000-586 BCE)

Base Attack Bonus: +7

Skills: Handle Animal (6 ranks), Knowledge (military tactics) (4 ranks),
Ride (8 ranks)

Feats: Weapon Focus (shortbow or composite shortbow), Trample, Skill
Focus (Ride [chariot])

<LASS SKILLS

Skill Points at Each Level: 2 + Int modifier

Class Skills: The master charioteer’s class skills (and the key ability
for each skill) are Balance (Dex), Concentration (Con), Craft (Int),
Handle Animal (Cha), Heal (Wis), Knowledge (military tactics)
(Int), Knowledge (religion) (Int), Profession (Wis), and Ride (chariot)
(Dex).

<LASS FEATURSS

All the following are features of the master charioteer prestige class:

W<APON £ ARMOR PROFICISNCY

A master charioteer is proficient with all simple and martial weapons, all

types of armor, and shields.

INCRSASSD <HARIOT SP<<D

Even if he is not driving the chariot himself, a master charioteer can
increase the chariot’s speed if he makes a successful Ride (Chariot)
check (DC 15). A check must be made each time the charioteer

attempts to increase SpCCd.

IMPROVED TRAMPLE

Beginning at 2nd level, if a master charioteer performs a trample with
his chariot, it does bonus damage equal to his class level and the driver
receives a bonus on his Ride check equal to the master charioteer’s class
level to avoid toppling the chariot.

|I——
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TABLS 2-28: THE MASTSR <HARIOTS<SR
Level Base Attack Bonus FortSave  RefSave  Will Save Increased Chariot Speed Special
1 +1 +0 +2 +0 +5 ft./round
2 +2 +0 +3 +0 +5 ft./round Improved Trample
3 +3 +1 +3 +1 +5 ft./round
4 +4 +1 +4 +1 +10 ft./round Quick Reins
5 +5 +1 +4 +1 +10 ft./round
6 +6 +2 +5 +2 +10 ft./round Improved Cover
7 +7 +2 +5 +2 +15 ft./round
8 +8 +2 +6 +2 +15 ft./round Steed Kill
9 +9 +3 +6 +3 +15 ft./round
10 +10 +3 +7 +3 +20 ft./round Crippling Shot

|I——

QUICK REINS

At 4th level, the master charioteer can move between positions (driver,
shieldbearer, charioteer) as a free action.

IMPROVSD <QV<ER

At 6th level, a master charioteer becomes particularly adept at using his
chariot for cover. Cover on the side protected by the shieldbearer increases
from three-quarters to nine-tenths, and cover on the opposite side
increases from one-quarter to one-half.

ST<<D KILL

At 8th level, a master charioteer becomes particularly adept at killing
steeds that are being used for riding or pulling chariots. If he studies

a steed for three rounds and successfully hits with a ranged attack, the
steed must make a Fortitude save (DC 15 + the master charioteer’s class
level) or die.

<RIPPLING SHOT

At 10th level, on a critical hit, a master charioteer’s ranged attacks also
cause crippling strikes, dropping their target’s Strength by 1 point.
Targets reduced to 0 Strength are immobilized.

ROYAL ASTROLOGER

'This wizard predicts the future by tracking the movement of the stars and
planets. He is one of the most honored people in the courts of Egypt or
Babylon, although as his job sometimes requires him to be the bringer of
bad news to powerful people, the position can be a dangerous one.

GAMS RULS INFORMATION

Abilities: Royal astrologers are a sub-type of khery-heb, cleric, or
magus of the starry host, and as such high Intelligence or Wisdom
scores are important to them. Horoscopes require a good Knowledge
(astrology) (Int-based skill). High Constitution gives them much-
needed bonus hit points.

Abbreviation: RAs
Hit Die: d4

REQUIRSMSNTS

Alignment: Any good (+5 or higher Piety)

Skills: Knowledge (astrology) (6 ranks), Knowledge (religion) (6 ranks),
Knowledge (agriculture) (3 ranks), Scry (6 ranks)

Feats: Skill Focus (scry)

Spellcasting: Ability to cast 3rd-level arcane or divine spells

Special: To become a royal astrologer, the character must be appointed
royal astrologer in a noble’s court.

<LASS SKILLS

Skill Points at Each Level: 2 + Int modifier

Class Skills: The royal astrologer’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Handle Animal (Cha), Heal
(Wis), Knowledge (agriculture) (Int), Knowledge (arcane) (Int), Knowledge
(astrology) (Int), Knowledge (religion) (Int), Listen (Wis), Perform (Cha),
Profession (Wis), Sery (Int), Spot (Wis), and Spelleraft (Int).

<LASS FEATURSS

All the following are features of the royal astrologer prestige class:

WEAPON € ARMOR PROFICISNKY

Royal astrologers gain no proficiency in any weapon or armor.

HoROS<Op<

An astrologer can cast an augury spell with an outlook measured in days,
instead of minutes. He needs to know the time, date, and place of the
subject’s birth. This isn’t always easy in a time before clocks and extensive
record-keeping, and may require extensive detective work if the parents of
the subject or the midwife who helped with the delivery aren't available

to ask. The Israelites, who didn't practice astrology, also didn't celebrate
birthdays, so even discovering an Israelite’s date of birth can be a task.

He also needs an extensive library of charts (on papyrus scrolls or clay
tablets) detailing planetary alignments on past dates, as well as other
tools of the trade; see astrologer’s tools, p. 72.

The chance of a meaningful reply to the astrologer’s augury is 79% +1%
per caster level +/-1% per point by which he exceeds or fails a Knowledge
(astrology) check (DC 24).The chance of a meaningful reply suffers a
penalty of -10% for every week of the outlook past the first.

The question asked in the augury can be less specific than that normally
required by the spell, but the answer is still limited to “weal,” “woe,”
“weal and woe,” or “nothing.”

It requires an hour to craft a person’s horoscope. The astrologer may craft
a horoscope (as above) for a single person per day between 1st and 3rd
levels, two people per day between 4th and 6th level, three people per
day at 7th level, and four people per day at 10th level.

IMPROVSD DIVINATION

At 1st level, a royal astrologer receives a 10% bonus when casting any spell
from the Divination school whose results have a percentage chance of
learning information (e.g., augury, divination).

SPALLKASTING

A royal astrologer continues to increase in his normal spellcasting
abilities as he rises in astrologer levels. Thus, when a new even-
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TABLS 2-2%: TH¢

Level Base Attack Bonus  Fort Save Ref Save
1 +0 +0 +0
2 +1 +0 +0
3 +1 +1 +1
4 +2 +1 +1
5 +2 +1 +1
6 +3 +2 +2
7 +3 +2 +2
8 +4 +2 +2
9 +4 +3 +3
10 +5 +3 +3

ﬁ|

ROVAL ASTROLOGSR

Will Save Special
+2 Horoscope 1/day, improved divination
+3 +1 level spellcasting class
+3 Shape destiny
+4 Horoscope 2/day, +1 level spellcasting class
+4 Scrying page
+5 +1 level spellcasting class
+5 Horoscope 3/day
+6 +1 level spellcasting class
+6 Trust in the stars
+7 Prophecy of doom, horoscope 4/day, +1 level

spellcasting class

|I——

numbered astrologer level is gained, he gains new spells per day as if he
had also gained a level in the spellcasting class he belonged to before he
added the prestige class. He does not, however, gain any other benefit

a character of that class would have gained. His methods of learning,
preparing, and casting spells is the same as in his previous spellcasting
class.

1f the royal astrologer had more than one spellcasting class before he
became a royal astrologer, he must decide to which class he adds each
royal astrologer level for purposes of determining spells per day when he
adds the new level.

SHAPS DESTINY

At 3rd level, anyone for whom the royal astrologer crafts a horoscope (as
above) receives special warnings of danger along with the horoscope’s
general prediction. It requires a separate Knowledge (astrology) check

(DC 20) by the astrologer to decipher the subject’s destiny, but if
successful, the horoscope gives the person enough warning to either:

*  Reroll a failed saving throw

*  Reroll a failed attack roll

*  Reroll a failed skill check.

*  Force an opponent to reroll a successful attack roll against the
character

*  Force an opponent to reroll a successful saving throw against the
character’s spells

*  Lose flat-footed status from surprise

The subject of the horoscope receives one warning, plus an additional
warning per point of the astrologer’s Wisdom bonus. The affected
character chooses when destiny is shaped and which roll is affected, but
all warnings must be accounted for within the time frame of the augury.

SCRYING PAg<

At 5th level, a royal astrologer may open a specially prepared scroll or
clay tablet and use it to cast a c/airvoyance spell; a single moment in
time of the place that’s scryed appears as a line drawing on the scroll or
tablet. The astrologer only sees a single “captured” view of the scene. The
Astrologer may use his scrying page three times per day, plus once per
day per point of his Wisdom modifier.

A scrying page scroll or tablet costs 50 gold pieces to prepare; each has
room to display 10 scenes.

TRUST IN THE STARS

At 9th level, a royal astrologer gains a special insight into the person
for whom he’s successfully cast a horoscope (as above). In addition to
the normal effect of the horoscope, the subject gains a +2 bonus on
all Reflex saves, a +1 luck bonus to Armor Class, and +2 bonus on all
Wisdom-based skill checks, and cannot be flanked (except by a rogue
four levels higher) during the time period covered by the augury.

PROPHEKY <©F DooM

At 10th level, a royal astrologer can cast a horoscope to discover the
weakness of a particular person. The astrologer must know the enemy’s
True Name and make a Knowledge (astrology) check (DC 28). If he’s
successful, he learns a word that, when spoken within earshot of the
subject, acts as a finger of death against that person.

For every day between the casting of the horoscope and the pronouncement
of the fatal prophecy, the victim receives +2 to his save against the spell. If
the target’s save is successful, he suffers no damage from the prophecy.

<X-ROYAL ASTROLOGSR

A royal astrologer who loses his position at court, who becomes a non-
good alignment, or whose Piety drops below +5, cannot gain new levels
as a royal astrologer, but doesn't lose special abilities he’s already gained.
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In addition to the feats available in the Player’s Handbook, there are
many character feats unique to the world of Zeszament.

Those feats marked “Battlefield” are intended for use with the mass
combat rules in Chapter 5.

NS FSATS

National feats are only available to characters raised in the indicated
nations and cultures: (B) Babylon, (C) Canaan, (E) Egypt, (I) Isracl. Not
all people from a place or culture will have those feats, but those from
outside the area won't.

- NS FEATS -

ASTRONOMER (4EN<RAL)

You know how to use the stars to your advantage.
Nation: Babylon, Egypt
Prerequisites: Intuit Direction (1 rank), Knowledge (astrology) (1 rank)

Benefit: You gain a +1 competence bonus on Knowledge (astrology) and
Intuit Direction checks. In addition, you receive an omen (see porent, p.
96) during eclipses, comets and other major astronomical phenomena.

BATTLSHSLD MAGIK
(BATTLSHSLD, MSTAMAGIC)

Your battlefield experience makes spellcasting easier.

Benefit: You can cast spells on a battlefield without needing to make a
Concentration check.

BATTLSFISLD MAN<UV<R
(BATTLSFISLD)

Under your leadership, your comrades benefit from your abilities.

Benefit: You select a battlefield feat at the time Battlefield Maneuver is
taken. When you're in command of a Side, that Side temporarily gains
the use of this feat.

Special: Battlefield Maneuver may be taken multiple times. Each time it
is taken, a new battlefield feat must be chosen.

BATTLSFISLD S<ASONSD
(BATTLSFISLD)

You are accustomed to fighting on the battlefield.

Benefit: You do not suffer the -2 battlefield penalty on skill usage, and
may add your Dexterity bonus to your Armor Class.

BATTLSFI4LD Shdll
(BATTLSHSLD, MSTAMAGIC)

You cast magic on the battlefield with devastating effectiveness.

Benefit: The damage your spells inflict on the battlefield is doubled.
A Battlefield Spell uses up a spell slot one level higher than the spell’s
actual level.

CONSRATSD
SPELL (DIVINS)

Your spells are more effective when cast from holy ground.

Prerequisite: The ability to cast 1st-level paladin spells or 5th-level
cleric spells

Benefit: You receive a +1 bonus to the DC of all divine spells and +2

bonus to both damage and healing spells when you cast them from
consecrated ground or while under the effect of a sanctuary spell.

<RAFT M<SKHTST
(ITEM <REATICON)

You can craft an amulet containing a number of magic charms.
Nation: Egypt
Prerequisite: Spellcaster level 1st+

Benefit: You can create amulets called mekhtets (see p. 110).

<RAFT TERAPHIM
(ITEM <REATICON)

You can craft a personal idol with one magical power.
Nation: Canaan, Babylon, or Egypt
Prerequisite: Idol-maker prestige class

Benefit: You can create wondrous items called teraphim (see p. 112).

DIVINS ARMSR (DIVINS)

Your god protects you in combat against special enemies of Israel.
Nation: Israel
Prerequisite: The ability to cast 1st-level paladin spells

Benefit: You gain a +2 sacred bonus to your Armor Class against the
demon-possessed and one special enemy of Israel appropriate to the Era
(e.g., Philistine giants, priests of Baal, Assyrian charioteers, dragons of
sin) of your choice.

Special: If your Piety ever drops below 0, use of this feat is temporarily
denied you.

DIVINS R<<ALL (DIVINS)

You can replenish spells quickly when praying on holy ground.
Prerequisite: Consecrated Spell

Benefit: When you are on consecrated ground or within the confines of a
sanctuary spell, you can replace expended divine spells quickly and at any
time of day.

A divine spell is received if you spend one complete round per level

of the spell in uninterrupted prayer. While you are praying, you may

not receive a Dexterity bonuses to Armor Class, and must make a
Concentration check (DC 15 + damage taken) if successfully attacked or
else your contemplation is disturbed. Only 0- to 4th-level spells can be
recalled with this feat (but see also Greater Divine Recall).

The maximum number of spells you can replenish in one day is one spell
per caster level + one spell per point of your Piety modifier.

If the ground is desecrated or the sanctuary dispelled during the prayer,
the spells are not recalled.

Special: If your Piety ever drops below 0, use of this feat is temporarily
denied you.
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General Feats

Astronomer

Farmer

Fertility Dancer

Herdsman

Improved Rally [Battlefield]
Improved Refocus
Moonlight Mage

Mountain Born
Pious

Rally [Battlefield]
Retaliatory Strike

Royal Diplomat
Scribe

Sea Trader
Secret of Iron
Slave-Holder
Side Step

Snake-Handler
Tamkarum
Wirestler

Battlefield Feats

Battlefield Maneuver
Battlefield Seasoned

Master of the Field
Divine Feats

Consecrated Spell

Divine Armor

Divine Recall

Dreamer

Empowered Turning
Exalted Spell [Metamagic]
Godstrike

ﬁ|

Battlefield Magic [Metamagic]

Battlefield Spell [Metamagic]

TABLS 3-1: N€W F<ATS

Prerequisite (Nation)

Intuit Direction (1 rank),

Knowledge (astrology) (1
rank) (B, E)

(B,0)

Cha 12+, Rally
Improved Initiative

Spellcaster in the service of a

lunar deity
(S9Y

Cha 12+

Proficiency with weapon, +1
base attack bonus, Weapon
Finesse

©

Craft skill (C, B)

@

Dex 13+, Dodge, Mobility, +4

base attack bonus, Spring
Attack

Handle Animal (8 ranks)
(B)

+1 base attack bonus, Weapon
Focus (grapple)

Prerequisite (Nation)

+5 base attack bonus
Prerequisite (Nation)

Ability to cast 1st-level paladin
spells or 5th-level cleric
spells

Ability to cast 1st-level paladin
spells (I)

Ability to cast 1st-level paladin
spells or 5th-level cleric
spells, Consecrated Spell

Knowledge (dreams) (1 rank)
Turn/rebuke undead ability

Champion of Israel or paladin
of war god

Divine Feats
Greater Divine Recall

Omen Reader
Scourging Spell
Staff Spell
Turning Spell

Vendetta Spell

Item Creation Feats
Craft Mekhtet

Craft Teraphim

Metamagic Feats
Echo Spell
Greater Mass Spell
Improved Hekau
Tongue of Curses

Mythic Feats
Battlefield Scourge [Battlefield]

Beauteous Visage
Blood Brother
Celestial Charioteer
Divine Compass

Divine Grace

Friend of Beasts
God Spell [Metamagic]

Divine Invulnerability
Greater Rebuke [Divine]

Nazirite
Receive Blessings

Relic Spell [Metamagic]

Sacrosanct

Slaughterground Champion

Prerequisite (Nation)

Ability to cast 1st-level
paladin spells or 5th-level

cleric spells, Consecrated

Spell, Divine Recall

Divine spellcasting ability
Blessed staff

Turn/rebuke undead or drive

out possessing demons
ability

(B,C,E)

Prerequisite (Nation)

Spellcasting ability (E)

Idol-maker prestige class (B,

C,E)

Prerequisite (Nation)

Speak hekau ability (E)

Successfully casting three
bestow curses

Prerequisite (Nation)

+5 base attack bonus, Master

of the Field
Cha 19+
Leadership
Divine blood (B, C, E)
Intuit Direction (5 ranks)

Great Fortitude or Iron
Will, or Lightning
Reflexes

Handle Animal (10 ranks)
Ability to cast 3rd-level

khery-heb spells and 2nd-

level divine spells (E)

Ability to cast 6th-level
cleric or 4th-level paladin
spells

@

Three metamagic feats,

spellcaster level 3rd+, Craft

Wondrous Item (B, C)
Antediluvian era

Intelligence 13+, Expertise,
Dexterity 13+, Dodge,
Mobility, +15 base attack
bonus, Spring Attack,
Whirlwind Attack

L

|I——
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DR<AMSR (DIVINS)

You receive vague impressions of future events in your dreams.

Prerequisite: Knowledge (dreams) (1 rank)

Benefit: When you sleep you are sometimes visited by agents of your
god who grant you prophetic dreams. These take the same form as a
portent spell, except that the symbolism of the dreams can be more
personal and surrealistic than the concrete omens of a porzent, and the
messages must be deciphered using only your Knowledge (dreams) skill

(DC 15 is typical for such checks).

Occasionally a tempter or ruination devil may insinuate a false prophecy
into your dreams in hopes of influencing your waking actions. A
Knowledge (religion) check (DC 10) will reveal the imposture, but only
if you think to question the dream’s source.

(Note: Prophetic dreams sent by one’s deity should be an important
avenue of communication between the dreamer and his god—and
between the GM and the players. Unlike a porzent spell, these dreams
come unbidden and should be able to change the direction of an
adventure or a campaign: they can reveal the future or show the dreamer
events happening afar, they can clear up mysteries of the past, and

they allow the god to express his displeasure with the actions of his
worshipers in a manner less blatant than raining fire on them from
above.)

<<HS SPELL (MSTAMAYIC)

A damage-inflicting spell you cast inflicts damage again on the
following round.

Benefit: If you cast a damage-inflicting spell with an Instantaneous
duration, it has a secondary “splash” effect on the following round,
occurring at the same Initiative count as the original spell. This damage
is half that of the original damage. If the original spell allowed a saving
throw, a second save is required to avoid or reduce the echoed effects (as
appropriate to the spell).

A heightened echoed spell does x1.5 damage initially and x0.75 damage
in the echoed round.

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

<MPoU<R<D
TURNING (DIVINS)

You can sacrifice spell slots to improve your chance to turn or rebuke
undead.

Prerequisite: Turn/rebuke undead ability

Benefit: You can designate one or more spell slots as reserved for
empowering your turn attempts instead of being filled with spells. When
you attempt to turn undead or cast out demons from possessed creatures
or beings, you can spend a reserved spell slot to add +1 per level of the
spell on your roll and to the Hit Dice of enemy creatures rebuked.

<XALTSD SP<LL
(DIVINS, MSTAMAGI)

Your spells’ ability to improve a target’s abilities are heightened.

Benefit: This feat improves the augmentations received by the targets
of your bless or other divine spells that improve attack bonuses, saving
throws, or ability scores. Numerical blessings are improved by +1, while
die roll augmentations are improved by one class of die (d4 to d6, d6 to
d8, etc.). An exalted spell uses up a spell slot one level higher than the
spell’s actual level.
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FARMSR (G$N<RAL)

You know well how to work the soil.

Benefit: You can turn poor quality land into arable land, and arable land
into fertile. You also receive a +2 bonus on Profession (farmer) checks.

FSRTILITY DANCSR
(GENSRAL)

You know how to use dance for religious purposes and for seduction.
Nation: Babylon, Canaan

Benefit: You gain a +1 bonus on your Perform (dance) checks, a +1
bonus on Diplomacy checks (when used for seduction), and a +1 bonus
on Profession (farmer) checks involving the fertility of animals or the
land.

GREATSR MASS
SPELL (METAMAGIC)

A mass spell you cast has increased effectiveness.

Benefit: You may double the radius of any spell with the designation
“mass” (e.g., mass affliction), and increase the number of targets affected
by x1.5. If the mass spell is used as a battlefield spell against a Side, its
save suffers an additional -2 penalty. A greater mass spell uses up a spell
slot two levels higher than the spell’s actual level.

$ODSTRIKS (DIVINS)

Your god enables you to hit an opponent, even after you'd normally miss.

Prerequisite: 1st level or higher champion of Israel or paladin of war
god

Benefit: Once per day, you can retroactively improve the result of

an attack roll by expending 10 XP/+1 increase to the result, up to a
maximum of +5. This increase is not considered Temptation, and doesn’t
cause Piety loss. If the increased result is in the threat range of your
weapon, it’s treated as if the result had been a natural die roll.

GREATSR DIVINS
R<<ALL (DIVINS)

You can replenish even the highest-level divine spells quickly when
praying on holy ground.

Prerequisites: Consecrated Spell, Divine Recall

Benefit: As Divine Recall, except that 5th- to 9th-level spells can be
recalled.

HERDSMAN (G<N<RAL)

You are skilled at herding livestock.

Benefit: All your livestock are of sacrificial quality, and you receive a +2
bonus on Handle Animal and Profession (herdsman) checks.

IMPROVSD H<KAU
(METAMAGIC)

You cast words of power more easily.
Nation: Egypt
Prerequisite: The speak hekau ability

NEW F<ATS -

Benefit: You can cast spells that have verbal, somatic, and material
components as “verbal only” spells using spell slots of the same level,
instead of using a spell slot one level higher than the spell’s actual level.

IMPROVED RALLY
(BATTLSFISLD, GSN<RAL)

You are able to inspire those around you to feats of awesome courage
and valor.

Prerequisites: Charisma 12+, Rally

Benefit: Your presence boosts morale as per the Rally feat, but the
bonus enjoyed by those rallied is equal to your Charisma modifier.

If using the Biblical Battlefield Resolution System in Chapter 5, the
bonus from Improved Rally applies to a single Side and is in addition to
any bonuses the Side receives from its commanding Captain.

While using this feat you lose all Dex bonuses to AC and cannot
Dodge. Your attack and weapon damage rolls suffer a =2 penalty if
you attempt to fight while maintaining your highly visible stance. You
cannot use this feat and flee from a challenge in the same battlefield
round.

IMPR VD
REFOCUS (4SNSRAL)

Once you have your bearings you can act quickly.
Prerequisite: Improved Initiative

Benefit: When you take a Refocus action, you are positioned as if you
had rolled a 24 on your initiative check (plus modifiers for Dexterity and
the Improved Initiative feat).

MASTSR <F TH<
FISLD (BATTLSFISLD)

You're more effective in mass combat than most warriors.
Prerequisite: +5 base attack bonus

Benefit: You do one-quarter damage to a Side you attack on the

battlefield.

Normal: Characters without this feat do one-tenth damage to a Side in
massed combat.

MO ONLIGHT
MAGS (GSN<€RAL)

You prepare spells more effectively in moonlight.
Prerequisite: Spellcaster in the service of a lunar deity

Benefit: When you prepare spells under moonlight, the DCs for all
prepared spells improve by +1. If you prepare your spells under the light
of a full moon, their DCs improve by +2.

MOUNTAIN
BORN (4<N<RAL)

You were raised in mountainous regions and are well suited to traveling
in them.

Nation: Canaan, Israel

Benefit: You receive a +1 bonus on Climb and Wilderness Lore checks.
In addition, your movement rate in “Mountains” is improved to “Hills”
and movement rate in “Hills” is improved to “Rough.”
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OMSN R<AD<R (DIVINS)

You have a natural gift for identifying and interpreting divine omens
and portents.

Benefit: You receive a +2 bonus on Knowledge checks to interpret
portents, omens, and dreams.

PIQUS (GEN<RAL)

You have the potential to be a moral rolemodel, a paragon for your
people.

Benefit: You receive +1 Piety/month from regular devotions. You are
also able to accrue +10 over the normal maximum level of Piety.

Normal: A person is normally restricted to a maximum Piety equal to
his Wisdom score + 1 point per character level.

RALLY
(BATTLLFISLD, GSNSRAL)

Through force of personal ity, you are able to inspire courage in those
around you.

Prerequisite: Charisma 12+

Benefit: By presenting yourself in a prominent location (such as on

a hill, or beneath a battle banner) during pitched combat your mere
presence boosts the morale of those who are in a position to see you
or hear your voice, granting them a +1 morale bonus on attack rolls,
weapon damage, and saves against charm and fear effects. This bonus
only applies to those who have an emotional commitment to you or a
cause you represent. A person can only benefit from the effects of one
Rally at a time.

If using the Biblical Battlefield Resolution System in Chapter 5, the
bonus from Rally applies to a single Side and is in addition to any
bonuses the Side receives from its commanding Captain.

While using this feat you lose all Dex bonuses to AC and cannot
Dodge. Your attack and weapon damage rolls suffer a -2 penalty if
you attempt to fight while maintaining your highly visible stance. You
cannot use this feat and flee from a challenge in the same battlefield
round.

RETALIATORY
STRIKS (4<N<RAL)

Your swift reflexes allow you to make one retaliatory strike with a light
weapon.

Prerequisite: Proficiency with weapon, +1 base attack bonus, Weapon
Finesse

Benefit: When using a light weapon, if you are struck in melee and

are neither flat-footed nor flanked, you may launch one free strike per
round as a retaliatory strike, at your full attack bonus and with half your
Strength modifier added to your damage.

ROYAL
DIPLOMAT (GENSRAL)

You know how to act in diplomatic circles.

Benefit: You know well the ways of diplomacy and courtesy, receiving
a +1 bonus on Bluff, Knowledge (royalty), and Diplomacy checks.
Attitudes of royalty and royal bureaucracies toward you are improved
from indifferent to helpful, and from helpful to friendly. You gain
Akkadian, Aramaic, Greek, or Latin as a bonus language, depending on
the era.

NW F<ATS -
SCRIBS (GEN<RAL)

You are an expert in the scribal arts.

Benefit: You receive a +2 bonus on all Profession (scribe) checks, and
automatically know the most common writing system for each language
you can speak.

In addition, the space you require to copy arcane spells into a spellbook
(or onto spell scrolls) is reduced to one and a half pages and it only takes
you one day plus a half day/level.

S<CQURGING
SP<LL (DIVINS)

You can cast spells that do greater damage against evil creatures.
Prerequisite: Divine spellcasting ability

Benefit: Any evil recipient of a targeted spell takes 1d6 divine damage
in addition to the spell’s normal effect, while creatures with the demon-
possessed template take 2d6 additional damage. A successful save against
the spell (if any is allowed) halves scourging damage. A scourging spell
uses up a divine spell slot of one level higher than the spell’s actual level.

S<A TRADSR (4€N<RAL)

You are an exceptional sailor and trader.
Nation: Canaan

Benefit: You know the ins and outs of sea travel and trading in ports.
You receive a +1 bonus on Appraise, Bluff, and Profession (sailor)
checks. You also increase by 10% the base daily movement of any ship
you pilot. You gain Phoenician or Greek as a bonus language.
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SSCRET ©F
IRON (GSN<RAL)

You know how to craft iron weapons and armor in the late Bronze Age.

Nation: Canaan, Babylon
Prerequisite: Appropriate Craft skill

Benefit: You understand how to make iron weapons, which have double
the hardness and hit points of comparable bronze items.

SLAVS-HOLDSR (4EN<RAL)

Your slaves are especially loyal to you.
Nation: Israel

Benefit: Slave-owning is common among the peoples of the Testament
region, but an Israelite who is the slave of another Israelite must be freed
on a Sabbatical year (every seventh year) unless he volunteers to remain
(in which case his ear is pierced to denote his status). If an Israelite owns
Israclite slaves, they are considered temporary possessions unless he has
this feat.

(Note: The automatic release of slaves doesn't apply to non-Israelites
who are owned as slaves by Israelites.)

SIDS STP (GEN<€RAL)

You are adept at avoiding attacks.

Prerequisite: Dexterity 13+, Dodge, Mobility, +4 base attack bonus,
Spring Attack

Benefit: Unless you're trapped or immobilized, you can't be bull rushed.

NEW F<ATS -

SNAK<-HANDL<R
(4EN<RAL)

You are adept at handling snakes, and prior exposure has given you some
resistance to their venom.

Prerequisite: Handle Animal (8 ranks)

Benefit: You get +2 on Handle Animal checks involving snakes, and +2
on Fortitude saves against their venom. You get +1 on Handle Animal
checks involving other venomous animals, and +1 on Fortitude saves
against their venom.

STAFF SPELL (DIVINS)

You may use your staff as a conduit for your spells, even when it is not in
your hands.

Prerequisites: A staff that has been b/essed

Benefit: You may stick your staff in the soil, and as long as you remain
within 60 ft. of it, spells may be cast with the staff as their point of
origin. Furthermore, you can affect anyone within 5 ft. of the staff with a
touch range spell as if you were actually touching the target.

You must remain in view of the staff at all times, and removing the staff
from the soil prevents you from casting spells through it.

TAMKARUM (4<N<RAL)

You are a professional merchant of Babylon, licensed to trade in the
empire.

Nation: Babylon

Benefit: You are authorized as a merchant by the government of
Babylon. You may trade throughout the empire, and are respected as an
arbiter, receiving a +1 bonus on Appraise, Bluff, and Diplomacy checks.
In your home city, you get an additional +1 on Appraise and Bluff
checks when bartering.

TONGUS <F
CURSSS (METAMAGIC)

You speak powerful curses.

Prerequisite: Having successfully cast bestow curse on at least three
occasions

Benefit: The DC for saves against and attempts to remove your curses is
increased by +3.

TURNING
SP<LL (DIVINS)

You can combine a spell with an attempt to turn or rebuke undead or to
drive out possessor demons.

Prerequisite: Ability to turn/rebuke undead, or drive out possessing
demons

Benefit: You can employ an attempt to turn undead at the same time
you cast a spell. This spell must be directed at one of the creatures you
are attempting to turn (either targeted directly on the creature, or on
an area in which the creature falls) and even if the creature makes any
appropriate saving throws against the spell, the turning attempt is not
negated.

If you memorize a spell with the turning enhancement and use your
entire allotted turning attempts for the day before casting it, the spell is
treated as a normal spell when cast. A turning spell uses up a divine spell
slot of one level higher than the spell’s actual level.

— 44 -



~ <HAPT<R =:
VEND<ETTA SP<ELL (DIVINS)

You can smite an exile harder.
Nation: Canaan, Babylon, Egypt

Benefit: A vendetta spell has greater effect against a member of your
own nation who is the subject of an exi/e spell. The target’s saving
throws against a vendetta spell suffers a -2 penalty, and spells that inflict
damage do +1 damage per die against him. A vendetta spell uses up a
divine spell slot of one level higher than the spell’s actual level.

- MYTHI<

Mythic feats are more powerful feats that aren’t balanced for average
play levels. Player characters should be restricted to a single mythic feat
if the GM allows them at all.

BATTLEFISLD S<QUR4E
(BATTLSFISLD, MYTHIK)

If armies don't fear you, they should.
Prerequisite: +5 base attack bonus, Master of the Field
Benefit: You do one-half damage to a Side you attack on the battlefield.

Normal: Those without this feat do one-tenth damage to a Side in
massed combat.

BLALUTSOUS VISAGE (MYTHEC)

You are supernaturally attractive.
Prerequisite: Charisma 19+

Benefit: You are becoming beyond the ken of mortals, with a face

that could launch a thousand ships or break ten thousand hearts.
Barring obvious hostility, all NPC attitudes from the opposite sex are
automatically raised by two levels and a Charisma check can potentially
improve the reaction even more, but cannot lower it.

BLOOD BROTHSR (MYTHIK)

You have a comrade-in-arms of mythic stature.
Prerequisite: Leadership

Benefit: You have a blood brother or sister, a cohort your equal in level and
class. When you fight within 30 ft. of each other, you both gain a +2 bonus
on your attack and damage rolls. When fighting back-to-back within 5 ft.
you also receive +4 to Armor Class and all saves. No magical compulsion
short of a god’s cormmand can set one blood brother against the other, and

if that happens each blood brother may attempt a break enchantment on the
other once per day even if neither is a spellcaster. When a blood brother
dies, the other suffers depression and a generalized ill health (-2 to Fortitude
saves) that can only be cured by a beal, limited wish, miracle, or wish spell.

Two PCs may take this feat at the same time and declare each other as
their blood brother.

{SLESTIAL
<HARIOTSER (MYTHIC)

You can drive the vehicles of the gods.
Nation: Babylon, Canaan, Egypt
Prerequisite: Aasimar or half-celestial (i.c., must have divine blood)

Benefit: You are familiar with divine vehicles (e.g., Amun’s divine barge)
and are able to pilot them without penalty.

NW F<ATS -
WRESTLER (GEN<RAL)

You know how to grapple exceptionally well.
Prerequisites: +1 base attack bonus, Weapon Focus (grapple)

Benefit: You receive a +3 bonus on all grapple checks, and score +1
damage on a hold. In addition, when you score a critical hit, your
opponent must make a Fort save (DC 10 + your level + your Strength
modifier) or one of his limbs is crippled (as per the rogue’s crippling
strike class ability).

FSATS -

DIVINS <OMPASS (MYTHIK)

You are attuned to sources of divine energy.
Prerequisite: Intuit Direction (5 ranks)

Benefit: You can sense the presence of divine energy, and can find your
way to hidden holy places or navigate divine obstacles with a successful
Intuit Direction check.

FRISND ©F BEASTS (MYTHEC)

Beasts do not attack you.
Prerequisite: Handle Animal (10 ranks)

Benefit: You are under a permanent sanctuary against beasts and magical
beasts. Unless they make Will saves (DC 14 + your Charisma modifier)
or are attacked by you, beasts won't attack you.

4D sh4lL
(MSTAMAGIC, MYTHISC)

You may freely interchange between divine and arcane spell slots.
Nation: Egypt

Prerequisites: The ability to cast 3rd-level khery-heb spells and 2nd-
level divine spells

Benefit: A khery-heb who's also a multiclassed cleric may freely
exchange divine and arcane spells, as if there were no difference between
the spell lists; i.e., he can pray for arcane spells, and record divine spells
in his spellbook.

DIVINE ¢RAC<
(4EN<€RAL, MYTHIC)

You cannot be killed in battle, except under specific circumstances.
Prerequisites: One of Great Fortitude, Iron Will, or Lightning Reflexes

Benefit: You cannot be killed by injuries in battle, except by a coup de
grace, massive damage, a spell that causes death or destruction, or losing
a personal duel to an enemy champion. If you drop below -10 hit points,
you fall into a coma and awaken 1d6 hours later with 1 hit point.

DIVINS INVULNSRABILITY
(4EN<€RAL, MYTHIC)

'The gods have granted you protection from some harms.

Benefit: As a gift from your god, you are immune to one type of weapon
damage: bludgeoning, slashing, or piercing. This feat doesn't protect you
against damage from critical hits by weapons of that type.
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GREATSR R<BUK<
(DIVINS, MYTHIC)

You can rebuke things other than undead and the demon-possessed.

Prerequisite: The ability to cast 6th-level cleric or 4th-level paladin
spells

Benefit: You can rebuke either members of a class of an enemy tribe/
nation (e.g., Canaanite fighters), or a particular species of monster (e.g., a
particular dragon type) that is a legendary foe of your god.

NAZIRITS
(4EN<€RAL, MYTHIC)

As long you follow a strict code of conduct, you receive a blessing from
the god of Israel.

Nation: Israel

Benefit: You receive a +8 bonus to any single ability score. The ability
must be chosen at the time this feat is taken.

Special: The Nazirite code forbids you to consume alcohol, eat grapes,
or cut your hair. If you break any of these strictures, or if your Piety
drops below 10, you lose all benefits of this feat until you successfully
undergo an atonement. Any sins committed while a Nazirite accrue
twice as much Piety loss.

You can take this feat as a temporary one, designating at the moment
the feat is taken what the duration of it will be (typically a period
measured in years). At the end of the period, you lose the Nazirite feat
but can replace it with a different feat after making an animal sacrifice to
the Lord with a value of 1% of your gp total.

NEW F<ATS -

R<<<IVE
BLESSINGS (MYTHIC)

You can call upon a celestial or guardian angel to bestow blessings on
you.

Benefit: If you have a positive Piety, once per day you can beseech your
deity to cast spells for you through a divine agent.

'The base cost of the blessing is 100 XP per level of the spell to be cast.
If the spell is one that couldn’t be cast by a spellcaster of the same
character level as you, the XP cost is doubled. If the spell normally has
an experience point cost you must pay that too (doubled if the spell is
too high a level). For example, a 4th-level character asking his god for a
miracle spell must pay (100 XP x 9th level) x 2 = 1,800 XP; if the use of
the miracle is one that requires an experience point cost, the total is (100
XP x 9th level + 5,000 XP) x 2 = 11,800 XP.

See the descriptions of mazzalim or various celestials for the lists of
spells they are able to cast.

Furthermore, if you drop to 0 hit points or lower, you can, at a cost of
100 XP/level, call on a guardian angel or celestial to attempt to grab you
and fly you to safety.

Special: If your Piety ever drops below 0, use of this feat is temporarily
denied you.

RELIC SPELL (METAMAGIK)

There’s magic in your bones.
Nation: Babylon, Canaan
Prerequisites: Three metamagic feats, Craft Wondrous Item

Benefit: You may use your bones (without removing them from your
body) as the material for the creation of a single wondrous item,
allowing you to have the item constantly. Furthermore, if you die, one of
your bones can be used as a relic with the same properties as the item.
Only the first bone taken from your body is thus empowered. The item
must be created through the normal process, and it can only be imbued
with a single power or effect.

Special: If the GM permits multiple mythic feats, this feat may be
taken multiple times so that multiple properties may be infused in
your bones.

SACROSANKT
(4EN<€RAL, MYTHIC)

Your god has declared your life inviolable.
Prerequisites: Antediluvian era only

Benefit: You are a sinner, but you’re under divine protection. A
member of your own nation or religion who kills you under any
circumstances incurs seven times the normal negative Piety for murder
in your culture.

SLAUGHTSRGROUND
<HAMPION (MYTHIK)

You are adept at fighting against a sea of foes.

Prerequisites: Intelligence 13+, Expertise, Dexterity 13+, Dodge,
Mobility, +15 base attack bonus, Spring Attack, Whirlwind Attack

Benefit: You get a second Whirlwind Attack in a round, and a second
attack in a battlefield round. Furthermore, you receive a +1 damage
bonus with your Whirlwind Attack for every individual who's attacking
you in melee, and a +4 total damage bonus on your extra battlefield
attack.



HAPTSR

4: PISTY

In the lands of the Zestament setting, piety, the obedience to the laws of a god who could protect his people against life’s most brutal misfortunes and

provide them with blessings, was among the most celebrated of virtues.

As a recommended option, in Zestament all characters have a Piety score, reflecting how well they have honored the tenets of their religion and
culture. A pious person can perform miracles or request favors from his god, while an impious person threatens himself and possibly his community.

— DISTY POINTS & MODIFISRS -

Everyone is born with a Piety score of 0, and newly-created PCs also
have this score. A person’s maximum piety is equal to his Wisdom +1
point/level (unless he has the Pious feat).

A Piety score can drop below 0, and there’s no lower limit to a
character’s negative Piety total. Negative Piety has numerous
consequences, including a risk of a person being accursed by his god, and
becoming susceptible to exile and mark of impiety spells.

One half a person’s current Piety score is his Piety modifier: a positive
modifier is a bonus, a negative one a penalty.

PISTY BOONS

If a character has a positive Piety score, once per game session he can
ask for a divine favor from his deity. The character’s Piety score isn't
reduced by the request; he’s still as pious after the boon is granted as he
was before asking.

Boons that can be requested include:

*  Increasing Hit Points: A character can receive a pool of
temporary hit points equal to his Piety score, or can have damage
equal to his Piety modifier healed. These temporary hit points
disappear if not used up before one minute/level.

. Smite Evil: A character can smite evil with one normal melee
attack. He receives a bonus on his attack roll equal to his Piety
modifier and a bonus on damage rolls equal to his level. His
god will ensure that the boon is not employed against non-evil
creatures.

*  Improving Saving Throws: A character can get a bonus on a
saving throw of +1 for every point of his Piety modifier. If the
save is against mind-affecting magic that could force him into

sin, the bonus is doubled. (Note: This boon cannot be employed
against divine spells cast by clerics of the character’s religion or
holy creatures of his god’s pantheon; e.g., Israelites can’t improve
their saves against angels. A holy creature is defined as any creature
that has sacred bonus to its Armor Class or one that inflicts holy
damage with its normal attacks.)

*  Improving Skill Checks: A character can spend Piety points to
get a bonus when rolling for the results of a Profession (farmer)
skill roll or a Craft roll. He adds +1 to the skill check per point of
his Piety modifier.

. Seeking Divinations: A character can visit a temple or other
appropriate holy place and receive the benefits of a divination spell,
either cast by the god’s priests or in the form of a dream or other
portent. The level of spell cast depends on the supplicant’s Piety
score, as shown on Table 4-1.

SINS AND <URS<S

When someone’s Piety drops to -10, he must make a Piety check (DC
10) or receive a minor curse from his god (see destow curse, p. 85). At
every further increment of -10 (-20, -30, efc.), a new Piety check must
be made. Curses are cumulative; Piety loss can burden a person with
unlimited curses.

PISTY <H&KS

When a mortal comes in contact with sources of either great holiness
or great unholiness, he’s sometimes called upon to make a Piety check
to prevent bad things from happening to him. This is 1d20 roll +/- his

|

Piety
1
4
8
12
16
20

Situation

Standing on holy ground

Touching a god’s barque (during a procession)
Looking into the Hidden world

Entering heaven or the underworld

Touching a god’s barque (when it’s locked away)
Entering a holy of holies

Viewing a god’s body without permission

*see bestow affliction, p. 84 see contagion, p. 88

TABLS 4-1: DIVINATION AS A PILTY BOON

*“The highest level divination that can be achieved from a Piety boon.

TABLE 4-2: SAMPLS PILTY <HSKKS

DC

Failure Result
15 shaken, 1 round
15 affliction (ecstatic)*, 1d4 rounds
20 confused, 1d4 rounds
25 paralyzed, 1d6 rounds
30 contagion (leprosy)™, permanent
30 affliction (cataracts)*, permanent
40 feebleminded, permanent

Piety modifier.
L

Maximum Spell Level

0
Ist
2nd
3rd
4th
5th*
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— GAINING AND LOSING PISTY -

A person gains Piety by observance of religious requirements during
the course of daily life, by doing great deeds dedicated to the gods, and
through special sacrifices. He loses Piety by sinning against the laws of
the gods and breaking the laws and social mores of his society.

OBSSRVANK<

A Testament character determines how quickly his Piety score increases
(if at all) by defining how observant of his religion’s strictures he is.
Rather than having the character roleplay every one of perhaps scores of
religious rules (e.g., Talmudic sages identified 613 commandments, great
and small, in the Bible), the system is made abstract, with four levels of
observance measuring his participation in religious rituals, the care he
takes to obey commandments, and effort devoted to religious study.

The levels of observance are:

Minimal Observance: Observes all the major holy days of his religion,
and endeavors to follow his god’s commandments when others are
watching: +1 Piety per month

Common Observance: Observes all major holy days and most minor
holy days, follows all major commandments even when no one is
watching, maintains personal shrine with teraphim (not necessarily
magical) of one or more gods (not required for Israclites), (Israelite: sets
aside time each year for religious study): +2 Piety per month

Uncommon Observance: Observes all major and minor holy days,
follows all major commandments even when no one is watching and
minor commandments when others are watching, maintains personal
shrine (not Israclites), sets aside time each year (Israclite: each month)
for religious study: +1 Piety per week

Diligent Observance: Observes all holy days, tries to follow all
commandments (major and minor) at all times, maintains personal
shrine (not Israelites), and sets aside time each month (Israelite: each
week) for religious study: +2 Piety per week

Religious study requires spending skill points on Knowledge (religion).
If the character has Knowledge (religion) at a level equal to his character
level plus 3 (the maximum), he is considered to be maintaining the
weekly study requirement. If his Knowledge (religion) is between

half his character level and his maximum limit, he is maintaining the
monthly study requirement. If his Knowledge (religion) is below half
his level, he meets only the annual study requirement. Religious study
among the Israelites was expected to be conducted at a higher level
(even among those who weren't Levites, as the Lord had declared Israel
a “nation of priests,” Exodus 19:6) than was the case for other nations.

For an Israelite, major holy days were Yom Kippur, evening service on
Rosh HaShana, the feast on the first night of Passover (plus not having
any leavened bread during the entire week of Passover), and Friday night
and Saturday morning services on the weekly Sabbath. Minor holy days
include the last day of Passover, Shavuot, Tu B’Shevat, the first and

last days of Sukkot, the new moons, and (once they'd been instituted)
Purim, Hanukah and the fast of Tisha B’Av. The major commandments
include the Ten Commandments, charity (toward the poor, widows, and
orphans) and tithing (to the Temple, the government, and priests), daily
prayers, and repentance of sin. Minor commandments include those
concerning dress, deportment, and food.

In Egypt almost every day is a holy day for some god, but each person’s
Piety is linked to the gods of his own province or city. The Beautiful
Feast of the Valley, the Opet Festival, and the Heb Sed were major
holy days nationwide. Processions of individual gods, the openings

of the temple doors, the Festival of the Purification of All Things,

and the Raising of the Djed Pillar were minor holy days. The major
commandment for an Egyptian was to live in harmony with others
through the code of ma’at. Minor commandments include honoring
Pharaoh, priests, and the spirits of one’s dead ancestors.

(Note: One of the precepts of ma'at is an acceptance of one’s role in life.
An adventurer who changes his class is disobeying this precept. Thus any
multiclass Egyptian adventurers (excepting those who take prestige class
levels, as those classes are considered merely a specialization of regular
classes) automatically earn Piety from observances one level worse than
they practice; e.g., a multiclass Egyptian adventurer who is otherwise
Diligent in his observances only earns Piety as if he was practicing
Uncommon Observance.)

For a Canaanite, the Festival of Purification was a major holy day, while
the Lamentation of Baal, Marriage of Baal and Anat, Festival of the
Trees, and Festival of the First Fruits where minor holy days. Major
commandments are to respect merchants and priests (otherwise justice
and commerce will become inequitable). Minor commandments include
practicing charity and performing the proper supplications toward the
local god and his wife.

For a Babylonian, Akitu was a major festival, while the new moon and
full moon celebrations, and the Death Drama were minor festivals.
Major commandments include praying to the gods and supplicating
them with incense. Minor commandments include respecting one’s
social betters, and respecting the written law and the decrees of the king.

The GM should be lenient with Piety awards when circumstances
prevented strict observance of a festival by adventurers: if a PC fulfills

all the other requirements of an observance level but is in Babylonia or
Egypt during Rosh HaShana (and thus couldn’t hear the ritual sounding
of the shofar), he shouldn't be penalized.

PISTY AWARDS FoR
ADVSENTURSRS

Adventurers who undertake missions for the good of their nation or
quests at the command of their deity receive 1 Piety point each time
they complete a mission or quest and each time they go up a level.

The GM should also feel free to award bonus Piety points during

play for individual actions of the PCs, such as displaying patience,
forbearance, and courtesy in the face of sustained personal ridicule, or
displaying compassion when doing so would put their reputations at risk
(such as offering water to a prisoner who everyone else is mocking).

SINS

Sins reduce a person’s Piety total. Tables 4-3a to 4-3d list activities
considered sinful in the different Zestament cultures. The lists are not
complete, but they include activities adventurers or NPCs they deal with
are likely to be tempted to perform, as well as some that are necessary

to get the feel of the cultures involved. Some entries may seem strange
to modern sensibilities. A GM is free to ignore or modify them if they
seem too odd, although it’s good to keep them, if only to remind the
players that they aren’t playing in a modern milieu.

The lists also include the Piety loss connected to the sin, and the
maximum punishment that the sinner could expect to receive for those
sins which are also crimes. “None” indicates that there’s no punishment
aside from Piety loss. “Ostracism” means that pious members of the
community sneer at the sinner as he goes by, and won't do business
with him or his family, while family and friends urge the sinner to
repent, and if he doesn’t they disown or abandon him. “Fine and
recompense” means the sinner must not only replace the goods stolen
or damaged, but must pay an extra amount depending on the severity
of the crime.

Defending oneself or those unable to defend themselves incurs no
Piety penalties, nor does killing someone in a time of war, nor any act
committed at the direct behest of a deity.
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Sinful Offense

Any crime committed against someone of a higher social station
High treason

Murder

Murder of king

Interrupting the king

Sitting on the king’s throne
Approaching the kings’ concubines
Embezzlement

Theft

Theft of irrigation equipment

Theft of temple offering

Hiding a slave

Vandalism

Vandalism of temple

Bribing an official

Accepting a bribe

Making false records

Entering someone else’s temple or shrine
Cheating an employee of wages
Bearing false witness

Bearing false witness in a capital case
Lying

Unprovoked violence

Unprovoked insults

Military desertion

Defaulting on work owed to the state
Adultery

Incest

Rape

Knowingly eating an Unclean creature

TABLE 4-3A: BABYLONIAN SINS

Piety Punishment

additional -2 -

-10 Death

-10 Death

-10 Death

-1 Death

-2 Death

-2 Death

-2 Flogging and imprisonment

-3 Death
additional -2 -
additional -2 -

-1 Death

-1 Flogging

-2 Death

-1 Flogging

-2 Flogging and loss of office

-2 Flogging and imprisonment

-2 Death

-1 Fine and reimbursement

-1 Fine

-3 Death

-1 None

-2 Fine

-1 None

-3 Death

-3 Death

-3 Death

-3 Exile

-3 Death

-1 Ostracism

ﬁ|

|I——

R<DUCING SIN

There are three ways for a character to reduce his sin level, at best
bringing him up to a clean slate of 0 Piety; his own positive actions (see
above) are required to improve on that score.

SACRIFICS

Any sinner can make a ritual sacrifice in order to make amends for one
particular sin. The sacrifice must have a value of 1% of his gp total for
each point of the specific sin; e.g., an Egyptian character who wants

to be forgiven by the gods for the sin of tomb robbery (-4 Piety) must
sacrifice goods worth 4% of his total holdings (cash, livestock, land).
Each sacrifice clears only one specific sin from his account; if the
Egyptian had robbed three tombs, it would take three 4% offerings to
clear the full -12 Piety from his score.

These offerings are made in a temple of the relevant god, and must be
accompanied by the repentance of the supplicant, who must promise not to
commit the sin again; he may later find himself sinning again (such is human
nature), but he must be sincere at the time of the sacrifice. Sins against people
require apologies to those people. Repentance of sin can sometimes reduce the
punishment meted out by a court if the sin is also a crime.

Israelites cannot sacrifice money or goods, but can use them to purchase
sacrificial quality animals to offer up for sacrifice at the Temple.

<HARITY

Donating regularly (at least on a monthly basis) to charity reduces
negative Piety by 1 point for every 1% of the character’s total holdings,
to a maximum of 5% (and -5 Piety) per month. These donations are
over and above any taxes he’s required to pay to temples or religious
authorities in his community. The negative Piety that is removed is not
linked to any specific sin.

HOLY DAYS

Each culture in the Zestament setting has an annual holy day on which

the sins of the nation are removed from their accounts through ritual
and/or sacrifice. Each member of the nation who properly participates

in the annual rite (see the appropriate Culture chapters for what proper
participation entails) regains 20 points of negative Piety. The holy days are:

Babylon: Akitu Festival (Spring)

Canaan: Festival of Purification (Winter)
Egypt: Beautiful Feast of the Valley (Summer)
Israel: Yom Kippur (Autumn)

LUN<LSANLINSSS

Some conditions or actions make a person Unclean. They aren't sins per
se, but they do bar the person from participation in religious ceremonies
until he’s purified himself, and are thus considered serious matters. As
contact with an Unclean person or thing could make the contactee
Unclean himself, most people have only minimal dealings with those
who are Unclean or who are likely to be Unclean.

An Israelite, Egyptian, or Canaanite who has been made ritually
Unclean can usually correct this by bathing, sometimes after waiting a
specified number of days. For Israclites the water must be “living water”;
i.e., connected to a spring, river, or ocean, not still water in a puddle or
water stored in a cistern. Where there is no convenient and safe nearby
spring, river, or ocean, Israclites build commercial bathing facilities that
satisfy the requirements through aqueducts.

In most instances, Babylonians restore ritual cleanliness by lustration with
sacred incense, and act that can be performed in any Babylonian temple.

In addition to those Unclean acts lists on Tables 4-4, some sins from
Tables 4-3a to 4-3d also render one Unclean. Murder is an Unclean act for
Israelites and Egyptians, and tomb vandalism is Unclean for Egyptians.
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TABLS 4-3B: (ANAANIT< SINS

Sinful Offense

Any crime committed against someone of a higher social station

High treason

Murder

Murder of king

Embezzlement

Theft

Theft of temple offering
Vandalism

Vandalism of temples
Vandalism of wells

Bribing an official

Accepting a bribe

Making false records

Cheating an employee of wages
Bearing false witness

Bearing false witness in a capital case
Lying

Unprovoked violence

Unjust anger

Unprovoked insults

Military desertion

Defaulting on work owed to the state
Adultery

Incest

Rape

Sinful Offense

High treason
Murder
Murder of pharaoh

Diverting the flow of the Nile or interfered with its floods

Embezzlement

Theft

Theft of temple offering

Theft of holy objects (e.g., a cult statue)
Tomb robbery

Vandalism

Vandalism of temple

Vandalism of tomb

Vandalism of name of deceased in tomb
Bribing an official

Accepting a bribe

Making false records

Cheating an employee of wages

Abuse of the poor

Lying

Bearing false witness

Eavesdropping

Malicious gossiping

Needless cruelty to animals

Needless cruelty to cats or other holy animals
Exporting a cat outside Egypt
Knowingly eating an Unclean creature
Unprovoked violence

Unjust anger

Boastfulness

Military desertion

Defaulting on work owed to the state
Disrespect to priests or gods

Sharing forbidden arcane knowledge
Entering a temple while Unclean (priests)
Entering a forbidden area of a temple
Sexual activity while serving as a priest
Adultery

Rape

Piety
additional -2
-10
-10
-10
-2
-3
-5
-1
-3
-2
-1
-2
-2
-1
-1
-3
-1
-2
-1
-1
-3
-3
-3
-3
3

TABLS 4-3<: <GYPTIAN SINS

Piety
-10
5
-10
5
2
2
2
2
-4
-1
-2
-2
-5/-10 (pharaoh)
-2
-2
-2
-1
-2
-1
-2
-1
-1
-1
-2
-2
-1
-2
-1
-1
-3
-3
-3
-5
-2
-2
-1
-3
-3

Punishment

Death
Death
Death
Flogging and imprisonment
Death
Death
Flogging
Death
Death
Flogging
Flogging and loss of office
Flogging and imprisonment
Fine and reimbursement
Fine
Death
None
Fine
None
None
Death
Death
Death
Exile
Death

Punishment

Death of entire family
Death
Death of entire family
Death
Fine and reimbursement
Fine and reimbursement
Fine, reimbursement, and exile
Death
Death
Fine and reimbursement
Imprisonment
Exile
Death
Exile or forced labor
Mutilation
Exile or forced labor
Imprisonment
Flogging
None
Flogging
None
None
Flogging
Death
Death
Ostracism
None
None
None
Imprisonment of family
Imprisonment of family
Imprisonment
Death
Flogging
Flogging
Flogging
Fine, divorce
Imprisonment

|I——
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Punishment
Death
Death
Death
Death
Death
Death
None

Ostracism
Ostracism
Ostracism
Ostracism
None
None
Fine and recompense
Ostracism
Death
Death
Death
None
Death
None
None
None

Fine and recompense
Death
None
Fine and recompense
Fine and recompense
Fine and recompense
Divorce
None
Death
Ostracism
None
Ostracism
Barred from Temple
Barred from Temple

Ostracism
Fine and recompense,
or Death (if victim dies)
None
None
None
None
Ostracism
Ostracism
Curse
None
Death
Death

TABLS 4-3D: ISRASLITS SINS

Sinful Offense Piety
Murder -10
Murder of prophet -13
Murder of priest -15
Murder of king -20
Sacrificing a human being -10
Sacrificing one’s own child -15
Murder or human sacrifice on consecrated ground additional -5
Wielding a weapon on consecrated ground -1
Privately worshiping foreign gods -2
Publicly worshiping foreign gods -3
Carving a graven image to be worshiped -2
Insulting the Lord (including swearing false oaths) -3
Insulting high priest or king -2
Insulting prophet or Levite priest (including impersonating prophet or priest) -1
Vandalism -1
Vandalizing the word of the Lord -2
Vandalizing the Temple -5
Attacking your parents -2
Attacking a Levite priest while officiating at Temple -5
Attacking anyone without provocation -2
Taking vengeance while within a City of Refuge -1
Failing to teach your son how to earn a living -1
Failing to teach your children the Lord’s laws -1
Teaching your children false versions of the Lord’s laws -3
Theft-2 Fine and recompense
Bearing false witness -2
Bearing false witness in a capital case -2
Spreading false, or true but malicious, gossip -1
Abusing the blind, deaf, or lame, or widows or orphans -2
Cheating an employee of wages -2
Rape -2
Adultery -3
Sexual intercourse with animal -3
Sexual intercourse with animal as part of foreign religious rite -3
Sexual intercourse with partner of same gender -1
Knowingly having sexual intercourse with a menstruating woman -1
Incest -1
Trimming one’s beard at the corners -1
Tattooing self -1
Creating or destroying anything or performing any labor

on the Sabbath (including ordering a slave to perform labor) -2
Kidnapping -2
Failure to participate in Sabbath or holy day activities -1
Failure to tithe to Levites and Temple -1
Inhospitality toward a stranger (even a foreigner) -1
Knowingly eating Unclean animals -1
Knowingly drinking blood or eating part of a live animal -2
Practicing arcane magic -1/spell level
Spell is divination additional -2
Spell is mind-affecting additional -2
Spell involves interaction with the dead additional -5
Spell involves positive interaction with demons, devils or foreign gods additional -5
(Note: With the exceptions of the commandments against idolatry, adultery, and murder, all of the Lord’s commandments can be broken

without sin to save human life.)

r

~ TEMPTATION -

DEVIL'S LIKK

Temptations are acts that allow a person to gain an immediate benefit
but at a cost in Piety. Some of these acts involve the intervention of
tempter devils or the invocation of magical powers considered dangerous
by the person’s culture. There are many different Temptations one can
give in to, but they all have in common a lack of restrictions on how
often they can be used in a day (unlike Piety boons) and either a direct
benefit to the user or a direct detriment to his victim. Descriptions of
three Temptations follow.

The tempted can increase any one die roll by +4 by taking a penalty of
-1 Piety. Although he needn’t know it, the tempted is allowing a tempter
devil to convert the spiritual energy of the Piety point into a momentary
change in the natural order. The tempted cannot sacrifice more than 1
Piety point to increase the bonus on a single roll, but he can continue
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TABLS 4-4:
LUNCLSAN A<TS

BABYLONIAN
LUN<LLAN A<TS

Remedy
7 days, bathe

Condition
Menstruation

Sexual intercourse
with menstruating woman

Bathe
Eating an Unclean creature Incense

A dog soiling a house or person Bathe and incense

<ANAANITS
LUN<LLAN A<TS

Remedy
7 days, bathe

Condition
Menstruation

Sexual intercourse
with menstruating woman

Bathe
Bathe

Eating an Unclean creature

<4YPTIAN
LUN<LLAN A<TS

Remedy
7 days, bathe

Condition
Menstruation

Sexual intercourse

with menstruating woman Bathe
Eating carrion Bathe
Touching a dead human body Bathe
Wearing wool clothing Bathe

Barred from
temple until

ISRASLITS
LUN<LLAN A<TS

Having facial or head hair (priests)

Condition Remedy
Wet dreams Bathe
Menstruation 7 days, bathe
Sexual intercourse (any form) Bathe

Childbirth (of a son) 7 days, bathe
Childbirth (of a daughter) 14 days, bathe
Eating food or

drinking wine sacrificed to idols Ostracism

Allowing one’s home to
become ritually Unclean (
not dirty)

7 days, clean house
7 days, bathe
7 days, bathe

Someone died in your house
Touching a human corpse

Touching the corpse

of an Unclean animal

Bathe

L
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PISTY AND
ALISGNMSNT

Most references to Piety scores in Testament include
alternative rules for those using only the conventional d20
alignment system. When an alternative isn't provided, assume
that a good alignment equals a score of +5 or above, an evil
alignment is a score of -5 or below, and a neutral alignment
is -4 to +4, with the GM deciding exactly where in the range
an individual character rests.

The law and chaos axis may or may not affect piety in your
games. The base assumption is that they don't, but given the
strict religious laws, you could rule that lawful applies a +2

bonus to piety and chaos a =2 penalty.
1 I

sacrificing Piety on subsequent rolls. Each use of Devil’s Luck has a 1%
chance of removing the tempter from the Hidden world and bringing it
into the mortal plane.

THE <VIL <Y<

This is a curse that can be cast by anyone in the Zéstament setting. As

a full-round action, the character stares at a target within 30 ft. If the
target fails a Piety check (DC 15) he suffers a -2 penalty to all saves for
one day or until a remove curse is applied. A person cannot be subject to
more than one Evil Eye curse at a time.

Attempting to give someone the Evil Eye (whether or not the attempt is
successful) incurs a penalty of -2 Piety.

BURNING ISSFLT

An Egyptian can cast a curse on an enemy by making a wax figurine of
him and melting it in a ceremonial fire. It requires a Craft check (DC 15),
5 gp worth of materials, and an hour’s time to make the figure. When the
figure is melted, the target must make a Piety check (DC 15) or fall under
a curse, receiving -2 to all saving throws and attack rolls. There is no range
to this curse. The effects are permanent until a remove curse is applied. A
person cannot be subject to more than one isefet curse at a time.

Other Testament cultures perform the same curse by inscribing the
target’s name on a ceramic plate and breaking it. This curse is cheaper (1
sp worth of supplies, 10 minutes to craft), but is easier to ward off (save
DC 10).

Burning an isefet incurs a -2 Piety penalty (whether or not the victim
was affected).

- QATHS -

In a world where the power of the gods is real, speaking an oath binds
a person to a deed. The oath must be made before a witness; Israelites
could even speak an oath with a rock as a witness, for the god of Israel
would still hear their words.

Once sworn, the oath must be adhered to in every respect. If the oath
involves a deed with a CR equal to that of the speaker and his party, he
gains 1 to 3 Piety upon fulfillment of the oath. Failure to fulfill the oath
within a reasonable time (GM’s decision) costs the character -1 to -3
Piety. If he continues to renege on the oath, further Piety penalties can
be suffered periodically.

If a character later regrets an oath he swore, he may go to a priest of the
god in whose name he swore the oath and be absolved of it, at a cost
of 50 XP per character level. He can also be freed of the oath on the
annual sin-redemption festival without an XP cost.
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These be the names of the mighty men whom David had: The Tachmonite that sat in the seat, chief among the captains; the same was Adino the Eznite: he lift

up his spear against 800, whom he slew at one time.

And after him was Eleazar the son of Dodo the Ahobite, one of the three mighty men with David when they defied the Philistines that were there gathered
together to battle, and the men of Israel were gone away: He arose, and smote the Philistines until his hand was weary, and his hand clave unto the sword: and
the Lord wrought a great victory that day; and the people returned after him only to spoil.

And after him was Shammah the son of Agee the Hararite. And the Philistines were gathered together into a troop, where was a piece of ground full of lentils:
and the people fled from the Philistines. But he stood in the midst of the ground, and defended it, and slew the Philistines: and the Lord wrought a great victory.

- 2 Samuel 23: 8-12

Biblical army battles are much more spectacular than the battles of the real world, and much more heroic; those who sneer at the idea of one man
slaying hundreds of men in a single fight may be taken aback at the scriptural accounts.

'The Biblical Battlefield Resolution System is meant to simulate these epic combats, combats in which a single hero doesn't just make a difference, he
can win the whole thing. These are very abstract rules designed to let PCs slaughter large quantities of enemies and engage in personal battles against

the most powerful enemy champions.

- THE BASICS -

These mass combat rules assume that there are two opposing armies
on the field, and that, while the course of the battle may ebb and flow,
the relative positions of the armies remains stable until one army or the
other breaks morale. Thus there’s only a rudimentary movement system
for the armies in these rules.

All armies are composed of two Wings (Left and Right), and a Center.
Each Wing and the Center is called a Side—there are three sides in
each army. Some armies will also include a fourth Side held in reserve
in case one of the other Sides is driven from the battlefield. The Sides
can represent different elements within an army (archers, chariots, heavy
infantry) or even the forces of different nations, joined together in an
alliance against a common enemy.

There are also individuals (including the PCs) in the battle who are
attached to the Sides and called Captains. In every round, each Side and
each Captain gets an action. These actions may inflict damage to a Side.
Under certain conditions, a Side must make a Morale check, and if it’s
failed, the Side breaks and flees. The battle ends when any two Sides of
one army leave the field without being replaced.

In order to allow individual heroes (including the player characters)
to play as strong a role as the hundreds of normal soldiers on the
battlefield, the armies are assigned stats that are similar to those of
characters, and that (depending on the scale of the conflict) make an
adventurer the equal of a company or an entire army.

TIMS AND INITIATIVS

Rounds in mass combat are called battlefield rounds. They have no set
duration, but for the purposes of determining the duration of spells one
battlefield round equals 20 minutes.

At the beginning of the round, each Captain rolls initiative. On each initiative
count,a Captain can go through a number of options, and the normal troops
in the Side can attack on the initiative count of their commander.

HOW FIGHTING WORKS

At the start of the battle, the armies are lined up to face each other:
the Left Wing, Center, and Right Wing of one army directly opposite
the Right Wing, Center, and Left Wing of the other. On the initiative
count of its commander, a Side can make an attack against the directly
opposing Side. If there is no opposing Side, the attacker may make an
attack on an adjacent opposing Side. The attacking Side’s attack roll is
compared to the defender’s Armor Class; if the attack hits, it inflicts
damage. The attack roll is also compared to the battlefield Armor Class
of any Captains attached to the defending Side; if the attack hits them,

the characters also take damage. With differing Armor Classes and
circumstances, an attack could conceivably devastate the rank-and-file
troops of a Side while leaving its Captains unscathed, or it could injure
Captains (including PCs) without harming the troops.

During a battle, a Side may have to make a Morale check against
a DC of 13. A Side must make a Morale check under a number of

circumstances, including when:

*  it’s exposed to spells (see Spell Effects, p. 58)
. all its Captains have been eliminated

. 50% of its original hit points have been lost
. 75% of its original hit points have been lost

When a Morale check is failed, the Side flees; player characters attached
as Captains have the choice of fleeing with the Side or attaching
themselves to another Side (see Changing Position/Withdrawing From
Battle, p. 58-59). When two Sides have fled without being replaced by
reserves or new Sides created through use of the Split Forces feat, that
army loses the battle.

T<RRAIN

As (for the most part) armies don't move about in the Biblical
Battlefield Resolution System, terrain effects are not a major feature of
the rules. It can be assumed that most battles are conducted on relatively
level and clear land that provides little advantage or disadvantage to
either side.

If a battle is fought on broken, rocky hillsides, in mountains, or in
forests, Mounted Sides lose their mobility advantage and must remain
in place during the battle. In those terrains, Sides with heavy armor
suffer a -2 penalty to attack rolls and AC. Both Mounted and heavily
armored Sides suffer a -1 Morale penalty in hills, mountains, or
forests.

PURSUIT

If a Side fails its Morale check and leaves the battlefield, the Side
directly opposing it can opt to pursue it, suffering an attack of
opportunity from any adjacent enemy Sides, but then making an attack
on the routed Side with a +4 attack bonus. The routed Side can only
stop its flight and counterattack the pursuing Side if it can succeed at

a Morale check, suffering a penalty equal to the base damage of the
pursuers’ attack (before application of the Damage Multiplier) if the
attack was successful.

A Mounted Side cannot pursue a routing Side into hills, mountains, or
forest.
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- TROCP SIDSS -

Each Side has the following statistics:

* Troop Quality
. Hit Points

. Armor Class

. Initiative Modifier

. Base Attack Bonus
. Base Damage

. Damage Multiplier
. Base Morale

. Battlefield Feats

A Side may also have PCs and NPCs attached to it called Captains.

TROCH QUALITY

There are four troop qualities: Green, Trained, Veteran, and Legendary.
The GM picks a quality for each Side, although a player can take
Battlefield feats to increase the quality of some or all of his Sides (see
Feats).

Green units are comprised of untrained and untested troops, or
troops from a society where military combat is rare. The baseline
Green unit is composed of 1st-level warriors.

Trained units are a mix of green and seasoned troops, or average
troops from a society where war is commonplace (i.e., all but the
most decadent of Bronze Age societies). The baseline Trained unit
is composed of 2nd-level warriors.

Veteran units are made up of troops who have fought together for
several campaigns, and have few (if any) green troops to hinder
them. The baseline Veteran unit is composed of 5th-level warriors.

Legendary troops are warriors of heroic bent who work well
together and who have extensive military experience fighting
together. Examples include the Persian Immortals and David’s
Mighty Men. The baseline Legendary unit is composed of 8th-

level warriors.

Of course, hardly any fighting force is made up of troops with uniform
experience levels. An army can have different quality units for each of its
Sides; King David’s army, for instance, consisted of Green tribal levies,
Veteran mercenaries, and a Legendary royal guard.

HIT PLINTS

The term “hit point”is used to denote the size of a Side. The
correlation between hit points and the number of figures on each Side
varies. The three scales of man-to-Side composition used in Zestament
are:

Realistic: 1 hit point = 1 person

Heroic: 1 hit points = 50 people

Mythic: 1 hit point = 1,000 people

A Realistic ratio provides a much stronger army and a more believable
result.

A Heroic ratio allows PC-level characters to dominate the battlefield.
A Mythic ratio produces casualty figures with no correlation to reality.

Once the scale is established, determine the number of combatants,
and then multiply it by the Side’s army quality Hit Point Modifier; for
example, a Heroic scale 1,000-man Veteran Side would have (1,000 +
50 x 5) 100 hit points.

After a battle is over, the number of hit points of damage suffered
by each of the Sides of the defeated army can be multiplied by the
hp-to-man ratio to determine how many dead bodies are left lying
on the field, and thus how much treasure the victors can carry home
with them (assuming their god allows them to take booty from slain
opponents).

ARMSR <LASS

Armor class for a side on the battlefield is determined by armor type
worn, natural toughness, and magical deflection bonuses.

Because of the nature of mass battles, individuals aren’t in a position to

use their Dexterity to the protect themselves, so they receive no Dex

modifiers to AC.

INLTIATIVE MODIFILR

Initiative modifiers are equal to the best Charisma modifier among the
Captains (including PCs) attached to the Side. A Side wearing light
or no armor receives a +1 initiative bonus; one wearing heavy armor
receives a -1 initiative penalty.

BAS<S ATTA<KK BONUS

The Base Attack Bonus is the bonus on the Side’s attack roll, based on
troop quality.

BAS< DAMAG<

This is the Side’s damage roll for its usual attack. Typically, it’s the
damage done by the weapon used by the majority of the Side, plus any
bonuses for battlefield feats.

Damage is first applied to all Captains who were hit on the enemy Side;
then it is multiplied by the Damage Multiplier and applied to the hit
points of the troops on the enemy Side.

- S¢ -
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DAMAGS MULTIPLISR

On a successful attack, after the base damage is applied to the Captains,
that same number is multiplied by the Damage Multiplier and is then
applied to the hit point total of the Side.

BAS< MORAL<

If a Side has to make a Morale check, it has a base morale that depends
on its troop quality. This is modified by the Charisma modifier of the
commanding Captain. A Side wearing light or no armor receives a -1
Morale penalty; one wearing heavy armor receives a +1 Morale bonus.

BATTLEFISLD FEATS

Every Side can choose a number of battlefield feats representing special
abilities, training, tricks, and traits (see p. 59). Each Green Side can have
two battlefield feats. Trained Sides have four feats. Veteran Sides have
six, while Legendary Sides have eight battlefield feats.

<HARA<TSRS
ATTA<CHSD T UNITS

In addition to regular troops, every Side may have player characters and
NPCs attached to it. Once these Captains are attached to a Side, they
may not move, except when the Side splits or moves as a whole.

BATTLSFISLD KNS

The morale of an army or Side can be increased by the
display of holy artifacts on the battlefield. A personal idol
has no affect, but the primary portable idol of a city (the sort
that is paraded through the streets on a sacred barque during
festivals) raises the morale of an army to whom the object is
sacred by +1, and of the Side it’s attached to by an additional
+1, for as long as the troops are able to see it. The Ark of

the Covenant, Israel’s only portable religious icon, raises the
morale of Israelite troops by +2 and +4 respectively.

If a battlefield icon is captured by the enemy, the morale of
all troops of the losing army or Side is reduced by twice the
icon’s morale bonus.

Those carrying the icon must make a Piety check (DC 15) in

order to transport it.

Fighting on a battlefield is very different than fighting in a one-on-one
engagement, and Armor Class is adjusted accordingly. Characters do not
receive Dexterity bonuses unless they have the Battlefield Seasoned feat
or the Uncanny Dodge ability.

Otherwise, they act as characters normally do.

— BATTLEFISLD A<TIONS -

Each round, every Captain attached to a Side gets to choose a single
battlefield action. The actions available are:

*  Attack an enemy Side

*  Castaspell or use a magic item

* Useaskill

*  Command the Side

+  Change position or withdraw from battle (Captain)
*  Withdraw from/enter battle (Side)

. Challenge an enemy Captain

Note that a Side held in reserve cannot participate in the battle. If it has
the Combat Healing feat, it can use that feat as its action in a round,
but the only other action it can opt to take is to enter the battle line,
replacing a withdrawn or routed Side.

BATTLSFISLD ATTAKKS

A character on the battlefield gets to make the same number of attacks
per battlefield round as he would in a round of normal combat. He
must attack the directly opposing Side unless it’s been destroyed or he’s
attacking with a Side that’s using the Coordinated Attack feat.

Character attacks on troops are conducted as normal, but successful
attacks inflict one-tenth their damage to the enemy Side, rounding
fractions up; e.g., an attack that would do 17 points on human scale

does 2 points to a Side. The Master of the Field feat and the Battlefield
Scourge mythic feat allow a character to increase the damage done.

CASTING SPslLs

Battlefield use of spells is tricky to adjudicate. The following general
guidelines should be changed as the situation warrants. Spells cast
directly against Captains should be adjudicated through Captain vs.
Captain combat (see Challenging an Enemy Captain, p. 59).

Because of the constraining conditions on the battlefield, a spellcaster is
able to cast the same number of spells in a battlefield round as he would
in a round of normal combat.

A spellcaster must make a Concentration check (DC 15 + spell level +
any damage sustained) to successfully cast his spell, unless he has the
Battlefield Magic character feat.

Supernatural abilities don’t require a Concentration check to be
employed, but they follow all other rules of battlefield spellcasting.

Spellcasting at a Side whose members have Spell Resistance requires
the appropriate Resistance check be made. If only Captains have Spell
Resistance, their checks are rolled individually.

If a spell allows a saving throw, a single roll is made for the entire Side
using the save bonus appropriate for a warrior of the Side’s troop quality;
Captains (including player characters) roll their own saves as per normal.

|

TABLS 5-1 TReoP STATS
Quality Hit Point Multiplier Base Attack Bonus Base Morale Damage Multiplier Feats
Green x1 +0 -3 x2 2
Trained x2 +2 +0 x3 4
Veteran x5 +5 +3 x4 6
Legendary x8 +8 +6 x5 8

L
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Spell

“Mass” spell

Death spell/ power word kill

Instantaneous damage spell (e.g., fireball)

Charm effect, 20 ft.+ radius

Courage effect, 20 ft.+ radius

Curse effect, 20 ft.+ radius

Deafen effect, 20 ft.+ radius

Enervation/Poison effect, 20 ft.+ radius

Entangle/Paralyzation effect, 20 ft.+ radius

Fear effect, 20 ft.+ radius

Flight

Haste

llusion effect, 20 ft.+ radius
Demoralizing illusion (e.g., show many people dying)
Reposition Illusion (e.g., enemy is somewhere they’re not)
Summon illusory opponent

Invisibility

Invisibility, 20 ft.+ radius

Silence, 20 ft.+ radius

Sleep effect, 20 ft.+ radius

Slow, 20 ft.+ radius

Stun effects, 20 ft.+ radius

Wall of force/iron/etc.
positioned to isolate a commander
positioned to block charge, missile hurling
positioned as a general barrier

Spell Type

Spell is 1st-2nd level
Spell is 3rd-4th level
Spell is 5th-6th level
Spell is 7th-8th level
Spell is 9th+ level

Power word

give +/-5.
get the equivalent spell level.

by +/-1 each, or one by +/-5.

TABLE 5-2: SPELL <FFKTS

Bonus/Penalty: If a spell gives a bonus or penalty to one or more of a Side’s statistics, a 1st-2nd-level spell gives a +/-1 bonus/
penalty, 3rd-4th-level spells give +/-2, 5th-6th level spells give +/-3, 7th-8th-level spells give +/-4, and 9th (or higher) level spells

If the effect comes from a supernatural or spell-like ability that doesn’t have an equivalent spell, divide the caster’s Hit Dice by 2 to
If a spell affects multiple statistics, the bonus or penalty is split between the statistics; e.g, a 9th-level spell could adjust five statistics

Negate Maneuver: This means that no battlefield maneuver may be deployed that round.

Effect

affects entire Side as written

2 points damage/caster level
1/10 damage to a Side

Morale check or Damage Multiplier reduced by -x1

bonus on all Morale checks

penalty to Armor Class
Morale check or negate maneuver
penalty to damage roll
Morale check or penalty to attack bonus
Morale check or rout
+2 Armor Class bonus to target vs. ground-based opponents
+2 to Side’s initiative checks

Morale check or rout
penalty to attack bonus
Morale check or lose next attack
+2 Armor Class bonus
bonus to Side Armor Class, bonus to base damage
Morale check or negate maneuver
Morale check or penalty to attack bonus
-2 to a Side’s initiative checks
Morale check or lose next attack

Reflex save or Captain is isolated until barrier 