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Prestige Class Lists by Topic

Religious Prestige Classes

Supporting Any Deity

Specidty Templars

Arcane Devotee - dedicated arcane follower of a deity

Contemplative - one who is dedicated to becoming one with his deity

Divine Agent - direct spokesman for a deity, who eventually becomes an
‘Outsider’

Divine Champion - a combatant who fights in the name of a deity

Divine Disciple - a priest who represent his/her deity

Divine Seeker - a person who “acquires things’ for a patron deity

Mystic Wanderer - divine casters who wander to do their work

Templar - defender of a patron deity’s temples

Specialty Priests

Arachne — specialty priest of the Deity of Spiders who gains awizard-like
spider familiar & a paladin-like large spider mount

Auspician — specialty priest of a Deity of Luck, who gains the ability to
grant good & bad luck

Dancer of Sharess — specialty priests of the Deity of Dance & Cats

Darkmask — specialty priests of the Drow Deity of Thievery

Doomdreamer — specialty priests of the Deity of Madness & the Void

Doomguide — specialty priests of The Judge of the Dead, who are enemies of
undead

Dreadmaster — specialty priests of the Deity of Tyranny

Dweomer Keeper — specialty priest of the Deity of Magic

Elemental Archon of Air — specialty priest of the Deity of Air, who
eventually becomes an ‘ Elemental’

Elemental Archon of Earth — specialty priest of the Deity of Earth, who
eventually becomes an ‘ Elemental’

Elemental Archon of Fire — specialty priest of the Deity of Fire, who
eventually becomes an ‘ Elemental’

Elemental Archon of Water — specialty priest of the Deity of Water, who
eventually becomes an ‘ Elemental’

Entropist — speciaty priest for ‘Deity’ of Entropy

Fleet Runner of Ehlonna— specialty priest of the Deity of the Hunt

Forest Master — specialty priest of the Deity of the Wilds, who also can
magically enhance his/her maul

Goldeye — specialty priests of the Deity of Trade & Wealth

Heartwarder — specialty priest or templar of the Deity of Beauty, who
eventually becomes a‘Fey’

Mighty Contender of Kord — speciaty priest of the Deity of Strength

Nightcloak — specialty priests of the Deity of Night

Radiant Servant of Pelor — specidty priest of the Deity of Light & Mercy

Shinning Blade of Heironeous — specialty priest/templar of the Deity of
Righteous Warfare

Shoa Servant — humanoid specidty priest of the Deity of the Kuo-Toa, who
over time becomes a ‘ Monstrous Humanoid’

Silverstar — specialty priests of the Deity of the Moon

Stormlord — specialty priests for the Deity of Storms

Strifeleader — specialty priest for the Deity of Intrigue, who eventually gains
Sneak Attacks, Death Attacks, & additional Illusion spells onto his/her
Cleric spell list

Sword Dancer — specialty priest of the Deity of Dance & Swords, who are
able to imbue extra magical abilities into her sword

Techsmith — speciaty priest or templar of the Deity of Smithing

Waveservant — specialty priest of the evil Deity of the Sea, who gains
features of sea creatures, such ajellyfish poison & a shark’s nose for
blood, as he goes up in level

Windwalker — specialty priest of the Deity of the Winds, who eventually
gains the ability to walk on air & even fly

Prestige Classes by Topic

Blessed of Gruumsh — templar of the One-Eyed Deity of Orcs, who gain
gaze powers at higher levels

Eye of Gruumsh — templars of the Deity of Orcs who fight with Orc Double
Axes even more wildly than Barbarians & inspire other to do so too

Glaive of Azharadian — templar knights of the Order of the Golden Sun that
fight with battleaxes and/or longswords for the Deity of Honorable
Combat

Green Hunter — specialty templars of the Deity of Jungles, who speciaizein
tracking through heavy terrain & fighting with spiked gauntlets

Fist of Hextor — templars of the Deity of Battle

Horned Harbinger — templar of the Deity of Bones

Justicar of Taiia—templars of the Sun Deity who bring those who offend the
church to ‘justice’

Knight of the Chase — templars of the Deity of Retribution & Liberty, who
gain specia dog & hawk companions over time to help them hunt tyrants,
free slaves, etc.

Mask of Johydee — templar of the Deity of Mischief

Reaper’s Child — Order of Monks dedicated to the Reaper Deity, who
specialize in the Scythe.

Soldier of Light —a neutral good “paladin” of the Deity of Light, who can
cast spells & summon a positive energy companion

Spur Lord — templar for the Deity of Intrigue

Temple Raider of Olidammara — specialty templar of the Deity of Theft

Religious Slaves

Illithidkin — slaves to Mind Flayers & their Deity, who gain psionics, but
over time becomes a ‘ Monstrous Humanoid’

Ocular Adept — humanoid clerics to the Deity of Beholders, who have a
Beholder eye grafted into their forehead & gain one type of Beholder eye
ray each level

Snake Servant — servants to Medusas & their Deity, who over time becomes
a ‘Monstrous Humanoid’

Sphere Minion — slaves to Beholders & their Deity who grow eye-stalks that
can shoot magical rays & over time becomes a * Monstrous Humanoid'

Disciples of Archdevils

Disciple of Asmodeus — servant of the Archdevil who speciaizesin learning
secrets and domineering people.

Disciple of Baalzebul — servant of the Archdevil who specidizesin lying &
ambush.

Disciple of Dispater — servant of the Archdevil who speciaizesin war &
metal.

Disciple of Mammon — servant of the Archdevil who specializesin lies &
theft.

Disciple of Mephistopheles — servant of the Archdevil who specializesin
fire.

Thralls of Demon Princes
Thrall of Demogorgon — servant of the Demon Prince who specializesin
madness & touch attacks.
Thrall of Graz' zt — servant of the Demon Prince who specializesin guile &
betrayal.
Thrall of Juiblex — servant of the Demon Prince who specializes in slime.
Thrall of Orcus — servant of the Demon Prince who specializes in undead.

Other
Flame Steward — follower of the Sacred Flame, which is revered by non-evil
deities
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Weapon Specidists

Non-Weapon Specific

Dwarven Thane - a dwarf who specializes in two-weapon fighting &
overcoming opponents channeling the power of the earth

Duelist - armorless, nimble swashbuckler who is trained in one-handed
piercing weapons

Exotic Weapon Master - so good with exotic weapons, you can use them all

Keshen Blademaster - trained to fight with any two slashing weapons

Occult Slayer - trained to fight spell-casters & those that use spell-like
abilities, including doing extra damage with a bonded weapon

Shinning Blade of Heironeous - specialty priest/templar of the Deity of
Righteous Warfare

Tempest - master of fighting with two weapons

Weapon Master - specialist with a specific weapon

Bow Specific

Arcane Archer - spell-casters who can attach spells to arrows

Deepwood Sniper - bow & arrow specialist

Order of the Bow Initiate - master of the bow

Heartseeker - arcane spell caster archers who specialize in effects that can be
used against Dragons

Peerless Archer - expert archer & fletcher who can make magical arrows
even if he/she is not a spellcaster

Weapon Specific

Bloodsister - Drow combat sisterhood that specializes in fighting with Short
Swords & Daggers, and Hand Crossbows

Forest Master - specialty priest of the Deity of the Wilds, who aso can
magically enhance hisher Maul

Glaive of Azharadian - templar knights of the Order of the Golden Sun that
fight with battleaxes and/or longswords for the Deity of Honorable
Combat

Green Hunter - specialty templars of the Deity of Jungles, who speciaize in
tracking through heavy terrain & fighting with Spiked Gauntlets

Those Who Hunt

Invisible Blade — weapon speciaist who ‘feints' and sneak attacks with
daggers, punching daggers, and kukri.

Knight of the Chase - templars of the Deity of Retribution & Liberty, who
gain special dog & hawk companions over time to help them hunt tyrants,
free daves, etc.

Lasher - whip master

Master of Chains - expert with a spiked chain

Master Samurai - bastard sword (i.e., katana) specialist that has extensive
training in beating one or many opponents)

Orc Blademaster - expert with a bastard sword who aso gains spell-like
abilities

Reaper’s Child - Order of Monks dedicated to the Reaper Deity, who
specialize in the scythe.

Stormlord - specialty priests for the Deity of Storms, who enhance their
spears & javelins

Sword Dancer - specialty priest of the Deity of Dance & Swords, who are
able to imbue extra magical abilities into her sword

Unarmed Specific

Acolyte of the Fist - unarmed combat specialists who through dedication
learn to channel supernatural effects through their fists

Brawler - expert in fighting with improvised weapons against groups of
people

Fierce Grappler - grappling specialist

Monk of the Enabled Hand - martial artists who learn many specia unarmed
strike techniques

Reaping Mauler - expert at grappling, eventually learning some effective
‘finishing moves

Sacred Fist - temple protectors who vow to not use weapons

Non-Standard Weapon Specific

Siege Master - expert with using rams, catapults, ballista, & other siege
equipment

Non-Specific
Bloodhound - hunts down a designated mark & won't stop until he is done
Foe Hunter - specially trained to fight & kill one type of enemy
Justicar - bounty hunters specializing in bringing people back aive

Creature-Specific
Drow
Ancestral Avenger - elf specialized in hunting & killing drow and their allies
Deep Avenger - warriors specialized in fighting drow who in time gain
poison resistance, rage ability, etc.
Gloomblade - rogues trained to fight underground, particularly against drow
Gray Sage - spellcasters mystically modified to function in the dark & battle
other spellcasters, typically drow
Dragons
Heartseeker - arcane spell caster archers who specialize in effects that can be
used against Dragons
Knight of the Scale - a mounted knight specializing in leading attacks on
dragons
Vengeance Sworn - one who tries to defeat dragons through pure rage,
giving them bonuses & immunities against dragon abilities
Giants
Giant-Killer - skilled in tracking and fighting Giants
Gnome Giant-Killer - specidized in fighting Giants & using their size to
their advantage
Others
Darkwood Stalker - €lf / half-elf practiced in hunting & killing orcs
Fiend Slayer - dedicated to destroying al evil outsiders
Hordebreaker - skilled in fighting & understanding the local humanoid
hordes
Hunter of the Dead - specialists is combating the restless dead

Prestige Classes by Topic

Knight of the Chalice - specialized in defeating demons

Mortal Hunter - an Outsider who is specially trained at stalking & hunting
al forms of mortals

Psi-Hunter - trained to track down & defeat psionists using specialized
arcane magics

Sacred Exorcist - one who searches for and combats possession by undead
& outsiders

Class-Specific

Arcanopath Monk - martia artist who is specialized in fighting spell-casters

Mage-Killer - arcane casters focused on killing other casters

Occult Slayer - trained to fight spell-casters & those that use spell-like
abilities, including doing extra damage with a bonded weapon

Religion-Specific

Church Inquisitor - priests tasked with finding subtle evils, including
infiltration

Consecrated Harrier - person who hunts down enemies of the church, no
matter where they hide

Justicar of Taiia - templars of the Sun Deity who bring those who offend the
church to ‘justice’

Other Hunters

Ghostwalker - hunter of the mysterious

Truth Seeker - a psionic who is trained to work in pairs to discover hidden
truths

Vigilante - focuses on solving crime

Watch Detective - specialy trained to solve crimes
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Classes that change the Creature-Type

Dragon
Dragon Disciple — become more and more like the dragon of your dreams
(natural armor, claw & bite attacks, breath weapons, wings, etc.) until
finally becoming a Half-Dragon

Elemental

Elemental Archon of Air — specialty priest of the Deity of Air, who
eventually becomes an ‘ Elemental’

Elemental Archon of Earth — specialty priest of the Deity of Earth, who
eventually becomes an ‘ Elemental’

Elemental Archon of Fire — specialty priest of the Deity of Fire, who
eventually becomes an ‘ Elemental’

Elemental Archon of Water — specialty priest of the Deity of Water, who
eventually becomes an ‘ Elemental’

Elemental Savant — a caster who wishes to become more in tune with one of
the four elements, eventually becoming an ‘ Elemental’

Fey
Heartwarder — specialty priest or templar of the Deity of Beauty, who
eventually becomes a‘Fey’

Monstrous Humanoid

Deep Thrall — minion to a Kraken, who in effect isits ‘familiar’ & emissary
and over time becomes a ‘ Monstrous Humanoid'

Illithidkin — slaves to Mind Flayers & their Deity, who gain psionics, but
over time becomes a ‘ Monstrous Humanoid’

Shoal Servant — humanoid specialty priest of the Deity of the Kuo-Toa, who
over time becomes a ‘ Monstrous Humanoid'

Snake Servant — servants to Medusas & their Deity, who over time becomes
a‘Monstrous Humanoid'

Organizations

Sphere Minion — slaves to Beholders & their Deity who grow eye-stalks that
can shoot magical rays & over time becomes a ‘ Monstrous Humanoid’

Waker of the Beast — Apocalypse Cult member dedicated to waking the
Tarrasgue, who over time becomes a ‘ Monstrous Humanoid’

Ooze

Oozemaster — a spellcaster who starts secreting oozes until finally becoming
one himsalf

Qutsider

Acolyte of the Skin - bond a skin of afiend to your own, becoming more
and more fiendish, eventually becoming an ‘ Outsider’

Alienist - mage who studies & summons creatures beyond normal
understanding, eventually becoming an ‘Outsider’.

Divine Agent - direct spokesman for a deity, who eventually becomes an
‘Outsider’

Tiger Mask - agent & guard to a Rakshasa, who over time becomes an
‘Outsider’

Plant

Verdant Lord — specialist in plants who eventually becomes a‘ Plant’

Shapeshifter

Faceless One - agent to the Doppelgangers who learn to take the place of
others & over time becomes a * Shapeshifter’

Shifter - expert in shape changing who eventually can take the form of
Plants, Constructs, & even Undead and in the end changesinto a
‘ Shapeshifter’

Arcane Organizations

Factionsin Siqil

Guild Wizard of Waterdeep - guild mage

Mage of the Arcane Order - guild mage

Red Wizard - highly speciaized arcane caster from the country of Thay

War Wizard of Cormyr - battle field wizard who eventualy learn to enlarge
area-of-effects ‘on the fly’

Wayfarer Guide - teleport specialist

Harpers
Harper Mage - member of the Harpers who is an arcane caster
Harper Priest - member of the Harpers who is a divine caster
Harper Scout - member of the Harpers who locates and acquires objects and
people

Prestige Classes by Topic

Athar - Faction that works to discredit al deities, gaining ability to resist &
thwart clerics

Cipher - Faction that believes in doing, not talking; though the “doing” often
involves destroying things

Sensate - Faction who believes that experience is power

Sinker - Faction who supports entropy and even helps it along

Taker - Faction that believes in survival of the fittest

Xaostict - Faction that lives for chaos

Rogue Organizations

Guild Thief - athief who has advanced in the guild
Nightsong Enforcer - thief trained to work in ateam
Nightsong Infiltrator - thief trained to break in anywhere
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Prestige Classes rel ated to Base Classes

Monks May Freely Crossclass

Bard-like Music Features

Arcanopath Monk - martial artist who is specialized in fighting spell-casters

Poison Fist - ninja assassins who specialize in poison

Red Avenger - masters of using strength from within

Weapon Master - specialist with a specific weapon

Weightless Foot - warriors who learn to ignore gravity

Zerth Cenobite - martial artists trained to perceive time, alowing them to
look alittle forward

Paladins May Freely Crossclass

Glaive of Azharadian - templar knights of the Order of the Golden Sun that
fight with battleaxes and/or longswords for the Deity of Honorable
Combat

Hospitaler - someone who converts to being a priest that protects others

Knight of the Middle Circle - warriors, protectors, messengers, & scouts

Shinning Blade of Heironeous - specialty priest/templar of the Deity of
Righteous Warfare

Paladin-like Classes for other Alignments
Blackguard - anti-paladins with better PR
Holy Liberator - a chaotic good “paladin”, who can cast spells & summon a
celestial companion
Soldier of Light - a neutral good “paladin” of the Deity of Light, who can
cast spells & summon a positive energy companion

Sneak Attack Bonuses

Arcane Trickster - thief with special arcane training.

Assassin - a precise killer with spells at his disposal.

Cancer Mage - adisease carrier that is so plague-ridden that it grows an
intelligent tumor as a companion.

Disciple of Baalzebul - servant of the Archdevil who specializesin lying &
ambush.

Divine Seeker - a person who “acquires things’ for a patron deity.

Fang of Lolth - a person who is transformed into a humanoid-spider hybrid
by amagic item of Lolth's.

Flesh Eater - cannibalistic halfling pack-member that roams the woods,
looking for someone to eat.

Ghost-Faced Killer - ninja assassin who has ghost-like powers.

Gloomblade - rogues trained to fight underground, particularly against
drow.

Guild Thief - athief who has advanced in the guild.

Invisible Blade — weapon specialist who ‘feints’ and sneak attacks with
daggers, punching daggers, and kukri.

Justicar - bounty hunters specializing in bringing people back aive.

Justicar of Taiia- templars of the Sun Deity who bring those who offend the
church to ‘justice’.

Kabuki Warrior - awarrior & clown who keeps his opponents confused &
off guard.

Lasher - whip master.

Nightsong Enforcer - thief trained to work in a team.

Ninja of the Crescent Moon - monkish rogues who have supernatural
abilities.

Order of the Bow Initiate - master of the bow.

Outlaw of the Crimson Road - popular criminal in conflict with “the law”,
either as agood guy or abad guy.

Peerless Archer - expert archer & fletcher who can make magical arrows
even if he/she is not a spellcaster.

Poison Fist - ninja assassins who specialize in poison.

Royal Herald - a magic-using spy.

Spymaster - practiced at pretending to be other people for long periods of
time without being detected.

Strifeleader - specialty priest for the Deity of Intrigue, who eventually gains
Sneak Attacks, Death Attacks, & additional Illusion spells onto his/her
Cleric spell list.

Temple Raider of Olidammara - specialty templar of the Deity of Theft

Prestige Classes by Topic

Virtuoso - a specidist with bardic music who learns advanced songs, like
those that jamming spellcasting, keening weapons, etc.

Windsinger - knows the songs of the sea, which alow control of the winds
& water, and knowledge of things in contact with the sea

Ranger-like ‘ Favored Enemy’ Features

Darkwood Stalker - elf / half-elf practiced in hunting & killing orcs

Giant-Killer - skilled in tracking and fighting Giants

Gnome Giant-Killer - specialized in fighting Giants & using their size to
their advantage

Hordebreaker - skilled in fighting & understanding the local humanoid
hordes

Knight-Errant of Silverymoon - elite knight, diplomat, & problem solver for
the Silver Marches

Planar Champion - warrior who fights on many different planes

Barbarian-like Rage Features

Bane of Infidels - atribal shaman who can become temporarily more
powerful by doing sacrifices

Berserk - warriors who can enter battle furies that they cannot end & who
eventually can shape-shift into their totem animal

Deep Avenger - warriors specialized in fighting drow who in time gain
poison resistance, rage ability, etc.

Dragon Warrior - half-way between a barbarian (eventually gaining Rage)
& amonk

Eye of Gruumsh - templars of the Deity of Orcs who fight with Orc Double
Axes even more wildly than Barbarians & inspire other to do so too

Frenzied Berserker - make normal barbarians look weak & in control

Primal Rager - a barbarian with more flexibility with his’her rages

Rage Mage - magical berserker

Gains a Bonded “Helper”

Arachne - specialty priest of the Deity of Spiders who gains awizard-like
spider familiar & a paladin-like large spider mount

Blackguard - anti-paladins with better PR

Cancer Mage - adisease carrier that is so plague-ridden that it grows an
intelligent tumor as a companion.

Dancer of Sharess - specialty priests of the Deity of Dance & Cats

Demonologist - expert in summoning and dealing with Chaotic Evil
Outsiders

Elementa Archon of Air - specialty priest of the Deity of Air, who
eventually becomes an ‘ Elemental’

Elemental Archon of Earth - specialty priest of the Deity of Earth, who
eventually becomes an ‘ Elemental’

Elemental Archon of Fire - speciaty priest of the Deity of Fire, who
eventually becomes an ‘ Elemental’

Elemental Archon of Water - specialty priest of the Deity of Water, who
eventually becomes an ‘ Elemental’

Fiend Binder - creates fiendish animals as tools

Holy Liberator - a chaotic good “paladin”, who can cast spells & summon a
celestial companion

Knight of the Chase - templars of the Deity of Retribution & Liberty, who
gain specia dog & hawk companions over time to help them hunt tyrants,
free slaves, etc.

Soldier of Light - a neutral good “paladin” of the Deity of Light, who can
cast spells & summon a positive energy companion

Shadowdancer - trained to step in and out of shadows, control them, & even
get undead shadows as helpers

Tamer of Beasts - special training with animal companions, who become
more like familiars in their abilities

Techsmith - specialty priest or templar of the Deity of Smithing

Vermin Lord - expert in vermin who gains chitin armor, mandibles, wings,
and vermin servants.

Windrider - trained to ride any sort of creature, from Wyvernsto Carrion
Crawlers

Zhentarim Skymage - a caster specialized in riding monstrous, flying
creatures
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Race-Specific Prestige Classes

Human

Dweomer Keeper - specialty priest of the Deity of Magic

Gnome Artificer - makes technology-based devices that are similar to
magical ones, though easier to use and recharge

Hathran - an Arcane & Divine caster who is part of the leadership of the
Forgotten Realms country of Rashemi

Knight Protector of the Great Kingdom - noble knight who protects the
wesk

Red Wizard - highly specialized arcane caster from the country of Thay

Thayan Knight - soldiers trained to protect Red Wizards

Windwalker - specialty priest of the Deity of the Winds, who eventually
gains the ability to walk on air & even fly

Elf / Half-Elf

Ancestral Avenger - elf specialized in hunting & killing drow and their allies

Arcane Archer - spell-casters who can attach spells to arrows

Bladesinger - elven fighter / wizard

Darkwood Stalker - elf / half-elf practiced in hunting & killing orcs

Knight Protector of the Great Kingdom - noble knight who protects the
weak

Sword Dancer - specialty priest of the Deity of Dance & Swords, who are
able to imbue extra magical abilities into her sword

Windwalker - specialty priest of the Deity of the Winds, who eventually
gains the ability to walk on air & even fly

Drow

Arachne - specidty priest of the Deity of Spiders who gains awizard-like
spider familiar & a paladin-like large spider mount

Bloodsister - Drow combat sisterhood that specializes in fighting with Short
Swords & Daggers, and Hand Crossbows

Darkmask - specialty priests of the Drow Deity of Thievery

Nightshade - Drow infiltrators & scouts who gain spider-like abilities from
the venom in their blood

Sword Dancer - specialty priest of the Deity of Dance & Swords, who are
able to imbue extra magical abilities into her sword

Dwarf

Cave Stalker - guard dwarven communities from monsters

Dwarven Defender - a dwarf who specializesin being a living wall

Dwarven Thane - a dwarf who specializes in two-weapon fighting &
overcoming opponents channeling the power of the earth

Knight Protector of the Great Kingdom - noble knight who protects the
wesk

Stonelord - dwarf with spell-like abilities effecting & using stone

Halfling
Flesh Eater - cannibalistic hafilng pack-member that roams the woods,
looking for someone to eat
Halfling Outrider - halfling light cavalry
Lightbearer - paladin-like protectors of the smaller races
Prairie Runner - fast-running halflings

Gnome
Gnome Artificer - makes technology-based devices that are similar to
magical ones, though easier to use and recharge

Classes with Blessings, Secrets, €tc.

Gnome Giant-Killer - specidized in fighting Giants & using their size to
their advantage

Gnome Trickster - illusionist / thief with special training to confuse enemies

Lightbearer - paladin-like protectors of the smaller races

Orc / Haf-Orc

Blessed of Gruumsh - templar of the One-Eyed Deity of Orcs, who gain
gaze powers at higher levels

Eye of Gruumsh - templars of the Deity of Orcs who fight with Orc Double
Axes even more wildly than Barbarians & inspire other to do so too

Fiend Binder - creates fiendish animals as tools

Orc Blademaster - expert with a bastard sword who aso gains spell-like
abilities

Orc Scout - trained to do reconnaissance on enemies for extended periods of
time

Humanoid / Monstrous Humanoid

Faceless One - agent to the Doppelgangers who learn to take the place of
others & over time becomes a ‘ Shapeshifter’

Deep Thrall —minion to a Kraken, who in effect isits ‘familiar’ & emissary
and over time becomes a ‘* Monstrous Humanoid’

Illithidkin - slaves to Mind Flayers & their Deity, who gain psionics, but
over time becomes a ‘ Monstrous Humanoid’

Ocular Adept - humanoid clerics to the Deity of Beholders, who have a
Beholder eye grafted into their forehead & gain one type of Beholder eye
ray each level

Snake Servant - servants to Medusas & their Deity, who over time becomes
a ‘Monstrous Humanoid’

Sphere Minion - daves to Beholders & their Deity who grow eye-stalks that
can shoot magical rays & over time becomes a * Monstrous Humanoid'

Waker of the Beast - Apocalypse Cult member dedicated to waking the
Tarrasgue, who over time becomes a ‘ Monstrous Humanoid’

Beholder

Beholder Mage - beholder who remove their center eye to become wizards

Dragon
Dragon Mystic - dragons who specialize in the magically enhancing their
breath weapon & spells

Outsider
Mortal Hunter - an Outsider who is specialy trained at stalking & hunting
al forms of mortals

Anything but a Dragon / Half-Dragon
Dragon Disciple - become more and more like the dragon of your dreams
(natural armor, claw & bite attacks, breath weapons, wings, etc.) until
finally becoming a Half-Dragon

Anything but a Human, Dwarf, EIf, etc.
Hexer - a shaman who can curse enemies by looking at them.
Soul Eater - aliving non-humanoid that with each touch drains some of the
opponent’s life force & strengthensits own
Tribal Protector - village protector specialized in fighting on home-ground &
attacking the village' s enemy.

Archmage - arcane caster who is so advanced, he/she can trade knowledge
of spells for special spell abilities.

Doomdreamer - specialty priests of the Deity of Madness & the Void.

Geomancer - a hybrid arcane & divine spellcaster who gets the best of both
worlds, but becomes more animal-like in the process.

Harper Priest - member of the Harpers who is a divine caster.

Hierophant - a master of divine magics who can gain mystic abilities not
available to others.

Prestige Classes by Topic

Loremaster - caster who specializes in finding forgotten lore.

Oozemaster - a spellcaster who starts secreting oozes until finally becoming
one himself.

Stonelord - dwarf with spell-like abilities effecting & using stone.

Warrior of Darkness - villain who uses dark alchemy & ritualistic scarring to
gain greater personal ability as a combatant.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Acolyteof the | Alignment: LG, LN, LE. HD: d8 Str: Climb, Jump, 1%: Gain an additional unarmed attack every 4 levels, just
Fist Jump: 8 ranks. Skill Points: 4 Swim. like aMonk.

(unarmed Tumble: 8 ranks. Attack: Rogue | Dex: Balance, Extra partial action, usable once per day per Class level.
gg?c?élﬁi s Feats: Improved Unarmed Good Save: All | EScapeArtist, Hide, | 2™ jymp checks are no longer limited by your height. If
who throuah Strike, Iron Will, Stunning Weap: Simple Move Silently, you have this ability from another class, such as
0 throug Fist Tumble. Monk, gain a+5 Competence bonus to Jump checks.
dedication ' ) Armor: — Int: Craft i . Fi
learn to Vow to not take alevel in ClassLvs 10 e Gain Feat: Fist of Iron.
channe another class until all 10 Wis: Listen,
supernatural levels of this class have been Profession.
effects through completed. Con: Concentrate.
their fists) Min Lvl: Mnk5, Rog6, CIri3, Cha: Intimidate
(DR296 p72) Ftr13, Pal13, Rgri3, Sorl3,
Wiz13.
Acolyte of the Alignment: LN, N, CN, LE, HD: d4 Int: Craft, 1% +1 Natural Armor.
Skin NE, CE. Skill Points: 2 Know (any), Scry, +2 Inherent bonus to Dexterity.
gjf?g? datf'gg Know (the planes): 8ranks. | Attack: Wizard | SPellcraft. 60" Darkvision.
own beco>rl'n- Must be able to cast 3 level | Good Save: Wis: Profession. Poison(PH p236) @ 16™ level, once per day.
ing more and Arcane spells. Fort, Will Con: ancgntrate. 2. 11 Caster Level.
more fiendish, Must have_made pe_aceful_ Weap: — Cha Intimidate Fire resistance 20/—.
eventually contact with an evil outsider. | Ao —
becoming an Min Lvl: Wiz5, Brd7, Sor13. ClassLvs 10
‘Outsider’)
(T&B p43)

Alienist Know (the planes): 8 ranks. HD: d4 Int: Craft, 1% +1 Caster Level.

(mage who Know (arcana): 8 ranks. Skill Points: 2 Know (any), Scry, Any summoned creature may have the Pseudomatural
studies & Feats: Alertness. Attack: Wizard | Spellcraft Template applied to it.
summons is essi .

Able to cast a Divination Good Save: Wis: Profession. 2" +1 Caster Level.
creatures ol wWill Con: Concentrate. +1 onal Saves.
beyond normal | SP&!- ! o
understanding, | Able to cast a Summoning Weap: — Cha: Intimidate —2 on Wisdom.
eventually spell of 3 level or higher. Armor: —
becoming an Min Lvl: Wiz5, Brd7, CIr13, | ClassLvs 10
‘Outsider’) Drd13, Sorl13, Rng13.
(T&B p45)

Ancestral Race: EIf or Half-Elf HD: d8 Int: Search, 1%: You can track underground with no extra penalty. Hard
Avenger Base Attack Bonus: +5. skill Points, 2 Know (underdark). surfaces are treated as firm surfaces for tracking.
(elf alized i Wilderness Lore: 3 ranks. Attack: Fighter | Wis: Intuit +1 attack bonus vs. drow.

ecialized in irecti i
honting & Feets: Alertness, Iron Will, | Good Save: Direction, Lisen, +1d6 damage bonus vs. drow.
killing drow Track. Fort, Will Mgtosnr;ot e 2" Add Class Level to saving throws vs. spider & drow
and their Min Lvl: Rgr5, Bbn6, Ftr6, Weap: Simple, Wilderness Lore. poisons.
alies) Pal6, Clr7, Brd7, Mnk?7, Martia Con C trat
(DR279 pB4) Rog7, Sor10, Wiz10. Armor: All C‘;”- Bﬁ;‘?e” rae.
i )

ClassLvs: 10 Intimidate.

Apelord Alignment: NG, LN, N,CN, | HD: d8 Str: Climb, Jump, 1%: Apes, baboons, & monkeys are automatically friendly to
(Animal Lord NE. skill Points, 2 Swim. you.
specializedin | Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide. Able to have twice your Class level in ape, baboon, &
prn;’ogibo:)ns’ Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), monkey companions.

(Motw p43€)y Climb: 2 ranks. Fort, Ref Spdlcraft. . Sense apeegs, b_:;\boons & monkeys within your Class level
Feats: Animal Defiance, Weap: — Wis: Heal, Intuit Squared mifes. o
Animal Control, Skill Focus | Armor: — Direction, Listen, Gain Wisdom-based Prepared Divine spells from the
(Climb) ' Spot, Wilderness Animal Lord Spell List.
' ClassLvs: 10 d . )
Able to cast Detect Animals Lore. 2": Spesk with apes, baboons, & monkeys at will.
Cha: Animal

or Plants, Speak with
Animals, and Animal
Friendship.
Min Lvl: Drd6, Rgr6.

Empathy, Handle
Animal.

Gain Feat: Brachiaion.

Prestige Classes
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Arachne Patron: Lolth. HD: d8 Str: Climb. 1%: +1 Divine Caster Level.
(specialty Race: Aranea, Choldrith, Skill Points: 2 Dex: Balance, Ride. Immune to the venom of all spiders & spider-like
priest of the Deep Dragon, Drow, Half- | Attack: Rogue | Int: Craft, creatures.
De_|(tjy of h Drow, Half-Fiend Draegloth. | 5 o4 ooe Know (arcana), Able to communicate with spiders & spider-like
. ender: Female. Will now (religion), creatures with an Intelligence of at least 1.
Sgl'nser;‘”o Gender: Femal Know (religion) ith an Intelli f at least 1
3\" zard-like Alignment: CE. Weap: — Scry, Spellcraft. Spiders will never attack you of their own volition.
spider familiar | Handle Animal: 3 ranks. Armor: — Wis: Heal, Sense Gain aHairy Spider Familiar, just asif you were a
& apaladin- Know (arcana): 4 ranks. ClassLvs 10 Motive. wizard. For purposes of determining your familiar's
like large Spellcraft: 4 ranks Con: Concentrate. abilities, use your Class level.
. " " | nd_ « .
i "™ | Feats: Great Fortitude, Sill cra BIdff, |2 riDvineCaseried. -
Spell, Survivor, either Exotic plomacy, See & hear through your familiar's senses aslong asiit is
Weapon Proficiency (hand X]I‘?Fn:ar;ﬂlt?mi tete within 400" + 40" per Divine Caster level.
crossbow) —or— Weapon ’ "
Finesse (dagger).
Must have the Spider Domain
Able to cast 3 level Divine
spells.
Must have passed Lolth's
Test (given at 6" level).
Able to speak Abyssal.
Min Lvl: Clr9.
Arachnemancer | Alignment: LE, NE, CE. HD: d6 Str: Climb, Jump. 1%: Speak with all forms of spiders, including aranea,
(caster who Know (nature): 4 ranks. Skill Points: 4 | Dex: Hide, Move driders, etc.
specializesin Climb: 3 ranks. Attack: Rogue Silently. +1 Class bonus on saves vs. poison.
(5&%?’;5”2)89' cs) Able to cast Spider Climb, Good Save: Int: Craft, Gain Intelligence-based Pr_epared Arcane spells from the
(DU8S po)+ Summon Monster |1, & Web. will Know(arcana), Arachnemancer Spell List.
Must undergo ritual Weap: Simple | Know(nature), 2™: Polymorph Self, into a Small, Medium, or Large
scarification. Armor: — WSPe“;)aft MoncsltrousL Sp(i;ierr(]MM ;;]21;)]) onl_yd. Last_sfor 10bminute£
. W ) is. Spot. per Class Level, though the spider’s size can be
Min Lvi: Wi 23’ Sors. ClassLvs: 10 Con: Concentrate. Changed at will during that time.
+2 Class bonus on saves vs. poison.
Arcane Archer Race: Elf or Half-EIf. HD: d8 Dex: Hide, 1%: Every non-magic arrow you fire becomes a +1 arrow for
(spell-casters | Base Attack Bonus: +6. Skill Points: 4 Move Silently, Use this attack.
who canattach | oo point Blank Shot, Attack: Fighter | Rope Ride 2": As astandard action, you can place an ‘area’ spell on
jg:; St)o Precise Shot, Weapon FOcUs | Good Save: Int: Craft. your arrohw and fiLe it. ThehspeH goes off with its
(any straight bow). Fort. Ref Wis: Intuit center wherever the arrow hits.
DMG p28 ,
(EMeE Able to cast Arcane spells. Weap: Simple, | Direction Listen,
Min Lvl: Brdg, Sorl2, Martial Spot, Wilderness
- . Lore.
Wizl12. Armor: Light,
Medium,
Shields
ClassLvs: 10
Arcane Devotee | Know (religion): 8 ranks. HD: d4 Int: Alchemy, Craft, | 1%: +1 Arcane Caster Level.
(dedicated Spellcraft: 8 ranks. Skill Points: 2 Scry, Know (any), You may apply the effect of the Feat: Enlarge Spell to
arcane Feats: Enlarge Spell. Attack: Wizard Spdlcraf t. _ any spell in an impromptu manner without it taking a
follower of a Ableto cast 4" [evel Arcane Good Save: Wis. Profession. full-round action or the level of the spell increasing.
?Fe’;tg"l)o) spells. win Con: Concentrate. Usable 1 + Charisma bonus times per day.
Must have a patron deity. Weap: — 2" +1 Arcane Caster Level.
: Wi . +1 save vs. divine spells & all spell-like & supernatural
Min Lvl: Wiz7, Brd10, Armor: — e .
Sorla. ClassLvs 5 abilities of outsiders.

Choose one component of your patron deity’s alignment.
You now cast spells with that descriptor asif 1 level
higher.

Prestige Classes
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Wiz9, Dr 13, Ftrl13, Pal13,
Rgr13, Rog13.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Arc_ane Decipher Script: 7 ranks. HD: d4 Str: Climb, Jump, 1% +1 Caster Level.
Trickster Disable Device: 7 ranks. Skill Points: 4 Swim. Y ou may attempt the following skills at 30' once per
g]elgangrgane Escape Artist: 7 ranks. Attack: Wizard | Dex: Balance, Escape day:_ Digble Device, Open Lock, Pick Posket. Th?
vaning) Know (arcana): 4 ranks. Good Save: /g:gnstl Mgve . DC is 5 higher than normal & you cannot “Take 10".
(T&B p47) Able to cast Mage Hand. will Locksyléﬁclgen 27 +1 Caster Level.
(DR289 pLIE)* Able to cast an Arcane spell Weap: — Pockets, Tumble, +106 Snesk Attack.
of 3 level or higher. Armor: — Hide, Use Rope.
Sneak Attack of 2d6 or better. | ClassLvs: 10 Int: Alchemy,
Min Lvl: Wiz5/ Rog3. Appraise, Craft,
Scry, Decipher
Script, Disable
Device,
Know (any),
Spellcraft.
Wis: Intuit
Direction, Listen,
Spot, Profession,
Sense Mative.
Con: Concentrate.
Cha Bluff,
Diplomacy,
Disguise, Gather
Info.
Speak Language.
Arcanopath Alignment: LG, LN, LE. HD: d8 Str: Climb, Jump. Monks may freely crossclass.
Monk_ ) Base Attack Bonus; +4. Skill Points. 4 Dex: Baance, 1% Progress in the Monk movement, unarmed damage,
\(Nr‘ﬂzftllsal artist Know (arcana): 8 ranks. Attack: Rogue Escape _Artist, Hide, unarmed attack rate table by adding Class Level to
specializedin | Feds: Improved Unarmed ) Good Save: Tumble progtess 4 your Class Lovel,
fighting spell- Strike, Deflect Arrows, Fort, Ref, " prog y )
casters) Dodge, Mobility. Will Int: Craft, Know Clap of Deafness, once per round, up to Class Level
(DR281 p35) Must find the Monastery of Weap: Monk (guter _pI anes). times per day Designate an atack to include this
Finithamon in Limbo & be ) Wis, Listen, power. If it hits, in addition to the damage, the target
Armor: — ) i
accepted by a sensei. Profession. must make a Fortitude save vs. DC 10 + Class Level
ClassLvs: 10 + Wisdom bonus. If the target fails, he is deaf for 1
i Con: Concentrate. g "
Must have slain an Arcane : round (20% chance of spell failure). Creatures
spellcaster. Cha Perform, immune to criticals or sonic attacks are immune to
Min Lvl: Mnk5, CIr9, Sor9, Diplomacy.

this power.

2" Chop of Muteness, once per round, up to Class Level
times per day. Designate an attack to include this
power. If it hits, in addition to the damage, the target
must make a Fortitude save vs. DC 10 + Class Level
+ Wisdom bonus. If the target fails, heis mute for 1
round. Creaturesimmune to criticals are immune to

this power.

Prestige Classes

Page 10




Dungeons & Dragons 3¢ Edition Index — Prestige Classes

March 15, 2003

Rgr17.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Archmage Know (arcana): 15 ranks. HD: d4 Int: Alchemy, Craft, 1% +1 Arcane Caster Level.

(arcane caster Spellcraft: 15 ranks. Skill Points: 2 Scry, Know (any), High Arcana — Permanently give up aspell dot (i.e,, a

who s 0 Feats: Skill Focus Attack: Wizard | Search, Spellcrait. spell per day at a specified level) in exchange for a
° e\//si\qr:eccar,1 (Spellcraft), Spell Focusin Good Save: Wis: Profession. speu_al power.
trade two schools of magic. will Con: Concentrate. Lv. HighArcana

Ableto cast 7" level Arcane - * ell-Like Ability — Cast a spell asa‘spell-like

knowledge of Weap:
spells for spells. Armor: — ability’ by sacrificing a_slot of the matching I_evel.
special spell Ableto cast 5" level spells ClassLvs 5 The slot level can be raised to add meta-magics &
ahilities) from at least 5 schools. set how many uses per day:
(FRp41) Min Lvl: Wiz13, Sorl4. +0 levels — 2 times per day.

+3 levels — 4 times per day.

+6 levels — 6 times per day.

5" Spell Power +1 - +1 to DC & to overcoming SR.
Stacks with Spell Power +2 & Spell Power +3.

6"  Mastery of Shaping — You can leave a5’ or larger
hole in any spell that effects a burst, cone, cylinder,
emanation, or spread. All these spells can now be
shaped in units of 5’ (instead of 10').

7" Arcane Reach — Touch spells can be used at 30'.
This High Arcana may be taken a second time to
increase the distance to 60'.

7" Mastery of Counterspelling — If aspell is
counterspelled, it is reflected back on its caster asif
Soell Turning was active.

7" Spell Power +2 —+2 to DC & to overcoming SR.
Stacks with Spell Power +1 & Spell Power +3.

8"  Mastery of Elements— Y ou can change a spells
descriptor from acid, cold, fire, electricity, or sonic
to any of the others at time of casting.

9" Arcane Fire — Trade in a spell for abolt of arcane
fire that does 1d6 per spell level cashed in + Class
Level.

9" Spell Power +3 —+3 to DC & to overcoming SR.
Stacks with Spell Power +1 & Spell Power +2.

2" +1 Arcane Caster Level.

Gain another High Arcana.

Assassin Alignment: LE, NE, CE. HD: d6 Str: Climb, Jump, 1%: Sneak attack +1d6.

(aprecise Move Silently: 8 ranks. Skill Points. 4 Swim. After 3 rounds of study, if you can make a successful
:;l)léﬁrsv;tltﬁis Hide: 8 ranks. Attack: Rogue | Dex: Balance, melee sneak attack within the next 3 rounds, the terget
disposal) Disguise: 4 ranks. Good Save: Ref Eﬁ:rggleeAl{/tllc?v’eHlde' T;iurrnlar:(tz‘ﬁ ggrzgéuggnivsrvj eD/Cbe}gataIC;:: IE;/J‘(\)IS:
(BMG p29) ﬁ:;t?;:gione aspart of the Weeép: Szjagger, Silently, Open choice). Penalization lasts Class Level + 1d6 rounds.
Min Lyl B 5 MNkS. Rars D::t ow, 'L-JOCKS, Pick Pocket, You are trained to never accidentally poison yourself
inLvi: Bras, MnKo, Raro, y se Rope. when applying it to a blade
Rogs, Bbn13, CIr13, Drd13, Rapier, Sap, | | " 14t Decicher ) PPYIg
Firi3. Sorl3. Wiz13. Shortbow, - ’ p Gain Intei_ ||genceb§sed Prepared Arcane spells from the
’ ’ Short Sword SC;?;D;?SL? Assassin Spell List.
s ’ d. .
Armor; Light Read Lips Sea)r/ch. 2" +1 save vs. poison.
ClassLvs 10 Wis: Innue’n do Retains Dexterity bonus to AC even if caught flat-footed
|ntl'Jit Directi 0;1 or attacked by someone invisible.
Listen, Sense Y
Motives, Spot.
Cha: Bluff,
Diplomacy,
Disguise, Gather
Info., Intimidate,
Use Magic Device.

Athar Base Attack Bonus: +7. HD: d8 Int: Craft, 1% Immune to the following spells: Bestow Curse,
(Faction that Base Will Save: +3. skill Points: 2 Know (religion), Blasphemy, Doom, Holy Word, Geas/Quest.
‘(’j\ggr(:dtl‘: il Know (religion): 10 ranks. Attack: Rogue | Spellcraft 2": +2 Resistance bonus to saves vs. divine spells.
deities Able to cast Divine spells. Good Save: VYrIiu;j:)m
gaining ability | Must abandon all worship of Fort, Will Profession.
toresist & deities (clerics loose spells Weap: — .
thwart clerics) & canno longer gain levels). | Armor: — C(r)]n: Co.nc.edntrate.

(DR287 pds) Min Lvi: CIr10, Drd17, ClassLvs 10 | Che Intimidate.
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Auspician Alignment: CG, CN, CE. HD: d8 Str: Swim. 1% +1 Caster Level.
(specialty Base Save Bonuses: Skill Points. 2 Dex: Balance, Gain access to the Fate Domain, including its special
priest of a Fortitude +5, Reflex +2. Attack: Rogue Escape Artist. ability.
Dﬁty O.f Lttjﬁk’ Feats: Dodge, Great Good Save: Int: Disable Device, As aFree Action, gain a +20 Luck bonus on an attack
‘;Vb_f_ ganstne 1 coritude, Iron Will, Fort, Will Search, Spellcraft, roll. Usable 1/day.
golo:jty&t(i)géam Lightning Reflexes. Weap: — Tumble. oM 11 Caster Level.
luck) You must have accesstothe | Ao Wis: Listen, Sense Bestow Curse on a single target within Close-range.
(F&Pp184) Luck Domain. ClassLvs 10 Motive, Spot. Duration is 1 minute per level & Save DCis (10 + Y%
Must take a special poison Con: Concentrate. Class level + Wisdom modifier). Usable 1/day.
(DC 22, 2d6 Con, 1d6 Con + Cha BIuff.
1d6 Str) without any magical
protections.
Min Lvl: CIr10.
Bane of Infidels | Alignment: LN, N, CN, LE, HD: d8 Str: Swim. 1% +1 Caster Level.
(atribal NE, CE. Skill Points: 4 | Int; Craft, Cause afollower of your religion to enter a Barbarian
shaman who Intimidate: 4 ranks. Attack: Rogue Know (nature), Rage, except that he only gains +2 Str, +2 Con, & +1
fa” becoTe Know (religion —or— nature): | Good Save: Know (religion), bonus to Will saves. Usable Class level times per day
emporarily fl 6 ranks. Fort, Will Spellcraft. A desired 5’ square area explodes with flames, doing
g;oéiﬁ]‘;""a Y| Feats: ron Will, Leadership. Weap: — Wis: Hed, 1d4 per Class level (RefNeg vs. DC (10 + Class level
sacrifices) Able to cast 3 level Divine Armor: — :Dnrn? Irecnsz?{ nd * Wisbonus). Usable 1iday.
(Motw p46) spells. ClassLvs 10 Mot(\)/r\]l"ld e 2" +1 Caster Level.
Min Lvl: CIr6, Drd6, Rgrll. Lo?;\/e' riderness Create a‘Hearth’ of 5' per Class level radius by doing an
) 8 hour ritual. The Hearth has Zone of Truth in effect
Con: Concentrate. at all times, but you are immune to the effect. You
Cha Diplomacy, may only have one Hearth at atime.
Animal Empathy, By killing a humanoid with a‘coup de grace’ within
:—la_nd!gAnl mal, your Hearth, you gain +2 effective caster level for 1hr
ntimidate.
Bearlord Alignment: NG, LN, N,CN, [ HD: ds Str: Climb, Jump, 1% Bears are automatically friendly to you.
(Animal Lord NE. Skill Points: 2 Swim. Able to have twice your Class level in bear companions.,
E‘I):cCII(alblé;dsm Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide. Sense bears within your Class level squared miles.
brown bears, Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), Gain Wisdom-based Prepared Divine spells from the
& polar bears) | 'Mtimidate: 2 ranks. Fort, Ref Spdlcraft. _ Animal Lord Spell List.
(Motw p43) Feats: Animal Defiance, Weap: — Wis: Heal, Intuit 2™: Speak with bears at will.
Animal Control, Power Armor: — Direction, Listen, +2 Inherent bonus to Strength.
Attack. ] Spot, Wilderness
) ClassLvs: 10 Lore.
Ableto cast Detect Animals )
or Plants, Speak with Cha: Animal
Animals, and Animal Empathy, Handle
Friendship. Animal.
Min Lvl: Drd6, Rgr6.

Berserk Alignment: NG, CG, N, CN, [ HD: d12 Str: Climb, Jump, 1%: Battle Fury, 1/day. +6 Strength, +6 Constitution, +3
(warriors who NE, CE. skill Points, 2 Swim. Morale bonus on Will saves, -2 penalty to AC. Battle
can enter Base Attack Bonus: +5. Attack: Rogue | Wis: Listen, Spot, Fury takes a Standard Action to begin, it lasts for (3 +
battle furies Must be proficient with Good éave‘ Wilderness Lore. new Constitution modifier) rounds, & cannot be
that they Medium Armor & Shields. Fort " Con: Concentrate. ended‘early. Whll(_eln the fury, you cannot cast spells,
cannot end & L o ! ) . use skills that require concentration, or make ranged
who Must be proficient with either | wegp: Simple, Cha: Animal attacks. Once a foe has been chosen, you will attack
eventually can | battieaxes, longswords, or Martial Empathy, it until it or you is dead. To avoid attacking an ally or
shape-shift wahammers. Armor: — Intimidate. bystander, you must make a Will savevs. DC (15 +
into their Min LvlI: Bbn5, Ftr5, Rgrs, ClassLvs 10 the number of round so far in this fury). If there are
totem animal) Brd7, CIr7, Rog7, Sor10, no targets to attack, you will fight trees & rocks. At
(D&D p201) Wiz10. the end of the Fury, you are Fatigued.

+10" bonus to movement.
2" Damage Reduction 1/—.
Beholder Mage | Race: Beholder. HD: d4 Int: Alchemy, 1%: Gain Intelligence-based Prepared Wizard Spells, except
beholder who i Canti- i ints: Appraise, Decipher that you do not need material components.
Must have their center ‘anti Skill Points: 2

remove their magic’ eye removed. Attack: Wizard | SCript, Know (any), | 2 +2 Resistance bonus to saves vs. divine spells.
center eyeto Min Lvl: n/a. Good Save: Scry, Spellcraft.
become 000 SVE Con: Concentrate.
wizards) Wil Cha: Use Magic
MoF p21 Weap: — .
(MoFp2D Arer'igr' Device.

T eak Language.

ClassLvs: 10 s 9%
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Birdlord Alignment: NG, LN, N,CN, [ HD: d8 Str: Climb, Jump, 1%: Birds are automatically friendly to you.
(Animal Lord NE. Skill Points: 2 Swim. Able to have twice your Class level in bird companions.
:Sf;“ﬁ:jvg Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide. Sense hirds within your Class level squared miles.
owls, e10) Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), Gain Wisdom-based Prepared Divine spells from the
(MotW p43) Intuit Direction: 2 ranks. Fort, Ref Spellcraft. Animal Lord Spell List.
Feats: Animal Defiance, Weap: — Wis: Heal, Intuit 2": Speak with birds at will.
Animal Control, Improved | Armor: — Direction, Listen, +2 Inherent bonus to Dexterity.
Flight. ] Spot, Wilderness
ClassLvs: 10 Lore
Able to cast Detect Animals o
or Plants, Speak with Cha: Animal
Animals, and Animal Empathy, Handle
Friendship. Animal.
Min Lvl: Drd6, Rgr6.
Blackguard Alignment: LE, NE, CE. HD: d10 Dex: Ride. 1% Detect Good(PH p193), at will.
(anti-paladins | Base Attack Bonus: +6. Skill Points: 2 | Int: Craft, You are trained to never accidentally poison yourself
‘g‘gh better Know (religion): 2 ranks. Attack: Fighter | Know (religion). when applying it to a blade
(DM)G p30) Hide: 5 ranks. Good Save: Wis: He_)el, Gain Wisdom-based F’_repared Divine spells from the
(DMGe)+ Feats: Power Attack. Cleave Eort Profession. Blackguard Spell List.
Sunder. Weap: Simple, Con: Concentrate. 2"%: Add Charisma bonus to all Saving Throws.
Contact an evil outsider. Martial Cha: Handle Smite Good — On a designated melee attack on a good
; . Armor: All Animals, opponent, add your Charisma bonus to the attack roll.
MIJ;I] 8L Vél r8R gIS?dBB b&?r;kl;tﬂ, ClassLvs 10 Diplomacy, If it hits, add your Class Level to the damage.
Rog8, Brdo, Sor12, Wiz12. Intimidate.
Bladesinger Race: Elf or Half-Elf. HD: d8 Str: Jump. 1%: Gain Arcane Prepared Spells from the Bladesinger Spell
(elvenfighter / | Base Attack Bonus: +5. Skill Points: 2 | Dex: Balance, List.
wizard) Feats: Combat Casting, Attack: Fighter | Tumble. If wielding a longsword in the primary hand & nothing
<(T&&Bgepng9o) Dodge, Expertise, Still Spell, | Good Save: Int: Know (arcana), in the off-hand, then you add your Intelligence bonus
Weapon Focus (longsword). Ref, Will Spellcraft. tq your AC. You can be only wearing no more than
Concentrate: 4 ranks. Weap: — Con: Concentrate. . g ngh;Arr;nor. he following i )
i o ) ": Bonus Feat from the following list: any metamagic,
Plf]rllol:g; Dsa:zgkg (g i]t) Armor: Light Cha:_Perform. Combat Reflexes, Improved Critical (longsword),
_ ’ ClassLvs: 10 Improved Disarm, Mobility, Quick Draw, Spring
Tumble: 3 ranks. Attack, Whirlwind Attack.
Must be able to cast 1% level
Arcane Spells.
Min Lvl: Wiz10, Brd12,
Sor15.
Blessed of Patron: Gruumsh HD: d10 Str: Climb, Jump. 1% +1 Luck bonusto AC.
Gruumsh Race: Orc or Half-Orc. Skill Points: 4 | Int: Craft, 2": If a designated attack hits, it does +1d6 damage. Usable
(templar of the | jignment: LN, N, CN, LE, | Attack: Fighter | Know (religion). once per day.
One-Eyed NE. CE . Wis: t
; » CE. Good Save: is: Spot,
Deity of Orcs, Base Attack B 16 F Profession
who gain gaze ase Attack Bonus. +6. ort .
powers at Know (religion): 3 ranks. Wegp: Simple, Cha: Bluff,
higher levels) | Feats: Power Attack, Cleave, Martial Intimidate.
(DR282 p84) Exotic Weapon Proficiency | Armor: All
(Orc Double-Axe). ClassLvs 10
Must ritualistically remove
one eye.
Min Lvl: Ftr6, Rgr6, Bbn7,
Brd8, Mnk8, Rog8, Sorl2,
Wiz12.
Blighter Alignment: LN, N, CN, LE, | HD: d8 Str: Swim. 1% Deforestation - kill al non-sentient plant lifein a50" per
afalen drui , CE. il Points: . ass level radius as a Full-Round Action. Dryad's
(afdlendruid | NE, CE ill Points 4 | Int: Craft, Class level radi Full-Round Action. Dryad
who has Must be an ex-Druid who Attack: Rogue Know (nature), trees, etc., must make a Fortitude save vs. DC (10 +
regained spells | could cast 3¢ level spells. Good 'Save_ Scry, Spellcraft. Class level + Wisdom bonus) to survive. The
by destroying Min Lvl: Drd5 i Wis Heal deforested area will not regrow until Hallow is cast on
nature & ' ' Fort, Will Intuit Direction it & the areais reseeded. Usable 1/day.
eventually Weap: — Profession Gain Wisdom-based Prepared Divine spells from the
learns how to Armor: — (herbalist), Blighter Spell List if you have used your
teke the shape ClassLvs 10 Wilderness Lore. ‘Deforestation’ ability within the last 24 hours.
g;il:;'gzag Con: Concentrate. 2" Y ou no longer need food or water.
spread Cha: Diplomacy, Generate 1d4 fire damage in a 10’ radius half-circle from
plagues) Animal Empathy, your hands (Ref%2). Usable as a Standard Action at
(Motw p48) Handle Animal. will.
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Bloodhound Base Attack Bonus: +4. HD: d10 Str: Climb, Jump, 1%: Can use a normal melee weapon to do subdual damage
(huntsdowna | Gather Info: 4 ranks. Skill Points: 6 Swim. without a penalty.

%?rlgr:&atﬁon't Move Silently: 4 ranks. Attack: Fighter | Dex: Forgery, Hide, By spending 10 minutes visually studying one or more
) | ; . . Move Silently, humanoids or an unambiguous description of them,
stop until heis W|Id?rness Lore: 4 ranks. Good .Sa\(e. Ref Open Lock, Ride, you may designate 1 of them per 2 Class levels (round
done) Fests: Run, Track. Wesp: Simple, | g Rope. up) as your ‘Mark’. They must be designated as a
Eggz\gsp:lgl)w Min Lvl: Bbn5, Ftr5, Pal5, Marna! Int: Appraise, group & anew designation can be done once per
Rar5, Brd, CIr6, Drdé, Armor: Light, Search. week, but if you choose a new Mark(s) without
Mnk6, Rog6, Sor8, Wiz8. Shields Wis Hedl having ‘defeated all pending Marks, you loose the
ClassLvs: 10 Intuit Direction, Mark’s XP worth.
Listen, Sense When tracking down a Mark, gain an Insight bonus
Motive, Spot, equal to your Class level to Gather Info, Spot, &
Wilderness Lore. Wilderness Lore checks.
Cha: BIuff, 2" Track at normal movement speed without a—5 penalty.
Diplomacy, A normal melee attack that would be bring a Mark to
Disguise, Gather negative hp can be retroactively changed to subdual
Info, Intimidate. damage. You cannot use this ability when Raging.
Y ou may prepare for a Mark who is currently Flat-
Footed to execute an action up to a Full-Round Action
within the next 10 minutes. If your Mark does the
expected action, you gain an Attack of Opportunity on
your Mark with any drawn melee or ranged weapon.

Bloodsister Race: Drow. HD: d10 Str: Climb, Jump. 1%: Ableto reload Hand Crossbows as a Free Action without
(Drow combat | Gender: Female. Skill Points: 2 | Dex: Balance, Use generating an Attack of Opportunity.
sisterhood that | A jignment: LE, NE, CE. Attack: Fighter | Rope. 2": Trained in using poisons.
specilizesin Wis: Innuendo,
fighting with Base Attack Bonus: +6. Good Save: Ref S )

Short Swords | Feats: Ambidexterity, Two- | Weap: Simple, Listen, .Spc.>t.
& Daggers, Wegpon Fighting, Exotic Martial Cha Intimidate.
and Hand Weapon Proficiency (Hand | Armor: Light,
Crosshows) Crossbow). Medium
(DR298 p30) Min Lvl: Bbné, Ftr6, Rgr6, ClassLvs 10
Brd8, CIr8, Mnk8, Rog8,
Sor12, Wizl12.

Blood Magus Alignment: NG, CG, N, CN, | HD: d4 Int: Alchemy, Craft, | 1%: You can use your own blood in place of material
(arcane magic NE, CE. skill Points, 2 Scry, Spellcraft. components. You take at least 1 hp damage, but the
with your own | Feat: Toughness. Attack: Wizard | Wis: Heal. DC of the spell goes up by 1too. Replacing costly
PTlgg%)so) Ableto cast 3 level Arcane Good Save: Con: Concentrate. ;c;mapg)nents results in greater hp loss (5 hp for 1-50

spells. Fort Cha BIuff. T _ _ .
Must have been dead for a Wean: If your hit points go negative, you automatically stabilize
while - — on the next round.
) Armor: — nd.
Min Lvl: Wiz5, Sor6, Brd7. ClassLvs 10 27 +1 Caster L(_J‘Vd' ) ) )
v Y ou can scribe spellsinto your own skin, which fade
once cast. You are limited to 6 spells.

Brawler Base Attack Bonus: +7. HD: d10 Str: Climb, Jump, 1%: Able to fight with Improvised Weapons without a—4
(expertiin Intimidate; 5 ranks. Skill Points: 2 [ Swim. penalty. Weapons lessthan 5 Ibs. do 104 damage
fighti ng with Feat: Alertness, Combat Attack: Fighter Dex: Balance, Ride. (20/x2), while heavi €r ones do 1d6. Long ones even
improvised Reflexes, Improved - Int: Craft have reach. Improvised Weapons can be thrown with
weapons Unarmed Sirike Goc::d Sta\;;f W'. it jt aRange Increment of 10'.

ainst arouns - ort, is. Intui
2? peoplge) up Min Lvl: Bbn7, Fir7, Pal7, Weap: Simple, Direction, Listen, +1 Morale bonus to attacks when threatened by 3 or
(DR295p72) Rgr7, Brd10, CIr10, Drd10, Martial Spot. more opponents at once.
Mnk10, Rog10, Sor14 Cha 2": Gains access to the following feats (normal prerequisites
KL ' ' Armor: — a Bluff, : .
Wiz14. Intimidate. still apply): Weapon Focus (Improved Weapon),
ClassLvs: 5 Weapon Specialization (Improvised Weapon), &

Improved Critical (Improvised Weapon).
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Ride: 6 ranks.

Equipment: Masterwork
Heavy Armor & Masterwork
Large Shield.

Min Lvl: Ftr8, Pal12, Rogl2,
Clr18, Mnk18, Sor18,
Wiz18.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Cancer Mage Alignment: LE, NE, CE. HD: d6 Str: Climb, Jump, 1% +1d6 Sneak Attack.
(adisease Base Fortitude Save: +5. Skill Points: 6 Swim. Disease Carrier —immune to the negative effects of
car ”IET thatis | Leal: 3ranks. Attack: Rogue | Dex: Balance, diseases, though the cosmetic effects still occur.
So plague- - . Escape Artist, Hide, Others can catch the disease. If targeted by a Cure
ridden that it E'n‘le- Gn:”'r‘:_ i Gofoﬁ% Move Silently, Pick Disease, you take 1d6/level (FortNeg).
gf‘{e‘l’Y_Sa” W (_ Y )_' " Wean: Simple Pockets, Ride, 2" Contagion, usable Class level times per day. Spell DCis
l Etn olr gaesnz1 Move Silently: 6.ranks. ei/lpértial ple, Tumble, Use Rope. 13 + Caster’s Wisdom bonus.
companion) Feds: Great Fortitude, Armor Al Int: Alchemy, Cancer Companion — an intelligent tumor grows inside
(BovD p52) Poison Immunity, - Disable Device, the Cancer mage. The two can communicate
Toughness. ClassLvs: 10 Know (nature), telepathically, though a Cure Disease will suppress
Must have been poisoned & Search. the companion for 1d10 days if the Cancer Mage does
infected with a disease in the Wis: Hedl, Intuit not save. At thislevel, the Cancer Companion grants
past. Direction, Listen, Blindsight 30" (at higher levels, it grants Evasion,
Min Lvl: Mnk6, Rgr6, Bbn9, Profession, Sense Uncanny Dodge, & even can cast its master’s spells).
ClIr9, Drd9, Ftr9, Brd15, Motive, Spot.
Rog15, Sorl5, Wiz15. Cha: BIuff, Disguise,
Gather Info,
Intimidate.
Candle Caster Feat: Great Fortitude. HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
(arcene magic | Craft (candles): 6 ranks. Skill Points: 2 Know (any), Scry, You may create candles that act asif they had a spell
withcandles) | Apiato cast 3¢ level Arcane | Attack: Wizard | Search, Spellcraft. scribed into it (following the normal scribing rules).
(T&B p52) spells. Good Save: Wis: Profession. At thislevel, only you or another Candle Caster may
Min Lvl: Wiz5, Sor6, Brd7. will Con: Concentrate. use your empowered candle.
Wesp: — 2": +1 Caster Level.
Armor: — Your candles may be scribed as if you have the Extend
o Spell feat, though the spell in the candle takes up one
Catlord Alignment: NG, LN, N,CN, [ HD: ds Str: Climb, Jump, 1%: Cats, lions, tigers, etc. are automatically friendly to you.
(Animal Lord NE. Skill Points: 2 Swim. Able to have twice your Class level in cat, lion, tiger,
specialized in | Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide. etc., companions.
;agt:r;'g]?) Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), Sense cats, lions, tigers, etc., within your Class level
(Motw pd3) Move Silently: 2 ranks. Fort, Ref Spellcreft. squared miles.
Feats: Animal Defiance, Weap: — Wis. Hedl, Intuit Gain Wisdom-based Prepared Divine spells from the
Animal Contr0|’ We@pon Armor: — Direction, Listen, Animal Lord Spell List.
Finesse (any). ClassLvs 10 Spot, Wilderness 2" Speak with cats, lions, tigers, etc., at will.
Able to cast Detect Animals Lore. Gain Skill Focus (Move Silently).
or Plants, Speak with Cha: Animal
Animals, and Animal Empathy, Handle
Friendship. Animal.
Min Lvl: Drd6, Rgr6.
Cavalier Alignment: LG, LN, LE. HD: d10 Int: Know (nobility), | 1%: +1 on checks to keep mount from taking damage.
(mounted Base Attack Bonus: +8. Skill Points: 2 Profession. +2 on Ride checks.
ggztl)a Feats: Spirited Charge, Attack: Fighter | Dex: Ride. +1 attack bonus with a lance while mounted.
(S&Fe)+ Weapon Focus (lance), Good Save: Cha: Intimidate, +2 on Know (nobility) checks.
\,\//Ivgﬁﬂ?gd':gg:nsbg’vord)’ Fort, Will Diplomacy. 2" During a charge, do x3 damage with a melee weapon (x4
; ’ Weap: Simple, with alance), once per day.
Ride-by-Attack. . ) )
Handle Animals. 4 rank Martial +1 attack bonus with a sword while mounted.
andle n|.n? S aTanKs Armor: All
Know (nobility): 4 ranks. ClassLvs 10
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Cave Stalker Race: Dwarf HD: d8 Str: Climb, Swim. 1% +1 Caster Level.
(guard Base Attack Bonus: +5. Skill Points. 4 Dex: Hide, Use The Dwarven * Stonecunning’ ability is increased.
g\évrﬁmﬁr;iti&s Craft (trapmaking): 5Sranks. | Attack: Rogue Rope. +4 Racial bonus to find unusual stonework, traps, etc.
from Move Silently: 5 ranks. Good Save: Ref | Con: Concentrate. ?(?Ie to automatically detect unusual stonework at
Wild Lore: 5 rank Weap: Simpl Int: Craft N _ -
nsggstzer;) I ern&_s o_re ranks. P mp € (trapmaking) 2" Meld into Stone, at class level, (1+Wisdom modifier)
( pS2) Feats: Blind-fight, Track. Armor: Light, ' i d
; . Know(nature). Imes per day.
Min Lvl: Rgr5, Bbn7, Brd?. Medium Wis I
Clr7, Drd7, Fir7, Mnk7, ClassLvs 5 Is: Intuit
: Direction, Listen,
Pal7, Rog7, Sor10, Wiz10 -
Profession, Spot,
Wilderness Lore.
Con: Concentrate.
Church Alignment: LG, LN. HD: d8 Int: Scry, 1% +1 Divine Caster Level.
Inquisitor Base Will Save: +3. Skill Points: 2 Know(arcana), Detect Evil(PH p192), at will.
Sart'ﬁiéﬁged Know (arcana): 8 ranks. Attack: Rogue Eggx (gg:]%g)m)' Gain the Prestige Domain Inquisition.
. . ! d. H
subtle evils, Spellcraft: 8 ranks. Good Save._ Search, Spellcraft. 2" +1 Divine Caster Level.
including Able to cast Dispel Magic as Fort, Will Con: Concentrate Immune to all Charm spells & effects.
infiltration aDivine spell. Weap: Simple o '
Dotra) Must b berofalG | Armor: All Cha Diplomacy,
ust be amember of a rmor: Gather Info.,
church or order, & must ClassLvs: 10 Intimidate, Sense
he_lve_ ur_lcovered corruption Motive.
within it.
Min Lvl: CIr5, Pal13

Cipher Balance: 5 ranks. HD: d8 Str: Climb, Jump, 1%: Gain Feat: Improved Unarmed Strike.

(Factionthat | Jump: 10 ranks. Skill Points; 2 | Swim. If you make afull-round unarmed strike on an inanimate
gg‘l'fvfﬁ;tn Know (religion): 10 ranks. Attack: Rogue | Dex: Balance, obj:ect‘& make a Concentrate check vs. DC 10 + the

o k_g, : Feats: Improved Initiative, Good Save: Ref Egcape Artist, Hide, ob_Ject s hardness, then you can ignore the hardness

Ing; Power Attack. Sund Ride, Move this round.

though the wer Attack, Sunder. Weap: — Silently. Tumbl nd. : P
a2 Min Lvl: Brd7. Bbni7 ently, Tumble. 2" +1 Insight bonus to Initiative Rolls.

doing” often inLvi: Bra/, Bbnl/, Armor: — Wis Sense Motive i ;

involves CIr17, Drdi7, Frl7, Mik17, | ~jassLys 10 : - Gain Evasion — No damage on a successful Reflex save.
destroying Pal17, Rgrl7, Rogl7, Sorl?, Con: Concentrate.
things) Wizl7.
(DR287 p47)

Consgcrated Alignment: LG, LN, LE. HD: d10 Int: Search. 1% +2 Sacred bonus on BIuff, Listen, Sense Motive, Spot, &
Harrier Base Attack Bonus: +5. Skill Points: 4 | Wis: Profession. Wilderness Lore checks while tracking a church-
E\?ﬁg)gov‘;’v?]o Disguise: 5 ranks. Attack: Fighter | Cha BIuff, assigned target.

_ Gather Info: 5 ranks. Good Save: Diplomacy, +2 Sa_:red bonus to attack & damage rolls a church-
enemies of the Profession (I - 5 rank Will Disguise, Gather assigned target.
church, no ofession (lawyer): 5 ranks. . Info., Intimidate. Detect Chaos(PH p192), at will.
matter where | Feat: Track. Wesp: Simple, - .
they hide) Martial Gain Wisdom-based Prepared Divine spells from the
ey Must successfully track down C ated Harrier Spell List
(DotF p52) Armor: All onsecr arrier ist.
and destroy atarget selected : oM 14 by illus
by his church. ClassLvs: 10 ’ Onus on save vs. Husons.
Min Lvl: Clr7, Ftr7, Mnk7,
Pal7, Rgr7, Rog7, Sorl0,
Wiz10.
Contemplative | Know (religion): 13 ranks. HD: d6 Int: Craft, 1% +1 Caster Level.
(onewho is Direct contact with a Skill Points: 2 Know (religion), Gain a Prestige Domain that is sponsored by your deity.
gs(’)‘;ﬁtﬁd t(;)ne representative of your deity. | Attack: Wizard | SO Spellcrait Immune to al natural and magical diseases.
>coming o Min Lvl: Brd10, CIr10, Good Save: Wis: Heal, Intuit oM. 41 Caster Level
with his deity) | “b310 Wixl0 N Direction, ' . '
(DotF p54) ' : will Profession. Sense If you fail your save vs. an enchantment, then you get to
Weap: Simple Motive. ' make another save 1 round later.
Armor: — Con: Concentrate.
Intimidate.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Dancer of Patron: Sharess HD: d6 Str: Climb, Jump. 1% +1 Caster Level.
Sharess Alignment: CG Skill Points: 2 | Int: Know (religion), Gain Low-Light Vision.
(Specialty Base Attack Bonus: +3. Attack: Wizard | Spellcraft. Gain acat familiar. Its abilities are based on your Class
priests of the
Deity of Perform: 4 ranks (must Good Save: Dex: Balance, Move Level.
Dance & Cas) | nclude Dance). Fort, Will. Silently. 2" +1 Caster Level.
(DR290 p92) Know (religion): 9 ranks. Weap: Simple | Wis: Heal, Spot. +2 bonus to Dexterity & Charisma checks.
Ableto cast 3¢ level Divine | Armor: — Con: Concentrate. +2 bonus to Dexterity-based & Charisma-based skill
spells. ClassLvs 10 Cha: Diplomacy, checks.
Clerics must have access to Perform. +2 bonus to Reflex saving throws.
the Charm Domain.
Min Lvl: Clr6, Rgri5.
Darkmask Patron: Vhagraun HD: d6 Str: Climb, Jump. 1% +1 Caster Level.
(specialty Race: Drow or Half-Drow. Skill Points: 6 | Int: Craft, Know Darkfire, usable once per day.
priests of the Hide: 8 ranks. Attack: Rogue (religion), Search. Pass without Trace, usable once per day.
Drow Deity of § - Bd nd
. Move Silently: 6 ranks. Good Save: Dex: Balance, 2" +1 Caster Level.
Thievery) : i Escape Artist, Hide,
(LoD p33) Pick Pocket: 4 ranks. Ref, Will. Msg\?g Slently, Change Self, usable once per day.
Wilderness Lore: 2 ranks. Weep:. - Open Lock, H"ck Gain Feat: Skill Focus (one Darkmask skill).
Feats: Daylight Adaptation Armor: — Pocket, Tumble,
(if Drow), Stealthy. ClassLvs: 5 Use Rope.
Ableto cast 2™ level Divine Wis: Heal, Intuit
spells. Direction, Listen,
Successfully fought against Profession, Spot,
clerics of Lolth. Wilderness Lore.
Min Lvl: Rgr8, Clrl3. Con: Concentrate.
Cha Bluff,
Diplomacy,
Disguise, Use
Magic Device.

Darkwood Race: EIf or Half-Elf. HD: d8 Str: Climb, Jump, 1% +1 bonus on the following skill checks against orcs:
Stalker Base Attack Bonus: +5 Skill Points. 4 Swim. BIuff, Listen, Sense Mative, Sport, & Wilderness
(elf / half-elf Hide: 5 ranks. Attack: Fighter | Int: Craft, Know Lore. Stackswith Ranger’s Favored Enemy bonus.

racticed in ' ) i i i issi
E t'l &' Listen: 5 ranks. Good Save: (nature), Search. +1 damage ag_amst orc’:s in melee or with ml§sle
unting . ) Ref Wil Dex: Hide, Move weapons within 30", Stacks with Ranger’s Favored
killing orcs) Move Silently: 5 ranks. ) . - : Enemy bonus.
(DR292 p58) ot 5 ranks Weap: Simple, Silently, Ride, Use ; y _ _
Sp_ : - Martial ’ Rope. 2™ Uncanny Dodge — retains Dexterity bonus to AC even
Wilderness Lore: 5 ranks. ) Wis Hed Intuit when caught flat-footed or attacked by someone who
. Armor: Light > ; -
Feats: Dodge, Track. Medium ' Direction, Listen, isInvisible.
Able to speak Orcish. ClassLvs 10 Prc_)fon, Spot,
Min Lvl: Rgr5, Bbn7, Brd7, Wilderness Lore.
Clr7, Drd7, Ftr7, Mnk?,
Pal7, Rog7, Sor10, Wiz10.

Deep Avenger Base Attack Bonus: +7. HD: d8 Str: Climb, Jump, 1% At the start of each round you are fighting Drow, you
(warriors Feats. Blind-Fight, Power Skill Points: 2 Swim. may designate 1 attack roll —or— 1 damage roll to have
s_pem_allzed in Attack. Attack: Fighter | Dex: Ride. a+1 bonus.
fighting drow . Learn Drow Sign Language.
who in ime Must speak Undercommon. Good Save: Int: Craft. ; 9 gquage.
gein poison Must have had a loved-one Fort, Will Wis: Intuit 2": Gain Darkvision 60'.
resistance, killed by the Drow inthelast | weap: Simple, Direction.
rage ability, Syears. Martial. Cha: Handle
etc.) Min Lvl: Bbn7, Ftr7, Pal7, Armor: All Animal.

(DR298 p56) Rgr7, Brd10, Clr10, Drd10, ClassLvs 10

Mnk10, Rog10, Sor14,
Wiz14.
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Off up higher soul to a

powerful devil.
Min Lvl: Wiz6, Clrl3,
Sorl3.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Deep Thrall Race: Humanoid, Monstrous | HD: d10 Str: Swim. 1%: Become amphibious, so you can now breath water at will
(minionto a Humanoid. i ints: - Hi as an Extraordinary ability.

Skill Points: 2 Dex: Hide, Move
Kraken, who | Alignment: NE. Attack: Fighter | Silently. The Kraken you serve can see through your eyes & you
in effect ISIS | sense Motive: 5 ranks, Good Save: Int: Craft, know its location & emotional state. The two of you
familiar’ & Swim: 8 ranks. Fort K now(nature), can communicate telepathically. This ability has a
emissary and ' _ Search, range of 500 miles.
over time Must speak Aguan. Weap: — e 1 2" Cold Resistance 5
becomes a Must be accepted by aKraken | Armor: — V\'grs. fL_sten, en : '
‘Monstrous asits servant, which includes | classLvs 5 MO €ssion, sense
Humanoid') being ritualistic scarring. otive, Spot,
DR300 p59 A Wilderness Lore.
(DR300 pS9) Min Lvi: Brd5, Rog5, Bbn7, char Bt
Drd7, Ftr7, Rgr7, Cir13, D_al :
Sorl3, Wizl3. tpiomacy,
Disguise, Gather
Info, Intimidate,
Perform.

Dee_pwood Base Attack Bonus: +5. HD: d8 Str: Climb, Jump, 1% All bolts or arrows you fire are treated as if they were
Shiper Feats: Far Shot, Point Blank skill Points: 4 Swim. Keen (i.e., double threat range), though this does not
(bow & arrow Shot, Weapon Focus (any Attack: Fighter | Dex: Balance, stack with any other Keen effect.
specialist) bow or crossbow). Good Save: Escape Artist, Hide, +10' per range increment per Class level.

(Motw ps2) e 00¢ Save: Move Silentl nd. ’ i
Hide: 4 ranks. Ref. ove Silently. 2™ Subtract 10% from your target’s Concealment miss
Move Silently: 4 ranks. Weap: — Int: Craft chance, if any.
Spot: 4 ranks. Armor: — (bowmaking), Magic Weapon, cast at Class level. Usable once per day.
Min Lvl: Ftr5, Bbn6, Pal6, ClassLvs 10 K.n.ow (nfe\ture). Add 1 to_the cri_tical multiplier for your arrows or bolts.
6. Brd7. CIr7. Mnk7 Wis: Intuit Combined with the 1% level Keen effect, arrows are
Rgr6, Brd7, Clr7, Mnk7, — : -
Rog7, Sor10, Wiz10. Direction, Listen, now 19-20/x4, while bolts are 17-20/x3.
' ' Spot, Wilderness
Lore.

Demonologist Alignment: CE. HD: d4 Dex: Ride. 1%: Gain Charisma-based Impromptu Arcane spells from the

(expertin Know (arcana): 4 ranks. Skill Points: 4 | Int: Alchemy, Demonologist Spell List.
;??g::g Know (the planes): 8ranks. | Attack: Wizard EeCi pher Script, Chgr m Demon, 1/day. Hasl the Wecﬁffe‘?t aES (_Thar m
! ) e s . orgery, erson, except it can only target Chaotic Evi
with Chaotic F&ata;aiw Lﬂzrf‘;r?'spsaeﬁ”f'c'a' GO(\’,‘?/iﬁaV € Know (arcana), Outsiders. This effect by-passes Spell Resistance,
Evil ) Focus, ’ ’ Know (the planes), though the demon does get a Will savevs. DC 11 +t
82\5% desz ?) " stub. able 1o cas 6 A Weap: — Know (religion), he caster’ s Charisma bonus.
F Cli)nj u‘f e oﬁ 5‘; e V\;ﬁf‘;‘ﬁ Armor: — Scry, Spellcraft. 2™: Gain a Quasit familiar. If the caster already has a
at least one must b’e3"’level ClassLvs: 10 Wis. Sense Motive. familiar, the Quasit eats it (no XP loss).
Min Lvl: Wiz6, Brd7, Sorl3, Con: Concentrate.
Cha: BIuff,
Intimidate.

Devoted Base Attack Bonus: +5. HD: di2 Str: Climb, Jump. 1% +1 AC to Devoted Defender & the person being
Defender Feats: Alertness, Weapon Skill Points: 2 | Int: Profession, protected.

(trained Focus (any melee). Attack: Fighter Search. If within 5 of the person being protected, you may
?s%dgglg?r d) Search: 4 ranks. Good Save: Wis: Innuendo, choose to become the target of the attack before it is
(s&Fe)+ Sense Motive: 4 ranks. Ref, Fort. :;/:St_eni Spot, Sense .y rolled. » o _ i
t 4 ranks. S otives 2™ You may make an attack o opportunity vs. any adjacent
I\S/Ip'z L IrangnS — Weiﬁpa’?;ple, melee attacker of the person being protected.
inLvl: , , :

Rgr5, CIr6, Drd6, Brd7, Armor: All

Mnk7, Rog7, Sorl10, Wiz10. ClassLvs 10

Diabolist Alignment: LE. HD: d4 Int: Know (arcana), 1% +1 Caster Level.

(made a deal Base Will Save: +5. Skill Points: 2 Know (the planes), Once per day, the caster may choose a spell that effects a
¥Vlth adevil BIUFf: 3 ranks. Attack: Wizard | Scry. Spellcraft. target or an area & add the [evil] descriptor to is &
or power, AT . Wis: Spot. have it do +1d6 Unholy damage to any good creature
whichincludes | ntimidate: 3 ranks. Good _Save. ) in the area of effect

' . Will. Con: Concentrate. .
adding unholy | Know (the planes): 8 ranks. nd.

; - Cha: Bluff 2" +1 Caster Level.

damage to Feats: Evil Brand, Corrupt Weap: ‘ ' ) .
spells) Spell Armor: — Diplomacy, Gain an Imp familiar. If the caster already has a
(BovD p56) Ablet;) cast Shriveling Class Lvs 10 Intimidate. familiar, the Imp eatsiit.
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ClIr9, Drd9, Ftr9, Mnk9,
Rgr9, Sor9, Wiz9.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Disciple of Alignment: LE, NE. HD: d6 Dex: Hide. 1% +1 Caster Level.
Asmodeus Bluff: 4 ranks. Skill Points: 4 | Int: Decipher Script, Charm Person, at Caster level, 1/day.
(servant of the Diplomacy: 5 ranks. Attack: Rogue Know (any), Scry, +10 Competency bonus to Gather Information check,
Archdevil who Sense Mofive: i Search, Spellcraft. usable 1/week
specidizesin se Motive: 4 ranks. Good Save: Wis | 3 .y :
learning Feats: Disciple of Darkness, Will. Llisa'mnrg;]nseoy 2": Command, at Caster level, 1/day.
secrets and Evil Brand, Leadership. Weap: — Motivé Spot
domineering Undergo theinitiation ritual. | Armor: — o |
people) ) i ] Con: Concentrate.
(BovD p57) Min Lvl: Brds6, CIr6, Drd6, ClassLvs: 10 Cha BIuff
Mnk6, Rog6, Bbn7, Ftr7, Diol ' Gath
Rgr7, Sor7, Wiz7. Ipiomacy, ather
Info.
Disciple of Alignment: LE, NE, CE. HD: dé Str: Climb, Jump. 1%: Add Intelligence bonus to all Bluff checks.
Baal zebul Bluff: 10 ranks. Skill Points: 6 | Dex: Balance, 2™: +1d6 Snesk Attack.
(servant of the | iy yacy- 4 ranks. Attack: Rogue Disable Device,
Archdevil who Gather Info. . Escape Artist, Hide,
ializesin er Info.: 4 ranks. Good Save: .
Speci o Ref. Will Move Silently,
lying & Feats: Disciple of Darkness. o YL Open Lock, Pick
ambush) Undergo the initiation ritual. | Weap: Simple, Pocket, Ride.
(BovD pSe) Min Lvl: Brd7, Rog7, Ma.rtlal_ Int: Appraise,
Bbni7, Clr17, Drd17, Ftri7, | Armor: Light Decipher Script,
Mnk17, Rgrl7, Sorl7, ClassLvs: 10 Know (religion),
Wiz17. Search.
Wis: Innuendo,
Listen, Profession,
Sense Motive, Spot.
Cha Diplomacy,
Disguise, Gather
Info., Intimidate,
Use Magica
Device.
Disciple of Alignment: LE, NE, CE. HD: d10 Str: Climb, Jump. 1%: Can find traps as a Rogue.
Dispater Base Attack Bonus: +6. Skill Points: 4 | Dex: Balance, +2 Competence bonus on Disable Device where the
(servantofthe | o pigs pleof Darkness, | Attack: Fighter | Disable Device, device is mostly metal
;g:gﬁ;!sv:l: © | Expertise, Power Attack. Good Save: All. '\EAscap%,_’-l\rtislt, Hide, | 2™:+3 Divine bonus to damage for 1 round, usable
PR ove Silently, Ut ;
War & metal) Undergo the initiation ritual. Weap: Simple, Ride y Constitution bonus times per day.
(BoVD p&0) Min Lvl: Bbn6, Ftr6, Rgr6, Martial nt K dici
Brdg, CIr8, Drd8, Mnk8, Armor: Al o (religion),
Rog8, Sor12, Wizl2. ClassLvs 10 earch.
Wis: Innuendo,
Listen, Profession,
Spot.
Cha: Disguise,
Intimidate.
Disciple of Alignment: LE, NE, CE. HD: d6 Dex: Balance, 1%: +2 Competence bonus on Bluff checks.
Mammon Base Attack Bonus: +4. Skill Points: 4 Disable Device, Gain a Spell Resistance of 11 + Class level against spells
(servantof the | A hosicer 6 ranks. Attack: Fighter | ESCapeArtist, Hide, that reveal falsehood, even when spell resistance is
Archdevil who ) ) Move Silently, not normally allowed (such as with Discern Lies).
specializesin | OpenLock: 4 ranks Good e Open Lock, Pick 2": Cheat @ 15" level, usable Class level times per d
lies & theft) Pick Pocket: 4 ranks. Ref, W'“- Pocket. ’ ' per day.
(BoVD p50) Feats: Disciple of Darkness. | Weap: Simple, | o Apnraise
Undergo the initiation ritual. Martial Forgery, Know
Min Lvi: Brd6, Rog6, Bbng, | Armor — (any), Search.
ClassLvs: 10 Wis: Innuendo,

Listen, Profession,
Spot.

Cha: Disguise,
Intimidate.

Prestige Classes

Page 19




Dungeons & Dragons 3¢ Edition Index — Prestige Classes

March 15, 2003

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Disciple of Alignment: LE, NE, CE. HD: d8 Str: Climb, Jump. 1% +1d6 fire damage on unarmed attacks.
Mephistopheles | Bage Attack Bonus: +6. Skill Points: 4 | Dex: Balance, Any spell with the [fire] descriptor is cast at +1 level.
(servantof the | royo pisciple of Darkness, | Attack: Fighter | Disable Device, 2": Gain ‘Resist Fire 10'.
Archglgvll who | Evil Brand. Good Save: All Escape Artist, Hide,
specidizesin S T Move Silently,
fire Undergo the nitiation ritudl. | weap: Simple, | d\é. y
(BoVD p62) Min Lvl: Bbn6, Ftr6, Rgr6, Martial Int: K dici
Brd8, CIr8, Drds, Mnk8, Armor: All v ”S‘;War(rh igion),
Rog8, Sorl2, Wiz12. ClassLvs 10 Cry, Search.
v Wis: Innuendo,
Listen, Profession,
Spot.
Cha Disguise,
Intimidate.
Divine Agent Base Attack Bonus: +4. HD: d8 Int: Craft, 1%: Gain a Clerical Domain offered by your patron.
(direct Know (religion): 7 ranks. Skill Points: 4 Know (religion), 2" +1 Caster Level.
spok_eﬂnan for Able to cast 2™ level Divine Attack: Rogue Search, Spellcraft. Y our patron can contact you via dreams, visions, or
adaity, who Spells. Good Save: Wis: Heal, Spot, however elseit desires.
eventually 000 SAVE: Profession, Sense
becomes an Must have acted as an agent Will. . '
: Motive.
‘ : der’ of the deity on atask. Weap: Simpl
Outsider’) : €ap: Simple Con: Concentrate.
(MotP p24) Min Lvl: Clr6, P8, Rgrll. Armor: All C )
) Cha Diplomacy,
ClassLvs: 10 Disguise, Gather
Info., Intimidate,
Use Magic Device.
Divine Know (religion): 3 ranks. HD: d10 Str: Climb, Jump, 1%: Lay on Hands — Heal yourself or another follower of
Champion Feats W i ints: Swim. our deity by Class Level + Charisma bonus HP.
‘eapon Focus Skill Points: 2 y y by
(a.combatant (deity’s favored weapon). Attack: Fighter | Dex: Ride. 2": Gain a Fighter Feat.
who fightsIn | Must dedicated himself to be | Good Save: Int: Craft, +1 on all savess. Divine Spells and spell-like &
de?t;?me ora achampion for the deity. Fort, Ref. Know (religion). supernatural abilities from Outsiders.
(DR280 p31) Min Lvl: Pall, Brd2, Bbn3, Weap: Simple, Wis: Spot.
(FRp42) Clr3, Ftr3, Mnk3, Rgr3, Martial Cha: Handle
Rog3, Sor3, Wiz3. Armor: Light, Animal.
Medium,
Shields
ClassLvs: 5
Divine Disciple | Diplomacy: 5 ranks. HD: d8 Int: Craft, 1% +1 Divine Caster Level.
(apriestwho | Know (religion): 8 ranks. Skill Points: 2 Know(arcana), Gain access to a third Clerical Domain of your deity.
represent th - - Wi Know (religion), - ; _ f ;
hisiher deity) Ablele Ito cast 4" level Divine Attack: Wizard Know(nature), Scry, DIVIqi Emlscs)arg/_dyou_(t:ﬁ_n tgloe’p{ahtztlcally commugl_cate
(FRp43) spells. Good Save: Spellcraft wi Szra]ny utsi Z_W| in ; serves your deity
Dedicated to a patron deity. Fort, Will. . ' -0r- snares your alignment.
) Wis: Hedl, nd. i
Min Lvl: Clr7, Pal14, Rgri4. | Wesp: — Profession. 2" +1 Divine Caster Level _
Armor: — Wilderness Lore. +1 on all saves vs. Divine Spells and spell-like &
ClassLvs 5 Con: Concentrate. supernatural abilities from Outsiders.
Cha: Diplomacy.
Divine Oracle Scry: 10 ranks. HD: dé Int: Craft, 1% +1 Caster Level.
(aspecidistin | Fear: Skill Focus (Scry). Skill Points: 2 | Know (religion), Gain the Divination Prestige Domain.
%\é:p'a)\égc))n) Min Lvl: Brd7, Clr7, Drd?, Attack: Wizard S.cry, Spellcraft. +2 Sacred bonus to scrying.
Sor7, Wiz Good Save: Wis Hed, 2": +1 Caster Level.
. Profession. .
will Con: Concentrat Evasion - no damage on a successful Reflex save. Can
Weap: Simple on: o_nc_en rae. be used no matter what armor is being worn.
Armor: — Cha: Intimidate.
ClassLvs: 10
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Divine Seeker Hide: 10 ranks. HD: d6 Str: Climb, Jump. 1% Sanctuary, usable once per day.
Sa person who | Know (religion): 3 ranks. Skill Points. 6 Dex: Tumble, +4 bonus on all Search and Disable Device checks to
r?_qugff;S Move Silently: 8 ranks Attack: Rogue Disable Device, locate, disable, or bypass magical glyphs, runes &
things’ for a ' ) : 1
at 9 deit Spot: 5 ranks. Good Save: MoveSHentIy_, symbols.
patron deity) : . Ref Open Lock, Pick 2": Snesk Attack +1d6
(FRpa4) Dedicated to a patron deity. : Pocket, Use Rope. ) T )
MinLvl: Brd7, Mnk7, Rgr7, | Weap: Simple | | "0 b oo +1onal savesys. Divine Spells and spell-like &
Rog7, CIrl7, Ftrl7, Pa17, | Armor: Light Script, Know supernatural goilities from Outsiders.
Sorl7, Wizl7. ClassLvs 5 (religion), Search.
Wis: Intuit
Direction, Listen,
Profession, Spot.
Cha Bluff,
Diplomacy.

Doomdreamer Patron Deity: Tharizdun. HD: d8 Int: Alchemy, Know | 1%: Gain asingle ‘secret’, which can be chosen from the
(specialty Know (arcana): 9 ranks. Skill Points: 2 (religion), Scry, following list if your Class Level + Intelligence bonus
priests of the Know (religion): 9 ranks. Attack: Rogue Spellcraft. is greater than or equal to the ‘rank’

Deity of ) ) i ocsi
Mad);less & the | Feats: Spell Focus Good Save: Wis: Profession. Rank  Secret
Void) (Necromancy). will Con: Concentrate. 1 Lesser Planar Ally summons a 10 HD demon.
(T&B ps5) Ableto cast 3 of the Weap: — Cha Intimidate. 2 +3 hp.
following spells: Random Armor: — 3 +2 to your Insanity score.
Action, Tharizdun’s Touch, | ~osivs 5 4 +1 Caster Level when casting Evil spells.
Rage, _Confus on, Bolts of 5 +1 DC on desath effects.
Bedevilment, Phantasmal . .
Killer, Insanity, Tharizdun's 6 Double your effective turning level when
Maddeni ng Seream. Weird rebuking / commanding undead.
Mage Armor, Magic Missile, 7 Any Planar Ally spell can be cast without
Blast of Force, Otiluke's payment, usable once per week.
Resilient Sphere, Wall of 2" As astandard action, tell a subject his “dark secret”,
Force, Repulsion, requiring him to make a Will save vs. DC 15 + Class
Forcecage, Otiluke's Level. If the target fails, heis stunned for 1d3 rounds.
Telekinetic Sphere, Usable once per day.
Annihilation.
Must have been visited by
Tharizdun in a dream.
Min Lvl: CIr6, Wiz7, Sorl5,
Brd16.
Doomguide Patron: Kelemvor. HD: dé Int: Alchemy, Know | 1%: +1 Caster Level.
(specialty Alignment: LN. Skill Points; 2 (religion), Scry, Add your Class level to your Cleric level for purposes of
priestsof The | ryi) ymagy: 5 ranks. Attack: Rogue | Srelloraft Turning Undead.
gjge%e ththe Know (the planes): 5 ranks, Good Save: Wis: Profession. As a Standard Action, you may touch the corpse of a
» Who are f Fort. Will Con: Concentrate. creature of 4HD or less. This body cannot be turned
enemies of Feats: Extra Turning, Great ) o int dead. Usable Class Level ti d
undead) Fortitude. Weap: — Cha: Intimidate. y Into an un - e Class Level times per day.
(F&P p186) Able to cast Speak with Dead | Armor: — 25+l Castq Level. ) )
as a Divine spell. ClassLvs 5 When using Speak with Dead, you may ask one question
Must be proficient with per level (instead of the usual one question per 2
Bastard Swords. levels).
Must have helped destroy a
5HD+ undead.
Min Lvl: CIr7.
Dragon Race: Any non-dragon / half- | HD: Dex: Escape Artist. 1%: Add 1 spell slot to any level you can cast. Once chosen,
Disciple dragon. lvs1-3 —d6 | Int: Alchemy, Craft, it cannot be changed.
(become more | Know (arcana): 8 ranks. Vs 4-6 —d8 Know (any), Scry, +1 Natural Armor.
?r?g dr?orsr:lgfe Able to cast |mpromptu Ivs7-10—d10 | Seellcraft, Search. 2™: Add 1 more spell slot to any level you can cast.
dag Arcane spells. Skill Points: 2 Wis: Listen, +2 Strength.
your dreams . ) ) Profession., Spot : ; i
(natural armor, | Min Lvl: Brd5, Sors. Attack: Rogue " : Gain abite attack (1d4 for Small, 1d6 for Medium, 1d8
claw & bite Good Save: Con: Concentrate. for Large) & aclaw attack (1d3 for Small,
attacks, breath Fort ' Cha: Diplomacy, 104 for Medium, 1d6 for Large).
weapon: Gather Info.
apons, Weap: —
wings, etc.) - Speak Language.
until finally Armor: —
becoming a ClassLvs: 10
Half-Dragon)
(T&B ps5)
(DR289 p119)+
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Clerics must have access to
the Hatred -or- Tyranny
Domains.

Must have a Cohort of at least
6" level.

Min Lvl: CIr7, Rgrll.

Diplomacy, Gather
Info., Intimidate.

Speak Language.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Dragon Mystic [ Race: Dragon. HD: d12 Int: Alchemy, 1% +1 Caster Level.
(dragonswho | Must be able to cast 3¢ level Skill Points: 2 Know (any), Scry, When you cast a spell that causes damage and has a
specializein Arcane spells. Attack: Wizard | Spellcraft. saving throw, it does +1d6 per Class Level if the
thimaglca“y Must consume 5,000 gp of Good Save: Wis: Sense Motive. target failsits save. The damage is of the same type
?ei?ﬁga?h diamonds. Will Con: Concentrate. ; as your breath weapon.
Weapon & Min Lvl: n/a Weap: — Cha: Diplomacy, 2% +1 Caster Level.
spells) Armor: — Intimidate, Use +1 Charisma.
(DR296 p43) Class |;VSZ 5 Magic Device.
Dragon Scribe | Diplomacy: 7 ranks. HD: d4 Int: Alchemy, 1% +1 Caster Level.
(specializing Know (arcana): 13 ranks. Skill Points; 2 Decipher Script, Make a Dragon Lore check (Class Level + Bard Level +
in dragon lore, | oy Spell Penetration, Iron | Attack: Wizard | Know (@), Sary, Intelligence Modifier) to know things about dragons.
gossip, etc., Will. Good Save: Spellcreft. Sample DC's: 10 —identify dragon type & age from a
eventually cak D " T Wis. Sense Motive. rough description; 20 — identify dragon’s name, age &
learning to Sp raconic. ’ Wi Con: Concentrate history after an encounter; 30 — location adragon’s
summon & Must be able to cast 2™ level | Weap: — : . ; L '
bind them) spells from the Abjuration, Armor: — Cha: Gather Info, o, Igr from mle:umal clues.
(DR296 p29) Conjuration, & Divination ClassLvs 10 Use Magic Device. - +1 Caster Level.
schools. asLvs +2 on Caster check to overcome the Spell Resistance of
Min Lvi: Brd10, Sorll, any Dragon. _
Wiz11. +2 to your spell’s DC’'s when targeting a Dragon.
Dragon Warrior [ Alignment: NG, N, NE. HD: d10 Str: Climb, Jump, 1%: Add your Wisdom modifier to your hit points (just like it
(half-way Base Attack Bonus: +6. skill Points, 2 Swim. was Constitution) for al Dragon Warrior levels.
Eet\évegn a Concentrate: 3 ranks. Attack: Fighter | Dex: Ride. Wearing any armor suppresses class abilities.
(:rve?\{:ialnly Know (religion): 3 ranks. Good Save: Int: Know (religion). | 2™ Gain a Deflection bonus to your AC equal to your
ga ning Rage) Feats: Iron W|||‘ Toughn%’ Fort, Will Con: Concentrate. Wisdom modifier.
& amonk) Weapon Focus (greatsword) Weap: — Cha: Intimidate.
(DR298 p104) Min Lvl: Bbn6, Ftr6, Rgré, Armor: —
Brd9, CIr9, Rog9, Sorl12, ClassLvs 10
Wiz12.
Dragonkith Base Attack Bonus: +6. HD: d8 Int: Craft, 1% +1 Natural Armor.
(acompanion | Know (arcana): 4 ranks. Skill Points: 4 Know (any), Search. | 2": A designated attack does +1d6 damage if it hits. Usable
I/(\:h?)g?)?n(/)ln Feats: Alertness, Endurance. | Attack: Fighter | Wis: Listen, once per day.
gains scal é Must speak Draconic. Good Save: P“?f on, Spot.
resistance to Must be chosen by a dragon Fort Cga.l Bluff,
its breath of the same alignment. Weap: — Ipiomacy,
. Intimidate.
weapon, & Min Lvl: Bbn6, Ftré, Pal6, Armor: —
telepathy with Rgr6, Brd8, CIr8, Drd8, ClassLvs: 10
it) Mnk8, Rog8, Sorl12, Wiz12.
(DR284 p68)
Dreadmaster Patron: Bane HD: d8 Dex: Ride. 1%: +1 Caster Level.
(specialty Alignment: LE. Skill Points: 2 | Int: Craft, Immune to Fear effects.
pDraIa?So?f the Base Attack Bonus: +4. Attack: Rogue Know(arcana, Enemies within 20’ are at —4 morale penalty to saving
Tyra);lny) Intimidate: 5 ranks. Good Save: E_eograp?yéal throws vs. Fear.
(F&Pp188) Sense Motive: 4 ranks. Fort, Will Istory, local, 2": +1 Caster Level.
(DR2AT pEd) : _ Weao: Simol nobility, religion), 20 < b t0 Sense Moti
Feats. Leadership, eap: Simple Scry, Spellcraft. ircumstance bonus to Sense Motive.
Skill Focus (Intimidate), Armor: All Wis Profession +2 Circumstance bonus to Gather Information.
Skill Focus(Ednchantment) ClassLvs 10 Sense Motive.
Ablg Ito cast 3" level Divine Con: Concentrate.
ers Cha BIUff,
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Dread Pirate Alignment: NG, CG, N, CN, | HD: ds Str: Climb, Jump, 1%: When wearing Medium armor or less, you may fight
(ship's NE, CE. skill Points. 6 Swim. with 2 weapons as if you had Ambidexterity & Two-
captain) Base Attack Bonus: +4. Attack: Fighter | Dex: Balance, Pick Weapon Fighting.

(S&Sp5) : i . Pockets, Tumble, 2" When recognized, you gain a +2 Circumstance bonus on

Feats: Quick Draw, Weapon Good Save: 1 ' (
Finesse (any). Ref Use Rope. Diplomacy checks, if you are an “honorable pirate”,
o o Int: Appraise, Craft, or +2 Circumstance bonus on Intimidate checks, if
Appralge. 8 rf_;\nks. Weap: Simple, Searcﬁp you are a “blood-thirsty pirate”.
Profession (sailor): 8ranks. Martial. ) ’
Swim: 5 ranks. Armor: Light, Wis. ) Inn_uen(_jo,
) Medium Intuit Direction,
Use Rope: 5 ranks. lum. Listen. Profession
Acquire ashipworth at least | ClassLvs: 10 Sense Motive, Spot.
10,000 gp. Cha BIuff, Gather
Min Lvl: Brd6, Rog6, Information,
Bbn13, CIrl3, Drd13, Firl3, Intimidate.
Rgr13, Sorl3, Wiz13.
Drunken Base Attack Bonus: +4. HD: d8 Str: Climb, Jump, 1% 50’ move.
M_aster ) Feats: Great Fortitude, Skill Points: 4 Swim. Unarmed damage: 1d8.
(f|rr‘_.;htsdas 'L/ Dodge. Attack: Fighter | Dex: Balance, Each ‘drink’ of alcohol reduces your Dexterity, Wisdom,
g&ir:n 4;un ) Tumble: 6 ranks. Good Save: Escape Artist, Hide, & Intelligence by 1, but increases either your Strength
(S&Fe)+ Have the Evasion ability. Ref, Fort. ¥OVEISImtIy, —or— Constitution by 1 (Reflex saves, Tumble checks,
umble.
Survive theinitiation with the | Weap: Bottles Int: Craft g‘ AC bonulsefgefnottﬁff?ctﬁtd by the stat changes).
other masters. & Tankards. n_. r_ : . _onus?s on y’ or thetight. )
Min Lvl: Mnks, Rogb. Armor: — Wis: Ll_sten, 2 .Dunng a charge , you no longer hav_e tomoveina
ClassLvs. 10 Profession. straight line & can Tumble to avoid attacks of
Cha: BIuff, Perform. opportunity.

Duelist Base Attack Bonus: +6. HD: d10 Str: Jump. 1% Add Intelligence bonus to AC when not wearing armor
(armorless, Feats. Dodge, Mohility, Skill Points: 4 | Dex: Balance, & not flat-footed.
nimble Ambidexterity. Attack: Fighter | EscapeArtist, 2" Add +1d6 damage when using a one-handed piercing
5\’\}’1ashbtUC|_<|:j Perform: 3 ranks. Good Save: Ref | Tumble. weapon against a target susceptible to criticals.
who istran . ) Wis Innuendo No off-hand attack is allowed.

; Tumble: 5 ranks. Wean: Simpl - )
in one-handed egp: SIMplé, Listen, Spot, Sense
piercing Proficient with Rapier. Martia Motivé '

weapons) Min Lvl: Ftr6, Bbn7, Pal7, Armor: — Chat Bl 'ff Part
Eggr?slg?f) Rgr7, Brdg, Rogs, CIr9, ClassLvs: 10 & BT, Ferorm.

P Mnk9, Sor12, Wiz12.

Dungeon Feats. Alertness, Blind-Fight. | HD: d6 Str: Climb, Jump, 1%: +2 Insight bonus on Reflex saves vs. traps.
Delver Climb: 10 ranks. Skill Points: 8 Swim. +2 Dodge bonus to AC vs. traps.

(specialistin | oot (tonemasonry): 5rank | Attack: Rogue | Dex: Balance, Hide, +4 Insight bonus on Spot checks to avoid being
underground ; . . Move Silently, ambushed

tunnels & Disable Device: 10 ranks. Good Save: Open Lock -

Hide: 5 rank: Fort, Ref P ' 2" Gain Blindsight in a 20’ radius for 10 minutes. Standard
traps) I0€: S ranks. : Tumble, Use Rope. : :
(s&:Sp7) Move Silently: 5 ranks. Weap: Simple, . - action to activate.

Martial Int: C_:raft, Disable

Open Locks: 10 ranks. iah Device,

Search: 5 ranks. é‘lrmorl; L.|gl(t) Wis: Intuit

Must either adventure alone asLvs Direction, Listen,

in a dungeon, survive a Spot.

cave-in, or live underground Cha: Use Magic
for ayear. Device.
Min Lvl: Rog7, Bbnl7,

Brdl17, Cir17, Drd17, Ftrl7,

Mnk17, Pal17, Rgrl7,

Sorl7, Wiz17.

Dwarven Alignment: LG, LN, LE. HD: d12 Int: Craft. 1% Defensive Stance — Once per day, you can choose to
Defender Race: Dwarf. Skill Points: 2 | Wis: Listen, Sense defend an unmoving location. You gain +2 Str, +4
(a dwarf who - - Motive, Spot. Con, +2 Resistance bonus to all saves, & +4 Dodge
specializesin Base .Attack Bonus: +7. Attack: Fi ghter bonusto AC. The Defensive Stance lasts for 3 + new
beingaliving | Féas Dodge, Endurance, Good Save: Constitution bonus rounds. Afterwards, you are at —2
wall) Toughneﬁ. Fort, _W'” Str for the rest of the encounter.
ggmg;ﬁa MinLwvi: Fir7, Pal7, Rgr7, Weap: Simple, 2": Retains Dex bonus to AC even if caught flat-footed or

CIr10, Drd10, Mnk10, Martial attacked by someone invisible.
Rog10, Sorl4, Wiz14. Armor: All
ClassLvs: 10
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Min Lvl: Brd5, Sor5, Wiz5.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Dwarven Thane | Race: Dwarf. HD: d10 Str: Climb, Jump, 1%: When fighting with two weapons, you gain your full
(a dwarf who Base Attack Bonus: +6. skill Points, 2 Swim Strength modifier in damage on the off-hand weapon.
ts\ri’iw;;ri]” Know (religion): 5 ranks. Attack: Fighter | Int: Know (religion). | 2™ You may make attempt a Stunning Attack with a thrown
frohting & Feats: Ambidexterity, Good Save: Cha Intimidate. weapon your Class level times per day. This attac_k
Ighting ¢ Two-Weapon Fighting Fort must be declared before the weapon is thrown. If it
overcoming Weapon Focus (any ax’e) i hits, the target must make a Fortitude save vs. DC (10
OEpon;nts tl”]y Weapon Focus (any ' Weap: — + Y Class level + your Wisdom modifier). If not
channeling the Armor: Light, successful, the target is Stunned for 1 round.
power of the hammer), Power Attack. Medium,
earth) Devote follower of adwarven Heavy
(DR299 p104) deity or earth spirit. ClassLvs 5
Min Lvl: Ftr7, Rgr7, Bbnl2,
Pal12, Mnk15, Brd18, Cir18,
Rog18, Sor18, Wiz18.
Dweomer Patron: Mystra. HD: d4 Int: Alchemy, Craft, 1% +1 Caster Level.
Keeper Race: Human. Skill Points: 2 Know (any), Scry, +5 bonus to Caster check in Wild Magic areas.
(SPg"""Pt’h Know (arcana): 8 ranks. Attack: Wizard S.pellcraft. Gain one of the following feats for which you qualify:
D ot | Spelloraft: 8 ranks Good Save: Wis Hed, any item creation, any metamagic, Combat Casting,
Me' N Feets an item creation feat will Profession. Innate Spell, Greater Spell Focus, Greater Spell
agic) v e - . Con: Concentrate. Penetration, Improved Familiar, Magical Artisan,
(F&P p189) any metamagic feat, Exotic Weap: — ’ )
Weapon Proficiency ) Cha Diplomacy. Skill Focus (Know (arcanad)), Skill Focus (Spellcraft),
' Armor: — Spell Focus, Spell Mastery, Spell Penetration,
(Shuriken), one of the ClassLvs 10 .
following feats: Delay Weapon Focus (ray), Weapon Focus (energy missile),
Spell, Persistent Spell, Twin or Weapon Focus (touch attack). .
Spel. Can never take Feat: Shadow Weave Magic.
Ableto cast 2™ level Arcane 2™ +1 Caster Level.
spells & 2™ level Divine Gain Darkvision 60'.
spells. Cast Nystul’s Magical Aura, 1/day.
Able to cast Dispel Magic.
Must have either the Magic or
Spell Domain.
Must create a magic item.
Must not have Feat: Shadow
Weave Magic.
Min Lvl: Wiz3/ ClIr3.
Elder Druid Alignment: LG, NG, CG, HD: d4 Int: Alchemy, 1% +1 Caster Level.
(mystic peace- | LN, N, CN. Skill Points, 4 Appraise, Craft, Comprehend Languages(PH p1s6), at will.
keepers from Know (arcand): 10 ranks. Attack: Wizard | Know (any), Search, Tongues(PH p265), at will.
the Shannara hi . K Scry, Spellcraft. . )
books) Know (history): 5 ranks. Good Save: Uncanny Dodge — Retains Dex bonus to AC even if
(DR286 p40) Feats: Skill Focus (Know Will caught flat-footed or attacked by someone invisible.
(history)). Weap: Simple 2" +1 Caster Level.
Ableto cast spells. Armor: — Druid Fire — A half-circle of white flames is generated
Must be accepted and trained | ClassLvs 10 from your hand. Itsrangeis40’ & can effect ethereal
by another Elder Druid. & incorporeal creatures. It does (1d6 per Class Level)
Must forsake all other + Wis bonus damage. Reflex save vs. DC 20 + Class
loyalties, including countries Level for half damage & it automatically overcomes
& deities (clerics will loose Spell Resistance. Usable once per day for each two
spells & be unable to gain Class Levels.
levels).
Min Lvl: Brd?, CIr7, Drd7,
Sor7, Wiz7, Rgrl7.
Eldritch Master [ Know (arcana): 8 ranks. HD: d4 Int: Alchemy, Know | 1%: Detect Magic(PH p193) at your Class Level. Usable at
(arcene casters | gpeflcraft: 6 ranks. Skill Points: 4 (any), Craft, Scry, will.
\évrggdgtﬂl ?)fa D|p|oma:y 2 ranks. Attack: Wizard Spdlcraft Add your Eldrltch Master level tO _yOUr Arcane_
Knowled Intimidation: 2 ranks. Good Save: Wis: Ll_sten, spel_lcastl ng levels for determining the effective
nowledge Must be able to cast A Will Profession, Sense casting level of arcane spells.
frt%m an d s;ellse eto reane Weap: — Motive, Spot. Impromptu Arcane casters (i.e., Sorcerers & Bards)
gou?::\g)or y Must h o t with A N Con: Concentrate. know 3 more 1% level spells.
(DR280 p88) al; othae\rl\(/aV(r)r:I dl?/inp?t:y w rmor: - Cha Diplomacy, 2": Gain a 0" level spell that you can cast once per day. The
: ClassLvs: 10 Intimidate. specific spell must be set when this level is gained.

Impromptu Arcane casters know 2 more 1% level & 2
more 2" |evel spells.
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2" +1 Caster Level.

Gain a +2 Competence bonus on attack rolls against
creatures with an *Air’ sub-type & do +2d6 damage.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Elemental Patron: Akadi. HD: d8 Str: Swim. 1% +1 Caster Level.
Archon of Air | Ajignment: NG, LN, N, CN, | Skill Points: 2 | Int: Know (nature), Gain up to 3 Mephit as toadying ‘squires . If oneis
(specialty NE. Attack: Rogue | Know (theplanes), dain, anew Mephit can be summoned the next day.
pDrl_etst oI r_e Know (nature): 8 ranks. Good Save: Scry, Spellcraft. You may have any co_mbi nation of Air Mephits Dust
Wﬁoy AL Ableto cast Protection from Fort, Will Wis: Heal, Intuit Mepu!tst;ﬁéc:lce Mephlrt]s. Asyou go upin level, your
o irecti ephits become tougher.
eventually Flements s Divine spell Weap: - \?\;lrlidcetlrﬁ; Lore. Bonus Natural Bonus
becomes an Able to speak Auran. Armor: — Con: © : v HD A S Mi
‘Elemental’) | MinLvl: Drd5, Rgré, CIr13. | glassLvs 10 | —O concentrate. L HD  Amor r Misc _
(F&P p190) Cha: Animal 1-2 — — — 1 miletelepathic speech,
Empathy, Handle gains master’s base saves,
Animals. Improved Evasion.

35 +2d8 +2 +1 +1 Morale bonusto
master’s attacks, damage,
saves, & checks. Usable
1/day for 1 round per HD.

6-8 +4d8 +4 +2 20 mile telepathic speech.

9-10 +6d8 +6 +3 Damage from akilling
blow is automatically
transferred to a Mephit

2" +1 Caster Level.
Gain a +2 Competence bonus on attack rolls against
creatures with an ‘Earth’ sub-type & do +2d6 damage.
Elemental Patron: Grumbar. HD: d8 Str: Swim. 1%: +1 Caster Level.
ignment: , LN, N, CN, i ints: nt: Know (nature), ain up to ephit as toadying ‘squires’. If oneis
Archon of Ali NG, LN, N, CN, | Skill Points 2 | Int: Know (nature) Ga 3 Mephit as toadying ‘squires . If onei
Earth. NE. Attack: Rogue Know (the planes), slain, a new Mephit can be summoned the next day.
(Sl_JeCIalftyh Know (nature): 8 ranks. Good Save: Scry, Spellcraft. You may have any combination of Earth Mephits &
priest of the Able to cast Protection from Fort. Will Wis Heal, Intuit Salt Mephits. Asyou go up in level, your Mephits
Deity of Earth, Eloment Divine soll ' Direction become tougher.
who sesabinesel. | Weap: - Wilderness Lore Bonus Natural Bonus
eventually Able to speak Terran. Armor: — _ : )
becomesan | MinLvl: Drd5, Rr8, CIr13. | cassLys 10 | <O coneentrate. Lvl HD  Armor S Misc _
‘Elemental’) Cha: Animal 12 — — — 1 miletelepathic speech,
(F&P p190) Empathy, Handle gains master’s base saves,
Animals. Improved Evasion.

35 +2d8 +2 +1 +1Morae bonusto
master’s attacks, damage,
saves, & checks. Usable
1/day for 1 round per HD.

6-8 +4d8 +4 +2 20 mile telepathic speech.

9-10 +6d8 +6 +3  Damage from akilling

blow is automatically
transferred to a Mephit
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following Clerical Domains:
Air, Earth, Fire, Water.
Must have made peaceful
contact with an appropriate
elemental outsider.

Min Lvl: Wiz5, Sor6, Brd?7,
Clr13, Drd13.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Elemental | Patron: Kossuth. HD: d8 Str: Swim. 1%: +1 Caster Level.
Archon of Fire | Ajignment: NG, LN, N, CN, | Skill Points: 2 | Int: Know (nature), Gain up to 3 Mephit as toadying ‘squires’. If oneis
(specialty NE. Attack: Rogue | Know (theplanes), dain, anew Mephit can be summoned the next day.
pDr(I;St gI tl?i(ree Know (nature): 8 ranks. Good Save: Scry, Spellcraft. You may have any combination of Fire Mephits,
whoy " | Ableto cast Protection from Fort, Will Wis: Hel, Intuit ll\/lagma Meﬁﬂhlti_fa Steam l\/iephlr:s Asyougoupin
eventuall Elements as a Divine spell. Weap: — Direction, evel, your Mepnits become tougner.
y Abl Wilderness Lore. Bonus Natural Bonus
becomes an e to spesk Ignan. Armor: — Con: © | o .
‘Elementa’) | MinLvl: Drd5, Rgi8, CIri3. | classivs 10 | COF concenvrate Lv HD  Armor Str Misc
(F&P p190) Cha: Animal 1-2 — — — 1 miletelepathic speech,
Empathy, Handle gains master’s base saves,
Animals. Improved Evasion.

35 +2d8 +2 +1 +1 Morale bonusto
master’s attacks, damage,
saves, & checks. Usable
1/day for 1 round per HD.

6-8 +4d8 +4 +2 20 mile telepathic speech.

9-10 +6d8 +6 +3 Damage from akilling
blow is automatically
transferred to a Mephit

2" +1 Caster Level.
Gain a +2 Competence bonus on attack rolls against
creatures with a‘Water’ sub-type & do +2d6 damage.
Elemental Patron: Istishia HD: d8 Str: Swim. 1%: +1 Caster Level.
Archon of Alignment: NG, LN, N, CN, | Skill Points: 2 | Int: Know (nature), Gain up to 3 Mephit as toadying ‘squires . If oneis
Watq NE. Attack: Rogue Know (the planes), slain, a new Mephit can be summoned the next day.
(Sr?glzlft)t/he Know (nature): 8 ranks. Good Save: Scry, Spellcraft. You may have any combination of Water Mephits &
pDeity of Able to cast Protection from Fort, Will Wis: Heal, Intuit bOoze M?ph'tﬁ Asyou go up inlevel, your Mephits
Water. who Elements as a Divine spell. Wesp: — Direction, ecome tougner.
! Wilderness Lore. Bonus Natural Bonus
eventually Able to speak Aquan. Armor: — Con: © | - )
becomesan | MinLvl: Drd5, Rgi8, CIri3. | classlvs 10 | COF concenvrate Lv HD  Armor Str Misc
‘Elemental’) Cha: Animal 12 — — — 1 miletelepathic speech,
(F&P p190) Empathy, Handle gains master’s base saves,
Animals. Improved Evasion.

35 +2d8 +2 +1 +1Morae bonusto
master’s attacks, damage,
saves, & checks. Usable
1/day for 1 round per HD.

6-8 +4d8 +4 +2 20 mile telepathic speech.

9-10 +6d8 +6 +3 Damage from akilling
blow is automatically
transferred to a Mephit

2" +1 Caster Level.
Gain a +2 Competence bonus on attack rolls against
creatures with a‘Fire’ sub-type & do +2d6 damage.
Elemental Know (arcana): 8 ranks. HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
Savant Know (the planes): 8 ranks Skill Points: 2 Know (any), Scry, Immune to magical sleep effects.
@;ﬁﬂe{ who Feat: Energy Substitution Attack: Wizard S.pellcraft. ) Choose a Preferred Element/Energy (must match your
\lgveicoie ?nore (acid, cold, electricity, or Good Save: Wis: Profession. Energy Substitution feat):
in tune with fire). will Con: Concentrate. Preferred Opposing
one of thefour | Abletocastat least 3spells | wegp: — Cha Halandle Air(Electricity)  Earth(Acid)
elements, Y;ggtg‘feago\)’viiﬁzﬁ’;o&m Armor: — Animals. Earth(Acid) Air(Electricity)
eventually 2 love ClassLvs 10 | SPeak Language. Fire(Fire) Water(Cold)
ecoming an N
‘B anén?al’) —or—able to cast 1 such spell Water(Cold) Fire(Fire)
(T&B p57) and have access to one of the Gain Resistance 5 to your Preferred Energy type.

You may not do Energy Substitution with your Opposing

Energy.
2" +1 Caster Level.

Spells with your Preferred Energy have a+1 DC.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Entropist Patron: Entropy (Tiamat). HD: d8 Int: Craft, 1%: Control a Sphere of Annihilation as if you had a
(specialty Alignment; LE. skill Points, 2 Know (arcana), Talisman of the Sphere.
pg&st forf Concentrate: 5 ranks. Attack: Wizard Enow Elgcal) ) Unaffected by effects that would destroy or totally
‘Deity’ 0 . i now (religion). change your body, such as Disintegrate, Implosion,
Entropy) Kno‘_N (arcang): 5 ranks. GocIJ:dorSta\\/ﬁ.i” Scry, Spellcraft. Flesh to Stone, or Polymorph. Also immune to the
(T&B p3) Sery: 4 ranks._ o Wis: Hed, touch of a Sphere of Annihilation.

F'ezzat?t Iijducanon, Great XVeap - Profession. 2": +1 Divine Caster Level.
ortitude. " . rmor- - Con: Concentrate. +2 on saves vs. Arcane spells.
Ableto cast 4" level Divine ClassLvs: 5 Cha: Diplomacy.
spells.
Must have killed an elf,
sorcerer, or wizard in
combat or by burning.
Min Lvl: Clr7.

Equinelord Alignment: NG, LN, N,CN, [ HD: ds Str: Climb, Jump, 1%: Horses, ponies, & mules are automatically friendly to
(Animal Lord NE. Skill Points. 2 Swim. you.
specialized in | Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide. Able to have twice your Class level in horse, pony, &
gorrzﬁgp)om&a Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), mule companions.

(MotW pd3) Jump: 2 ranks, Fort, Ref Spellcraft. Sense horses, ponies, & mules within your Class level

Feats. Animal Defiance, Weap: — Wis: Heal, Intuit Squared miles.

Animal Control, Run. Armor: — Direction, Listen, Gain Wisdom-based Prepared Divine spells from the
Able to cast Detect Animals ClassLvs 10 Spot, Wilderness ) Anlmél Lord Spell L_|st. _

or Plants, Speak with Lore. 2™: Speak with horses, ponies, & mules at will.

Animals, and Animal Cha: Animal +10' movement.

Friendship. Empathy, Handle

Min Lvl: Drd6, Rgré. Animal.

Exotic Weapon | Base Attack Bonus: +6. HD: d8 Int: Craft. 1%: When using an Exotic Weapon that you are not
Master Feats. Exotic Weapon Skill Points: 2 | Wis: Profession. proficient in, you attack with a2 penalty instead of a
(S0 goodwith | Proficiency (any 3). Attack: Fighter —4 penally.
exotic Able to Rage. Good Save: 2": When using an Exotic Weapon that you are not
weapons, you Min Lvl: Bbn Fort ' proficient in, you attack with a—1 penalty.
can use them in Lviz Bbne. or
al) Wesp: —

(MotW p53) -
(DR298 pL10)+ Armor
ClassLvs: 5
Eye of Patron: Gruumsh HD: d12 Str: Jump, Swim 1%: Gain Feat: Blind-Fight.
Gruumsh Race: Orc or Half-Orc. Skill Points: 2 | Dex: Ride. All non-good Orcs & Half-Orcs within 30" whose HD
E;‘an;irsgg Alignment: CE, CN, NE. Attack: Fighter | Cha Intimidate. are lower than yours gain +2 Morale bonus on Will
Ores wh):J fight Base Attack Bonus: +6. Good Save: saves for 1 hour per Class level. ) )
. . " Fort Add your Class level to your Barbarian level (if any) to
with Orc Feats: Exotic Weapon determine h it R d
Double Axes Proficiency (Orc Double Wesap: Simple, ermine OV\;O €1 you can Rage per day.
. Therefore, a 1% level Eye of Gruumsh with no
even more Axe), Wespon Focus (Orc Martia : o .
. . Barbarian levels can Rage as a 1™ level Barbarian.
wildly than Double Axe). Armor: Light, . \When Radi i an additional +2 b
Barbarians & Must have right-eye Medium, ’ Setn a?r']ng tgaln an ;on Att inufséo yOl:r it
inspire other to | ritualistically removed. Shields rength, but you generale an Attack o Opportunity
do 0 too) ) ) ) when you attack.
(MotW p54) Min Lvl: Bbn6, Ftr6, Rgr6, ClassLvs: 10.
Brd8, CIr8, Sor12, Wiz12.
Faceless One Race: Humanoid, Monstrous | HD: d8 Dex: Hide, Move 1% Detect Thoughts @ 9", 1/day.
(agent to the Humanoid Skill Points; 4 Silently. 2" Change Self @ 9", at will.
Doppelgangers | Alignment: LE, NE, CE. Attack: Rogue | Int: Craft, Forgery,
wholeamto | pluff: g ranks Good Save: All | Know(a).
take the place L Wis | d
Disguise: 8 ranks Weap: — 1s. Innuendo,
of others & eap: ) o
over time Able to cast Alter Self. Armor — Listen, Profession,
: Sense Motives,
pmom$_a | Must be accepted by the ClassLvs 5 Spot.
Shapeshifter’) Faceless Ones by posing as Cha BIuff
(DR300 p58) an important person for 3 Dﬁ)l omac;/
d.ays W|-th0ut us ng. magic. Disguise, Gather
Min Lvl: Sorl3, Wiz13. |nf0., |nt|m|date,
Perform.
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Fang of Lolth Alignment: N, CN, NE, CE. HD: d6 Str: Climb, Jump, 1%: +2 Competence bonus on Climb & Jump checks.
(apersonwho | Base Attack Bonus: +5. Skill Points. 6 Swim. +4 Insight bonus on Use Magic Device checks.
:itt(;a;sformed Use Magic Device: 10ranks | Attack: Rogue | Dex: Balance Hide, Your skin darkens.

oy Accessto aFang Scarab & Good Save: Move Silently, 2" +1d6 sneak attack.
humanoid J Tumble, Use Rope. ]
spider hybrid successfully using it (DC Ref _ _ Y our limbs lengthen.
h 25). . Int: Craft, Decipher
by amagic Weap: Serint. Disabl
item of Min Lvl: Rog7. A . ript, Disable
Lolth's rmor. — Device, Search.
(seSp9) ClassLvs: 10| wis Listen,
Profession, Sense
Motives, Spot.
Cha: Gather Info.,
Intimidate, Use
Magic Device.

Fatespinner Know (arcana): 8 ranks. HD: d4 Int: Appraise, Know | 1%: You can accumulate ‘spin’ by decreasing the DC of a
(arcane caster | Know (any other): 8 ranks Skill Points: 2 (any), Craft. meaningful saving throw. ‘spin’ can be used to
with Enflugr1ce Ableto cast 39 level Arcane Attack: Wizard | Wis Intuit increase the DC of other saves. Your total DC can
over ‘luck Direction only be your Class Level + your total caster levels.
(i.e, saving pels Good Save: Profession, S 2" +1 Caster Level
throws, etc)) | Must have avoided death by will OTesIon, =y : o Level
8B pss) the machinations of fate. Wezp: — Search, Spellcraft. Reroll asingleroll, once per day. You must keep the

Min Lvl: Wiz5, Sor6, Brd7. Afmor: — Con: Concentrate. second roll.
Cha: Gather Info.
ClassLvs: 10

Fiend Binder Alignment: LE, NE, CE. HD: d8 Dex: Ride 1%: Dominate Animal, cast as a 10" level Druid, once per
(creates Race: Orc, Half-Orc. Skill Points: 4 | Int: Know (nature), day. DCto resistis 13 + Charisma modifier.
gneinr:ﬁ;as Animal Empathy: 8 ranks Attack: Rogue | Spellcraft. Add the Fiendish Template to an animal of 3HD or less
o0l Intimidate: 4 ranks Good Save: Con: Concentrate. permanently. Y ou must have used Dominate Animal
ools) Fort. Will Cha: Animal on the target within the last day & it must be
(DR292p59) Able to cast Summon Monster ort, Wi & Anm confined. Theritual takes 8 hours.

I or Summon Nature's Ally I. | Weap: — Empathy, Handle R )
. ) ) Animal, Intimidate. You may have your HD in Fiendish Animal
Min Lvi: Drd5 Armor: — Companions. Thisisin addition to any normal
ClassLvs: 5 Anima Companions you are qualified to have.
2": +1 Caster Level.
Communicate telepathically with animal companions
within 1 mile.

Fiend Slayer Alignment: LN, N, CN. HD: d8 Str: Climb, Jump. 1%: Gain Favored Enemy Fiends, which stacks with any

(dedicated to Base Attack Bonus: +4. Skill Points: 4 | Dex: Hide, Move current Favored Enemy bonuses.
;eﬁ?gtlsri]ge?lsl,) Know (arcana): 5 ranks Attack: Fighter | Silently. +1 natural armor.
(DR287 pd) Know (planes): 2 ranks Good Save: Int: Know (arcana), Gain Charisma-based Impromptu Arcane spells from the
Able to cast Protection from Fort Know (religion), ) Fiend Saver $ne|| L|st..
Evil. Weap: Simple, Know (the planes). | o™: Detect Evil Outsiders at will. Use Detect Undead spell
Must have a Favored Enemy Martial V\S_s I;!_eal, Intuit 1|‘_or tge effect using your Class Level as the Caster
of an Evil Outsider type Armor: All irection, ev C .
(devil, demon, etc) —o—be | ClassLvs 10 gre?]for;,_ Search, Seein magical & non-magical darkness 30, usable at
a paladin who willingly tsew_?d.ves, will.
trades away one level of Epo » Widerness
Paladin for 1% level of Fiend ore.
Slayer. Con: Concentrate.
Min Lvl: Pal7. Cha: BIuff.

Fierce Grappler | Base Attack Bonus. +6. HD: d10 Str: Climb, Jump, 1% Your unarmed attack can do either normal or subdual
(grappling Feats: Power Attack, Skill Points: 4 Swim. damage without penalty.
specialist) Improved Unarmed Strike, Attack: Fighter | Dex: EscapeArtist, 2": Unarmed attacks do 1d4 subdual damage if Medium-
(DR2%5p72) Stunning Fist. Good Save: Tumble. sized & 1d3 subdual damage if Small-sized.

Escape Artist: 5 ranks. Fort Int: Craft. You may ‘hold & ‘pin’ opponents that are up to 2 size
Min Lvl: Bbn7, Ftr7, Pal7, Weap: — Wis: Heal. categories larger than you.
I\R/IngZé B};dS,S Clsrgylfz)“\jf/{ o | Armor: Light Cha: Intimidate
MKS, ROgS, Sorlz, Wizlz. Medium
ClassLvs: 5

Prestige Classes

Page 28




Dungeons & Dragons 3¢ Edition Index — Prestige Classes

March 15, 2003

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Fist of Hextor Patron: Hextor. HD: d10 Str: Climb. 1%: Add +1 to one attack roll or damage roll each round.
(templars of Alignment: LE, LN, NE. Skill Points: 2 Dex: Ride. 2"%: Once per day, add +4 to Strength for 4 + Class level
g‘;t?:)'ty of Base Attack Bonus: +5. Attack: Fighter | Int: Profession, rounds.

(S&F pi8) Feats: Power Attack, Cleave. | Good Save: Know (religion).
Proficient with Spiked Fort Wis: Spot, Sense
Gauntlet. Weap: Simple, Motives.
Intimidate: 4 ranks. Martial Cha Intimidate
Spot: 4 ranks. Armor: All
Know (religion): 4 ranks. ClassLvs: 10
Min Lvl: Bbn5, Ftr5, Rgr6,
Brd7, Cir7, Mnk7, Rog7,
Sor10, Wiz10.
Flame Steward | Alignment: LG, NG, CG, HD: d8 Int: Craft, 1% +1 Inherit bonus to Str.
(follower of LN, N, CN. Skill Points: 2 | Know (any), +3 hit points.
t[:rllzmszcﬁi h Heal: 8ranks. Attack: Fighter Spdlcraft. Gain Wisdom-base Prepared Divine spells from the
is reored by Know (religion): 5 ranks. Good Save: V\Igrifg?)ﬁ Flame Steward Spell List.
non-evil Know (arcana): 5 ranks. Fort, Will = 2" Burning Hands(PH p1s1), though half the damage is divine
deities) Feats: Endurance, Power Weap: Simple | Con: Concentrate. instead of fire, & the flames will only injure those you
(DR283 p&4) Attack. Armor: All Cha: Diplomacy. wish.
Min Lvl: CIr5, Drd7, Pal7, ClassLvs 10
Rgr7, Bbn13, Brd13, Ftrl3,
Mnk13, Rog13, Sorl3,
Wiz13.

Fleet Runner of | Patron: Ehlonna. HD: d8 Dex: Hide, Move 1% +1 Spell Slot, to alevel of your choice.

Ehlonna Alignment: NG. Skill Points: 2 | Silently. +10' movement when in Medium Armor or lighter.
g?;lzlft)t/he Base Will Save: +3. Attack: Rogue | !nt: Know(nature), +8 instead of +4 when you use Feat: Mobility.
Deity of the Know (religion): 3 ranks. Good Save: K_now(rehg on). Gain Ehlonna’s 3 Domain if you are a Cleric.
Hunt) Know (nature): 11 ranks. Fort, Will V\I/rl1tsmtl-|§directl on 2" +2 Spell Slots, only 1 of which can go on your highest
(DR283 p44) Wilderness Lore: 5 ranks. Wesp: Simple, Wilderness Lore. level.

Feat: Dodge, Mobility, Run. Martial Con: Concentrate Evasion — on a successful Reflex save, take no damage

Able to cast Divine spells. Armor: All : : instead of half.

Min Lvi: CIr8, Rgro. ClassLvs: 10

Flesh Eater Race: Halfling. HD: d8 Str: Climb, Jump, 1% +1d6 Sneak Attack.
(cannibalistic | Alignment: CE. Skill Points: 4 Swim. Unarmed damage is 1d6.
halfllgg pﬁCk' Hide: 8 ranks. Atteck: Fighter | Dex: Balance, 2" On a successful Unarmed Attack, you may being a
e | Move Silently: 8 ranks Good Save: Ref | EScapeArtist, Hide, Grapple immediately without generating an Attack of
Woods Feat: Improved Unarmed Wezp: Simple, 'hlﬂuomvglglsn;yll?o Opportunity. When resolving the grapple, you take
s, : h . - ) PE. no penalty for your size.
looking for Strike, I_EV|I Brand, Willing Martia Int: Alchemy. Craft
. . Y, )
someone to Deformity. Armor: Light Search.
(e[?tR)goo 68) er)léﬁ]thséve sharpenedteeth to | ClassLvs: 10 Wis: Intuit Direction,
. Listen, Spot,
Min Lvl: Brd6, Rgr6, Rog6, Wilderness Lore.
Bbn13, CIr13, Ftrl3, Sorl3, .
Wiz3. Con: Bluff.

Foe Hunter Base Attack Bonus: +7. HD: d10 Str: Climb, Jump, 1% Choose a Hated Enemy from your Favored Enemy list.
(specially Feat: Weapon Focus (any), Skill Points: 4 Swim. Y ou do +1d6 damage to that enemy on your 1% attack
trained tofight | Track. Attack: Rogue | Dex: Ride. each round even if it isimmune to critical hits.

g} Iélr:ar%;()e Pe | Must have a Favored Er_lemy Good Save: Wis Listen, Spot, 2" Gain Damage Reduction 3/— against each of your Hated
(MotW ps6) & sp_eak its language (if Fort, Ref Wilderness Lore. Enemy’s attacks.
applicable). Weap: — Cha Intimidate.
Min Lvl: Ror7. Armor: —
ClassLvs: 10
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Forest Master Patron: Silvanus. HD: d8 Dex: Hide, Move 1%: +1 Divine Caster Level.
(specialty Intuit Direction: 4 ranks. Skill Points: 2 Silently. Tree Shape, 1/day.
pD”'? OI :th1e Know (nature): 8 ranks. Attack: Rogue | Int: Know(nature), Ableto perfectly identify plants & animals, and
W?I dysowh: Wilderness Lore: 13 ranks. Good Save: Know(religion). determine if water is safe to drink.
also can Feat: Alertness, Endurance, Fort, Will V:/is ng‘ _ 2": +1 Divine Caster Level.
magically Power Attack, Skill Focus Weap: — Vr\}tlljt'jt |rect||_0n, Able to Rebuke / Control Plant Creatures at Class level,
enhance (Wilderness Lore). - riaerness Lore. 3 + Charisma modifier times per day. If you have this
Armor:
higher Maul) | Ableto cast Entangle, Plant | ClassLvs 10 Con: Concentrate. special ability from the Plant Domain, then those
(F&Pp193) Growth, and Control Plants. levels stack with your Class levels.
Proficient with Mauls (does Any maul you wield is treated as a +2 Shock Maul or +2
not break a druid’s oath). lcy Maul (you may choose between Shock or Icy each
Peaceful contact with a round). If your maul is already enchanted, you also
Treant receive any existing benefits, including an
. : Enhancement bonus higher than +2.
Min Lvl: Rgrll,
Clr(plant)12, Drd12.
Forsaker Feat: Great Fortitude, Iron HD: d12 Str: Climb, Jump, 1%: Y ou must forsake the use of magic & magic items,
(magic haters) Will, Lightning Reflexes. skill Points: 2 Swim. including spell casting ability. This appliesto
MOtW p5 S S
ngthQS%JZL)O) . Must have been almost (or Attack: Fighter | Dex: Ride, Tumble. receiving spells too. N
actually) killed by magic. Good Save: Int: Craft. +1 Inherent bonus to any ability score. Note that no
Min Lvl: Bbn6, Brd6, CIr6, Fort, Will Wis Handle ability score can have an Inherent bonus of greater
Drd6, Ftr6, Mnk6, Pal6, Weap: — Animals, Heal, than +5.
Rar6, Rog6, Sor6, Wiz6. Armo'r' B Intuit Direction, Heal 1hp/round, up to 10 hp per day.
' Listen, Sense Gain Spell Resistance 11.
ClassLvs: 10 Motive Wild nd ici j
olive, Wilaerness | 2" |f you destroy a magic item of at least 300 gp, you gain
Lore. Damage Reduction 3/+1 for 24 hours.
Cha Intimidate. +1 Inherent bonus to any ability score.
Gain Spell Resistance 12.
Frenzied Alignment: NG, CG, N, CN, [ HD: d12 Str: Climb, Jump, 1%: Gain Feat: Remain Conscious.
Berserker NE, CE. Skill Points; 2 Swim. Frenzy (L/day) — Gain +6 Str, +6 Con, & an extra attack
(makenormal | Base Attack Bonus: +6. Attack: Fighter | Dex: Ride each round at highest bonus (which doesn't stack with
barbarians Feats: Power Attack, Cleave, | Good Save: Cha Intimidate. Haste) for 3 + new Constitution bonus rounds.
look wesk & Destructive Rage ; During this time, you have a—4 penalty to AC & take
. age, Fort, Will
in contral) Intimidating Rage. o 2 subdual damage per round. While Frenzying, you
(MotW p59) Weap: — must attack if at all possible (including allies if there
Must be able to Rage
) ) ' Armor: — are no enemies left). To end a Frenzy early requires a
Min Lvi: Bbno. ClassLvs. 10 Will savevs. DC 20. At the end of the Frenzy, you

are Fatigued for the rest of the encounter. If you take
damage from an attack, trap, spell, etc., you must
make a Will save vs. DC (10 + damage taken since
your last round) to avoid entering Frenzy if you have
any left on your next round. FrenzyingisaFree
Action & its bonuses stack with those from Raging.

2" Y ou may take your once-per-round 5' step in the middle
of aCleave or Great Cleave.
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Gatecrasher Alignment: NG, CG, N, CN, | HD: d6 Str: Climb, Jump. 1%: Cast Analyze Portal at Class Level, usable Class Level
(peopletrained [ NE, CE. skill Points: 8 Dex: Baance, times per day.
to open Base Attack Bonus: +4. Attack: Rogue Escape Artist, Hide, Gain 1 language spoken in the planes, such as Abyssal,
Iporlfdsd“kea Know (the planes): 4ranks. | Good Save: Move Silently, Agquan, Auran, Celestial, Ignan, Infernal, or Terran.
(ar p26)00r) Use Magic Device: 8 ranks. Ref, Will %’el'(" '-‘?K Elc" 2. +2 Insight bonus on Decipher Script & Use Magic
cket, Tumble, i
Must have visited 2 planesof | Weap: Simple Use Rope. Device checks.
existence other than your Armor: Licht i +2 Insight bonus when searching for or disabling magic
native one mor: 19 Int: Alchemy, traps.
) " ClassLvs: 10 Appraise, Craft,
Min Lvl: BI'dB, ROgG DeC|pher Scrlpt
Disable Device,
Forgery, Know
(any), Read Lips,
Search.
Wis: Innuendo,
Intuit Direction,
Listen, Profession,
Sense Motives,
Spot.
Cha: Bluff,
Diplomacy,
Disguise, Gather
Info., Intimidate,
Perform, Use Magic
Device.
Speak Language.
Geomancer Know (arcana): 6 ranks. HD: d6 Str: Swim. 1%: +1 Caster Level.

(ahybrid Know (nature): 6 ranks. Skill Points;. 4 Int: Alchemy, Craft, Spell Versatility 0 —you may blend Arcane & Divine
g_rcgne & Ableto cast 2 level Arcane | Attack: Rogue | Know (arcana), aspects of your 0" level spells on-thefly, such as no
Ivine spells & 2™ level Divine Good Save: Know (nature), longer having an Arcane Failure chance, using the
sprt]ellcasterh spells. Fort. Wil Scry, Spellcraft. best of your appropriate ability bonuses on the spell’s

who gets the . ' ' is i save DC, converting A Isin for heali

. . Wis: Hedl, Intuit , g Arcane spellsin for healing
best of both Min Lvl: Wiz3/ CIr3. Weap: — Direction, (assuming your Divine classis Cleric), etc.
\évorlds, but Armor: — Wilderness Lore. Drift (stage 1) — gain a minor, non-game effecting
ane?r%r;l‘?ﬁg?rne ClassLvs: 10 | con: Concentrate. animal trait, such as atail, fur, scales, feathers, etc.
the process) Cha Diplomacy, | 27 +1 Caster Level.
(MotW p60) Animal Empathy, Spell Versatility 1 —you may blend Arcane & Divine

Handle Animal. aspects of your 1% level spells on-the-fly.

Choose one of the following terrains — aquatic, desert,
forest, hills, marsh, mountains, or plains. When in
that terrain, your effective caster level for al spellsis
at +1.

Drift (stage 1) — gain another minor trait.

Ghost-Faced Alignment: LE, NE, CE. HD: d8 Str: Climb, Jump, 1% Cast Invisibility (self only) as a move-equivalent action
Killer | BaseAttack Bonus: +5. Skill Points; 2 Swim. at Class Level, usable once per day.
(Ninjaassassin | 4 jiger 6 ranks, Attack: Fighter | Dex: Hide, Open 2" Sneak attack +1d6.
who has ghost- c 4 rank Good Save: Lock, Move
like powers) oncentrate: 4 ranks. 00 e )

p o Silently, Tumble.

(DR289 p49) Intimidate: 4 ranks. Fort
. e Int: Search.
Move Silently: 6 ranks. Weap: Smple, C T

Martial Wis. Listen, Spot.

Feats: Death Blow, Improved ] Cha BIUff. laiiut
Initiative, Power Attack, Armor: Light Fa ft.’ "?"é;w

Quickdraw. ClassLvs: 10 ocus, Intimidete.
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Ghostwalker Alignment: LG, LE, CG, CE, | HD: d10 Dex: MoveSilently. | 1%: Painful Reckoning +1 — If you survive an attack that
(hunter of the N. skill Points: 4 Int; Know(law). does 50% or more damage, you get +1 to AC, Attack
mysterious) Base Attack Bonus: +6. Attack: Fighter | Wis Intuit bonus, & Damage rolls vs. that specific attacker.

S&F p20 : -
§S&F§+ ) Feats. Endurance, Iron Will, | Good Save: Direction, Add your Class level to Intimidate checks.
Toughness. Fort Profession, Spot, If your enemy knows your identity, then you cannot use
Intimidate: 4 ranks. Weap: Simple, Listen, Sense your other Class powers against him.
Move Silently: 4 ranks. Matiad Motives 2 Painful Reckoning +2.
MinLv: Bbn6, Ftr6, Pal6, | Armor: Light, | Che BIuff, Feign Desth for 10 rounds per Class level, once per day.
Rgr6, Brd8, Clr8, Drds, Medium, P'fp'omacy » Gather
Mnk8, Rog8, Sor12, Wiz12, Shields nro.
ClassLvs: 10

Gladiator Base Attack Bonus: +5. HD: d10 Str: Climb, Jump. 1%: Make a BIuff vs. Sense Motive check on your opponent
(duelist who Perform —or— Intimidate: 4 Skill Points: 4 | Dex: Ride, Tumble. asapartial action. If you succeed, then he loose his
specializesin ranks. Attack: Fighter | Int: Craft Dex bonus against you on the next round.
girty ﬂ%hti "9 | Feats any 2 featsonthe Good Save: Cha: BIuff. Handle 2": +1 AC if you do an all-out defense against someone who

crow ; ? : y
oleasing) Fighter list. Fort Animals, Intimidate, has done a melee attacked on you.
(S&.F p21) Min Lvl: Bbn5, Ftr5, Pal5, Weap: — Perform.
Rar5, Brd7, CIr7, Drd7, Armor: —
Mnk7, Rog7, Sor10, Wiz10. '
ClassLvs: 10
Glaive of Patron: Heironeous. HD: d8 Str: Climb, Jump. Paladins may freely crossclass.
Azharadian Alignment: LG, LN. Skill Points: 2 Dex: Ride. 1% +1 Morale bonus on attacks made with battleaxe and/or
(templar Base Attack Bonus: +6. Attack: Fighter | Int: Know (history), longsword, as long as you have Weapon Focus for
knights of the ) K dligi that weapon.
Order of the Handle Animal: 3 ranks. Good Save: .now (religion).
Golden Sun Know (religion): 3 ranks. Fort, Will. V,\/QS |-;|and||_|eea| Pleggre:d to follow the tenants of the Order of the Golden
that fight with | Ride: Wezp: Simple, nimals, Hed. '
9 Ride: 6 ranks. . Martia Cha: Dipl 2™ When between -1 & -9 hp, you gain a+2 Enhancement
battleaxes Feats: Leadership, Weapon : . Diplomacy. B
and/or ’ A <Al bonus to Constitution for Class level rounds. Usable
Focus (battleaxe or rmor: once per d
ign%svy?rdsffor longsword). ClassLvs 10 per ey
e Deity of -
Honorable Speak Old Oerldfan. ’
Combat) Must have done ‘great deeds'.
(DR293 p95) Pass the Order of the Golden
Sun’s tests.
Min Lvl: Ftr6, Pal6, Rgr6,
CIr9, Mnk9, Rog9, Sorl2,
Wiz12.

Giant-Killer Base Attack Bonus: +5. HD: d10 Str: Climb, Jump. 1% +1 bonus on any skill check that is related to Giants.
(skilled in Hide: 2 ranks. Skill Points: 2 | Dex: Hide, Move When using Feat: Mobility, gain a+8 dodge bonus to
tracking and Wilderness Lore: 4 ranks. Attack: Fighter | Silently, Tumble. AC instead of +4.
f(l}ghtltng Feats. Dodge, Mohility, Good Save: Wis. Wilderness Smite Big Folk — Gain your Wisdom modifier as a bonus
(S,'\Aa';f(‘))g) Toughness. Fort. Lore. to amelee attack & your Classlevel asa bon_us to

Must have helped Say agiant | Weap: Simple, damage when attacking a creature of Large size or
) M ) ial ’ greater on a single attack, usable once per day.
Min Lvl: Ftr5, Bbn6, Pal6, ati ™. Gain D Reduction 1/
Rgr6, Brd7, CIr7, Drd7, Armor: — - Gan Damage Reduction L-—.
Mnk7, Rog7, Sor10, Wiz10. | ClassLvs 10
Gloomblade Feats: Alertness, Blind-Fight. | HD: d6 Str: Climb, Jump, 1%: +1d6 Sneak Attack.
(roguestrained | Hide: 10 ranks. Skill Points; 8 Swim. Learn Drow Sign Language.
to gght d Move Silently: 10 ranks. Attack: Rogue | Dex: Balance, 2" As a Full-Round Action, you can use Tremorsense for 1
underground, - o speak Undercommon. Good Save: Escape Artist, Hide, round in a30' radius. Anything touching the ground
paticularly Min Lvl: Brd7. Mnk7. Rar7 Ref Move Silently, in that area & moving is sensed by you. Usable 3
against drow) InLvil: Brd/, Mnk/, Rgr/, ! Open Lock, Pick times per day
(DR298 p57) Rog7, Bbnl7, Cirl7, Drd17, | Weap: Simple, Pockets, Tumble. )
Ftr17, Pal17, Sorl7, Wiz17. Martial .
o Int: Appraise, Craft,
Armor: Light Disable Device,
ClassLvs: 10 Forgery, Search.
Wis: Innuendo,
Intuit Direction,
Listen, Sense
Motive, Spot.
Cha BIuff,
Diplomacy,
Disguise, Gather
Info, Intimidate,
Use Magic Device.
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Gnom_e Race: Gnome or Human. HD: d6 Dex: Use Rope. 1%: Ableto build Artificer Devices. These use non-magical
Artificer Alchemy: 3 ranks. Skill Points: 4 | Int: Alchemy, Craft, technology to mimic spell effects. Y ou may only
(makes s . Disable Device, build items that have powers on the Gnome Avrtificer
technology- A(Imé A;::gre;ﬁ[f t Attack: Ro.gue Know Device Powers List. The cost to creste these devices
based devices | - eqmith, gemeutting Good Save: (architecture), is (Power Level * Artificer Level * Charges* 20gp).
that are similar locksmith Ymetalworkinyg Ref . Know Maximum number of chargesis 50 and minimum is 5.
to magical trapmakng weaponsmitﬁ)' Weap: Simple (engineering), Devices take up one appropriate body location (i.e.,
ones, though sranks ’ Armor: Light, Search. gloves for Bull's Srength) plus either the ‘belt’ or
easier to use d e _ Medium, Wis Appraise ‘back’ for fuel. If the device's cost is doubled, it only
and recharge) | 2 Artificer Craft: 4 ranks Shields. Listen. Profession takes up asingle location.
(MoF p23) 3 Artificer Craft: 4 ranks ClassLvs 10 o e Recharging the device costs is the same as above,
Disable Device: 2 ranks Con: Concentrate. except only times 10gp (i.e., half the cost per charge).
Know (architecture): 4 ranks 2" Build asingle Artificer Device for free.
Know (engineering): 4 ranks
Profession (apothecary,
engineer, or siege engineer):
3ranks.
Feats. Lightning Reflexes,
Skill Focus (any Artificer
Craft).
Must be able to cast 1% level
Illusion spells.
Min Lvl: Brd5, CIr5, Drd5,
Rar5, Sor5, Wiz5.
Gnome Giant- Race: Gnome. HD: d10 Str: Climb, Jump. 1%: Favored Enemy (giant) +1 — Gain a+1 bonus on BIuff,
(Kllleral' i Base Attack Bonus: +5. Skill Points: 2 | Dex: Escape Artist, Lriftel?, S‘;’gjse Mog_ve, SPOVIL &dW”d%m% Lore
specidizedin | £ Artist: 3 rank Attack: Fight Hide, Move checks made vs. Giants. Also do +1 damage on any
fighting Giants scape. st < ranks. e IE_’ . Silently, Tumble, melee attack & any ranged attack within 30°. This
& using their Tl_mel e 3raks GO‘? Stav € Use Rope. stacks with any Ranger bonuses.
size to their Hide: 3 ranks. - o.r ! Int: Craft. 2": Gain Wisdom bonus as a Dodge bonus to AC when
advantage) Feais: Dodge, Mobility, Weap: S_|mple, Cha Intimidate fighting Giants & %2 Wisdom bonus when fighting
(DR291p34) Spring Attack. Marna! i any other creature 2 size categories larger.
Must Speak Giant. Armor: Light,
Min Lvl: FtrS, BbnG, Pal6, pecum
Rgr6, Brd7, CIr7, Drd?7, I€las
Mnk7, Rog7, Sor10, Wiz10, | ClassLvs: 10
Gnome Race: Gnome. HD: d6 Dex: Balance, 1%: Asafree action, force an enemy that can see you with an
Trickster Feals Expertise. skill Points: 4 Escape Artist, Hide, Intelligence greater than 2 & that is within 10’ to
(illusionist / BIuff: 7 rank Attack: R . Move Silently, Pick make a Will savevs. DC 10 + Class Level. If the
thief with I ranks. ecC ROQUE 1 pockets, Tumble. target fails, it is considered flat-footed until its next
special PI.Ck Pockets: 5 ranks. Goc:gefSave. Wis Innuendo, action. Usable once per day.
training to Hide: 3 ranks. . Weso: Simol Listen, Sense 2": +2 on Escape Artist & Tumble checks.
confuse Must be gble to cast 1” level eap.. mpie Motive, Spot. Use Character Level instead of Spellcaster Level when
%ET?%O) Illusion spells. Armor: — Cha Bluff, Perform. casting spells from the Illusion school.
P Min Lvl: Brd4, Sorll, Wiz11. | ClassLvs: 10
Goldeye Patron: Waukeen. HD: d8 Dex: Open Lock. 1% +1 Caster Level.
(specialty Alignment: N. Skill Points: 4 | Int: Appraise, Gain Language Abyssal.
pD”.?s (f)f_lfh; Appraise: 4 ranks. Attack: Rogue Forgery, By listening to an unknown language for 1 minute &
&e\|l\>/e;th rade Diplomacy: 4 ranks. Good Save: Know (geography), making a Wisdom check vs. DC 15, you gain a basic
(F&.Pp194) ) Innuendo: 2 ranks. Fort, Ref. Know (history), understanding of the language (enough to do trade)
o Wezp: — Know (local), for 1 day. You gain a+2 bonus to refamiliarize
Profession: 4 ranks. g Know (nobility), yourself with alanguage you learned within the last
Feats: Alertness, Exotic Armor: — Know (religion), month.
Weapon Proficiency ClassLvs 10 Read Lips. oM 41 Caster Level.

(nunchaku), Skill Focus
(Diplomacy).

Ableto cast 3 level Divine
spells.

Able to speak 2 human
languages from different
regions.

Acquired 5,000 gp of
investments or hard assets.

Min Lvl: CIr5, Rgrll.

Wis: Innuendo,
Listen, Profession.

Con: Concentrate.

Cha: Bluff,
Diplomacy, Gather
Info., Intimidate,
Sense Motive.

When conversing with a creature, you may use Detect
Thoughts on that creature. You can use this
supernatura ability 1 minute per level, though each

minute may be used separately.
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Spell Penetration or Spell
Focus.

Ableto cast 3 level Arcane
spells.

Join the Watchful Order of
Magists and Protectors at a
cost of 1,000 gp.

Min Lvl: Wiz5, Sor6.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Gray Sage Feats. Blind-Fight, Silent HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
(spellcasters Spell, Spell Penetration. Skill Points: 2 Know (any), Sary, Gain Feat: Improved Counterspell.
my(;alfcgldl); Must speak Undercommon. Attack: Wizard S.pellcraf.t. +2 bonus on Spellcraft checks to identify Dancing Lights,
moaitied to Must be able to cast 4" level Good Save: Wis: Intuit Darkness, and Faerie Fire.
function in the Coniurati ol - ' Direction ; i i i
dark & battle onjuration spelis. Will Profo,n Learn to read in total darkness with your finger-tips.
other Min Lvl: Clr7, Drd7, Wiz7, Weap: — s Thisistypically used with spellbooks & scrolls.
spellcasters, Sor8, Brd10, Pal14, Rgri4. Armor — Con: Concentrate. 2™ 11 Caster Level.
typically ClassLvs 10 Due to mystic surgery, you become blind, but gain
drow) Blindsight 30". Y our sight can be magically restored,
(DR298 p58) but then you loose the Blindsight & can no longer
advance in this class.
Green Hunter Patron: Thard Harr. HD: d8 Str: Climb, Jump, 1% +1 Divine Caster Level
(specialty Alignment: LG, NG, CG. Skill Points; 4 Swim. Druids gain Spiked Gauntlet as a class-weapon.
tl;mplarfs of the | pace Attack Bonus: +4. Attack: Fighter | Dex: Balance, Hide, While traveling in terrain that slows movement (such as
ety o Know (nature): 5 ranks. Good Save: Move Silently, Use jungle), you gain +10" movement to compensate.
Jungles, who ) Rope. nd. . i
specidizein Wilderness Lore: 5 ranks. Fort . nt: Craft. Search 2" Feat: Weapon Focus (Spiked Gauntlet).
tracking Feats: Track. Weap: Martial. K.now (g’eograph;/)
throqgh&heavy Able to cast Divine Spells. Armor: Light, Know (nature).
o hinawith | MinLvi: Rgr4, Drds, CIr7, Shelds: 1 Wis Heal, Intit
: Pal7. ClassLvs: 10 | pjrection, Listen,
Spiked )
Gauntlets) Spot, Wilderness
(DR294 p69) Lore.
Con: Concentrate.
Cha Intimidate.
Guild Thief Gather Information: 3 ranks. | HD: d6 Str: Climb, Jump. 1% Sneak Attack +1d6.
(athief who Hide: 8 ranks. Skill Points. 6 Dex: Disable +4 bonus on all Bluff, Diplomagy, and Innuendo checks.
?rﬁha:\g/ﬁﬂ%)ed Intimidate: 3 ranks. Attack: Rogue Device, 2" Uncanny Dodge (Dex bonus to AC).
(FR p45) Move Silently: 3 ranks. Good Save: goveLSIel?tlF);, K Bonus Feat from the following list: Alertness, Blind-
Membership in athieves Ref. P(E)Tet ?j ' RC Fight, Cosmopolitan, Education, Exotic Weapon
guild. Weap: Simple | CCE;T T:e Ope. Proficiency (hand crossbow), Leadership, Lightning
: . L nt: Craft, Forgery, Reflexes, Track, Skill Focus (any Guild Thief class
Min Lvl: Brd5, Mnk5, Rar5, Armor: Light Know (local), sill), Still Spall, Street Smart, W n Finesse,
Rog5, Bbn13, CIr13, Drd13, | ClassLvs 5 Search €gpo
) cn. Weapon Focus.
Ftrl13, Pal13, Sorl3, Wiz13. -
Wis: Innuendo,
Listen, Profession,
Spot.
Cha: Diplomacy,
Intimidate, Sense
Motive.
Guild Wizard Alignment: LG, NG, CG, HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
of Waterdeep | LN, N, CN. Skill Points 4 | Know (any), Scry, Guild Membership, which includes a research library,
(('aU'Fldzggage) Alchemy: 4 ranks Attack: Wizard | Spellcraft. lab, and a spell component store.
ol . .
. Know (arcana): 8 ranks. Good Save: Wis: Profession. Devotion of personal time and energy to the Order (this
Scry: 4 ranks. Will Con: Concentrate. equates to a 10% XP penalty).
Spellcraft: 8 ranks Weap: — 2. +1 Caster Level.
Feats: Scribe Scroll, one Armor: — Access to the Guild Spellpool. By taking a full-round
other metamagic fezt, either | ClassLvs 10 action, you can fill an unused dot with a 1%-3" |evel

spell of your choice, though it fadesin 1 minute per
level. You may access atotal number of spell levels
equal to half your caster level per day, but to atotal
debt of 3 times your caster level. The chance of a
given spell being availableis (65 - 5*level)%. All
spell levels you take from the Spell Pool must

returned by depleting a spell.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Halfling Race: Halfling. HD: d10 Dex: Ride. 1% +2 to Listen, Spot, & Ride checks.
Outrider Base Attack Bonus: +5. Skill Points: 2 | Int: Search. +1 AC when mounted.
g:/l;l:,;;"’ light Feats: Mounted Combat, Attack: Fighter | Wis: Listen, Animal 2": Defensive Ride, once per _day. Therider gains fr2 Dex &
(S&F p22) Mounted Archery. Good Save: Empathy, Spot. +4 AC. The mount gains x2 speed, +2 to Will saves,
(S&Fe)+ Listen: 4 ranks. Fort Cha: Handle & 4 AC. The Defensive Ride lasts 3 + new Dex
Ride: 6 ks wecp:Spie, | Animd. e o L o i bothre -2
Spot: 4 ranks. Martial
Min Lvl: Bbn5, Ftr5, Pal5, Armor: Light,
Rgr5, Brd9, CIr9, Drdo, Shield.
Mnk9, Rog9, Sor10, Wiz10. ClassLvs: 10
Harper Mage Alignment: LG, NG, CG, HD: d4 Dex: Hide, Move 1% +1 Caster Level.
(member of LN, N, CN. Skill Points; 4 Silently, Ride. Bardic Knowledge.
wﬁo'*iggnas Concentration: 4 ranks. Attack: Wizard | Int: Al ﬁherg Craft, Gain Feat: Skill Focus (Know (any)).
e oty | <rowledge (arcend): 8ranks. | Good Save: Dedip @ Sapt | 2%+ Caste Ll
(MoF p28)MoFe)+ | Knowledge (local): 5 ranks. Wwill Spellcraft. B Gain Feat: Skill Focus (Know(arcana)) —or— Feat: Skill
Know (any other): 4 ranks. Weapons: . Focus (Spellcraft).
: Wis. Hedl,
Scry: 4 ranks. Simple Innuendo, Listen,
Sense Motive: 2 ranks. Armor: - Profession, Sense
Spellcraft: 8 ranks. ClassLevels: 5 | Motive, Spot.
Feats. Extend Spell., Con: Concentrate.
Alertness Cha: BIuff,
Ableto cast 3 level Arcane Diplomacy,
spells Disguise, Gather
Sponsorship by a member of Info, Perform.
the Harpers & approval of Speak Language.
the High Harpers.
Min Lvl: Wiz5, Sor6, Brd7.
Harper Priest Alignment: LG, NG, CG, HD: d8 Str: Swim. 1%: +1 Caster Level.
(member of LN, N, CN. Skill Points; 4 | Int: Craft, Bardic Knowledge.
the Harpers Diplomacy: 4 ranks. Attack: Rogue Know (any), Scry, Gain asingle ‘Blessing’, which can be chosen from the
gt‘/(i)nssaster) Knowledge (arcana): 4 ranks. | Good Save: Spellcraft. following list if your Class Level + Wisbonusis
(MoF p29) Know (religion): 8 ranks. Fort, Will Wis: Hedl, Intuit greater than or equal to the ‘rank’
Spellcraft: 8 ranks: Weapons: grlcr)gn Llsznege Rank
Feats. Alertness, Iron Will. Simple Motie, Sp;ot, 1 Create Water, once per day.
Ableto cast 3 level Divine Armor: All Wilderness Lore. 2 Gain Feat: Weapon Focus (Quarterstaff).
spells ClassLevels: 5 | ~on: Concentrate. 3 +2 Holy bonus on saves vs. glyphs, runes,
Sponsorship by a member of Cha: Animal and symbols.
the Harpers & approval of Empathy, 4 +1 Holy bonus on all Charisma-based skill
the High Harpers. Diplomacy, Handle checks
Patron Deity must be Animals, Perform. 5 +10" movement when in medium armor or
compatible with the Harper's lighter.
philosophy. 6 +2 Holy bonus on saves vs. compulsion and
Min Lvl: ClIr5, Drd13, Pal13, fear effects.
Rgr13. 7 Gain Feat: Skill Focus (Know (any)).
8 Gain Low-Light Vision (or double range of
current low-light vision).
9 +2 Insight bonus on saves vs. magical effects.
10 +2 Luck bonusto 1 save per day, though it

can added after the roll.

2": +1 Caster Level.
Gain another Blessing.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Harper Scout Alignment: LG, NG, CG, HD: d6 Str: Climb, Jump, 1%: Bardic Knowledge.
(member of LN, N, CN. Skill Points; 4 Swim. +1 bonus vs. a favored enemy (just like aranger). The
the Harpers Bluff: 4 ranks. Attack: Rogue | Dex: EscapeArtist, enemy must be chosen from the following list:
who locates Diplomacy: 8 ranks. Good Save: Hide, Move Church of Bane, Cult of the Dragon, Iron Throne, Red
and acquires Know (local): 4 rank Ref. Will Silently, Pick Wizards, or the Zhentarim.
objects and (locd): 4 ranks. » W Pocket. Tumbl - -
| Perform: 5 ranks Weap: Simple CKet, Tumblée. Gain Charisma-based Impromptu Arcane spells from the
pFe’;op ? C ) C Int: Appraise, Craft, Harper Scout Spell List.
(FR p46) Sense Motive: 2 ranks. Armor: Light K . )
) ) ) ] now (any). 2" +2 Holy bonus on saving throws vs. glyphs, runes, and
Wilderness Lore: 2 rank; ClassLvs: 5 Wis Intuit symbols.
Feats. Alertness, Iron Will. Direction, Listen, Gain Feat: Skill Focus (Perform) and Feat: Skill Focusin
Sponsorship by a member of Profession, Sense any other class skill.
the Harpers & approval of Motive.
the High Harpers. Cha Bluff,
Min Lvl: Brd5, Mnk5, Rog5, Diplomacy,
ClIr7, Drd7, Pal7, Bbnl3, Disguise, Gather
Ftr13, Rgrl3, Sorl3, Wiz13. Info, Perform.
Speak Language.
Hathran Patron: Chautea, Mielikki, or | HD: d4 Str: Swim. 1% +1 Caster Level.
(an Arcane & Mystra. Skill Points; 2 | Int: Alchemy, Craft, Add spells on the Hathran Supplemental Spell List to the
Divine caster Alignment: LG, NG, LN. Attack: Wizard Know (any), Scry, Arcane spells available to be learned.
mh(?é:dpar:;pf Race: Human female of Good Save: Spellcraft. Gain afree cohort asif Feat: L eadership was taken. The
ofethe ersnip Rashemi descent. Fort, Will Wis: Intuit cohort is either a Rashemi female with the Ethran Feat
Forgotten Feats Ethran. Weapon: Whip g: (r)(r;h or a.Rasheml male with at least one level of barbarian.
Realms Ableto cast 2™ level Arcane Armor: - W'Id ) L When in the country of Rashemen, you do not need to
country of spells and 2™ level Divine ClassLus 5 liderness Lore. prepare your Arcane or Divine spells. As afull-round
Rashemi) spells. Con: Concentrate. action, you may cast any spell on your Arcane or
(FR p46) Min Lvl: Wiz3/ Clra. Cha: Animal Divine spell lists, though they consume the normal
Empathy, Perform. spell slot.
Speak Language_ an: +1 Caster Level.
Heartseeker Base Attack Bonus: +4. HD: dé Str: Climb, Jump, 1%: +2 on checks to overcome a dragon’s Spell Resistance.
(arcane spell Concentration: 8 ranks. Skill Points: 2 Swim. 2": +1 Arcane Caster Level.
car?ter arc_l';le_rs Know (arcana): 8 ranks. Attack: Rogue | Dex: Ride. Once per day, imbue an arrow with the ability to
mgffseg:tegth;e Listen: 5 ranks. Good Save: Int: Know (any), suppress atarget’s natural or magical flying for 1
. Fort, Will Spellcraft. round per 2 Class levels. Fortitude save to resist vs.
can be used Spot: 5 ranks. i N Wis: Listen, Spot DC (15 + Class level + Charisma bonus).
against Feats: Combat Casting, Spell | Weapon: - Wild e
Dragons) Penetration, Weapon Focus | Armor: - faerness Lore.
(DR286 p31) (any straight bow). ClassLvs 10 Con: Concentrate.
Able to cast Arcane spells.
Min Lvl: Brd7, Sor9, Wiz9.
Heartwarder Patron: Sune. HD: d4 Int: Craft, 1%: +1 Caster Level.
(specialty Alignment: CG. Skill Points: 2 Know (religion), +1 Inherent bonus to Charisma.
Fe:rlnﬁgrof the Base Reflex Save Bonus: +2. | Attack: Rogue Spdlcraft. 2" +1 Caster Level.
DeitF;/ of Bluff: 3 ranks. Good Save: VY%?u;Z?I) +2 bonus on all Charisma-base skill checks.
Beaty, who Diplomacy: 6 ranks. Fort, will Profession, Sense
eventualy Feats: Dodge, Mobility, Spell | Weapon: - Motive.
becomes a Focus (Enchantment), Exotic | Armor: - Con: Concentrate.
‘Fey’) Weapon Proficiency (Whip). | ClassLvs 10 s '
(F& P p196) Cha: Animal
(DR3oopiley+ | Ableto speak Sylvan. Empathy, BIuff,
Ableto cast 3 level spells. Diplomacy,
Min Lvl: Brd7, CIr9, Sor9, Disguise, Gather
Wiz9, Rgrll. Info, Perform.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Hexer Race: Monstrous Humanoid, | HD: d6 Int: Alchemy, Craft, 1% +1 Caster Level.
(ashamanwho | Giant, Goblinoid, Orc, etc. Skill Points; 2 Know (any), Scry, Hex, usable L/day. When activated as a Standard
can curse Alignment: LN, N, CN, LE, | Attack: Fighter | SPelloraft Action, you may make 1 gaze attack per round for 1
enemies by NE, CE. Good Save: Wis: Heal, round per Class level. To use your gaze, you must
looking at Know (arcana): 10 ranks. wil Profession, make eye contact with someone within 30", The
them) Spellcraft: 8 ranks _ Wilderness Lore. target must make a Will savevs. (10 + Class level +
(Motw p63) _ : o Weapon: - Con: Concentrate. your Wisdom bonus) or receive a permanent —4
Wilderness Lgre. ]_'O ranks. Armor: - Cha Handle Enhancement penalty to attacks, saving throws,
Able_tq cast Lightning Bolt as | ClassLvs 10 Animals. ability checks, & skill checks. A Hex can only be
aDivine spell. " removed by Remove Curse, Break Enchantment, or a
Min Lvl: Clr(thunder)17. Wish-class spell. It does not effect Undead, but can
be reflected back at its caster.
2" +1 Caster Level.
Hex, usable 2/day.
Add 1 spell from the Wizard/Sorcerer list to your spell
list. It can be prepared at its normal level.
Hierophant Know (religion —or— nature): HD: d8 Int: Craft, 1% Although Caster Level does not increase with a new
(amaster of 15 ranks. skill Points: 2 Know(arcana), level of Hierophant, you may add your Class Level to
divine magics | Feats: any metamagic. Attack: Wizard Know(religion), your Caster Level to increase the effectiveness of the
who cangain Ableto cast 7" |evel Divine Good Save: Scry, Spellcraft. spells you do get.
mystic spells Fort. Will Wis: Hedl, Gain a Special Ability from the following list:
va!illtﬁgg Min Lvl: CIr13, Drd13. Wezp: i Profession. Blast Infidel — When using a “negative energy” spell
Con: Concentrate. (i.e., any Inflict Wounds, Circle of Doom, etc.) on a
th :
:}Rfﬁ) Armor: — Cha Diplomacy follow of adifferent deity, treat the spell asif it
(FRe)+ ClassLvs: 5 were Maximized.

Divine Reach — Touch spells may be used on targets
30" away. This Specia Ability may be taken a
second time to increase the distance to 60'.

Faith Healing — Any healing spell used on followers
of your deity is treated asif they are Maximized.

Gift of the Divine — Y ou may transfer one or more of
your turnings (or rebukes) to awilling creature.
The transfer lasts 1-10 days, during which time
your turnings are decreased by the appropriate
amount. Turnings are done at your Cleric Level,
but uses the target’s Charisma bonus.

Master of Energy — +4 to Turning/Rebuking checks &
damage.

Metamagic Feat — Gain a metamagic feat.

Power of Nature — Y ou may transfer one or more of
your Druidic abilities to awilling creature,
including one or more uses of your Wild Shape
ability.

Spell Power +2 —+2 on the DC of all Divine spells &
for overcoming Spell Resistance. This Special
Ability may be taken multiple times.

Spell-Like Ability — Cast aspell asa‘spell-like
ability’ by sacrificing a slot of the matching level.
The slot level can be raised to add metamagics &
set how many times usable per day (base 2/day):
+3 levels — 4/day; +6 levels — 6 /day.

2" Gain another Special Ability.
Holy Liberator | Alignment: CG. HD: d10 Dex: Ride. 1%: Detect Evil, at will.
(chaoticgood | Base Attack Bonus: +5. Skill Points: 2 | Int: Craft, Know +2 Morale bonus on saves vs. Enchantments.
pala(ajlsrtw ’ V(;’TO Diplomacy: 5 ranks. Attack: Fighter | (religion). Gain Wisdom-based Prepared Divine spells from the
cancast pEIS | - on Wil Good Save: Wis Hed, Holy Liberator Spell List.
& summon a i Profession, Sense nd. i i
celestial Min Lvl: Bbn?, Brd7, Clr7, Fort, Will M t' | 2" Add Charisma bonus to all saving throws.
companion) Ftr7, Rgr7, Rog7, Sorl0, Weap: Simple, otive. Smite Evil — On amelee attack vs. an evil target, you can
(DotF p57) Wiz10. Martial Con: Concentrate. choose to add your Charisma bonus to the attack roll.
Armor: All Cha: Diplomacy, If it succeeds, you then add your level to the damage.
ClassLvs 10 Ha_nd!e Animals, Usable once per day.
Intimidate.
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Min Lvl: Wiz5, Sor6, Brd7.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Hordebreaker Base Attack Bonus: +5. HD: d12 Str: Climb, Jump, 1%: Horde Knowledge — you are able to make an Intelligence
(skilled in Know (local): 5 ranks, skill Points, 2 Swim. check with a bonus of your Class level to know some
fighting & . —— Dex: Move Silently. specific information about the local hordes (DC 8 for
understanding Spot: 4 ranks Attack: Fighter . Common knowledge, 13 for Uncommon, 18 for
Feats: Power Attack, Cleave, | Good Save: Int: Know (local),
the local Search Obscure, etc.).
humanoid Great Cleave. Fort. cn.
] ] i Wis Spot Horde Enemy — choose alocal horde creatures from the
hordes) MinLvl: Bbn7, Brd7, CIr7, | Wesp: — Wilderness Lore following list: Bugbears, Gnolls, Goblins,
(SM p110) Ftr7, Mnk7, Pal?_, Rar7, Armor: — o ’ Hobgoblins, Kobolds, or Orcs. You gain +1 on BIluff,
Rog?, Sor10, Wiz10. ClassLvs. 5 Cha Intimidate. Listen, Sense Motives, Spot, & Wilderness Lore
checks vs. your horde enemy, and also +1 damage.
This stacks with a Ranger’ s favored enemy bonus.
2"%: Anyone Charging into your Threatened Area gives you
an Attack of Opportunity.
Horneq Patron: Myrkul. HD: d8 Int: Craft, 1% Grow horns, which can be used as a 1d6 weapon (x2
Harbinger Alignment: LE, NE, CE. Skill Points; 2 | Know (arcana) damage when charging).
g:%l;"gff of the |\ now (the planes): 8ranks. | Attack: Rogue g‘eloﬂr(arfet“gl on), Rebuke / Control Undead as a Cleric of your Class level.
Bones) Must have touched the Crown | Good Save: Wis H eel' Th|s stacks with any current .Clen.c levels.
(F&.Pp197) of Horns, the artifact that Fort, Will IS Tied, Gain access to the Death Domain & its granted power at
holds Myrkul’ s essence. Wesp: — Profession. your Class level, plus any Cleric levels.
Min Lvl: BrdS, Wiz5, Armor: — Con: Concentrate. 2": Deathwatch, always on.
Bbn13, CIr13, Drd13 13, | ool vs 10 Cha: Intimidate. Animate Dead, 1/day. Your caster level is equal to your
Mnk13, Rgr13, Rogl3, Class level + your Charisma modifier + levelsin any
Sorl3. other class that grants you Animate Dead.
Hospitaler Alignment: LG, NG, LN, N, | HD: d8 Dex: Ride. Paladins may freely crossclass.
(someonewho | LE, NE. Skill Points: 2 | Int: Craft, 1% +1 Caster Level.
(t:Jo_nverts t(')at Base Attack Bonus: +4. Attack: Fighter | Know (religion). Casts spells as a Cleric, gaining two of the following
r:eing apr Handle Animal: 5 ranks. Good Save: Wis: Hedl, Domains (which supercede any current Domains):
Ltﬁteg)meas Ride: 5 ranks. Fort Profession. Healing, Protection, War, Glory (if channels positive
(DotF p60) Feats: Mounted Combat, Weap: Simple, | Con: Concentrate. energy) ~or— Domination (if channels negative
(DR286 p97)+ Ride-By Attack. Martial Cha: Diplomacy energy). Your Cleric Ivl is added to your caster Ivl.
Min Lvl: Bbn4, Fir4, Pal4, Armor: All Handle Animals. Lay on Hands —can heal (Class Level x Charisma
bonus) hit-points total per day. Paladin level can be
Rgr4, Brd7, Clr7, Drd?, ClassLvs 10 added to Class Level
Mnk?7, Rog7, Sor8, Wiz8. 0 LlassLevel.
2": +1 Caster Level.
Hunter of the Alignment: LG, NG, CG, HD: d8 Dex: Ride. 1% Detect Undead(PH p194), a will.
Dead LN, N, CN. Skill Points: 2 | Int: Search, Gain Wisdom-base Prepared Divine spells from the
(speci aI_|sts IS Base Attack Bonus: +5. Attack: Fighter Know (religion), Hunter of the Dead Spell List.
fgg: ggage Know (undead): 5 ranks. Good Save: Know(undead) 2™: Smite Undead, once per day. Add your Wisdom bonus
(DR276 p80) Must be able to Turn Undead. Fort Wisf He_)el, to yglur melee g\ttack, & if you hit, add your Class
(DotF p62) Must have lost alevel or Weap: Simple, Profession. Level to your damage.
ability score due to an Martial Con: Concentrate.
undead attack. Armor: All
Min Lvl: Clr7, Pal7. ClassLvs 10
[lithidkin Patron: Illsensine HD: d6 Str: Swim. 1%: Gain Psionics.
(davesto Race: Humanoid or Skill Points: 4 Dex: Hide, Move +3 Psionic power points.
Mind Flayers Monstrous Humanoid Attack: Rogue | Silently. Gain 1 Psionic combat mode.
& their Deity, Ali - LE Int: Craf . ) ’ .
who gein ignment: Good Save: nt Craft, +2 bonus to saving throws against al mind-affecting
psionics, but Know (psionics): 8 ranks. will Know (psionics), effects.
over time Concentrate: 4 ranks. Wesp: — Search 2" +5 Psionic power points.
becomes a Must willingly consume the Armor: — V\Srs' fL_sten, i Communicate mentally with any creature within 30’ that
‘Monstrc_)us brain of a sentient creature. ClassLvs 5 O_ ession, Spot. has a language.
Humanoid) | MinLvi: Wiz5, Cir13, Fur13, Con: Concentrate.
Mnk13, Rgr13, Rogl3, Cha: BIuff,
Sor13. Intimidate.
I ncantatrix Concentration: 4 ranks. HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
(arcanecaster | Know (arcana): 8 ranks. Skill Points: 2 Know (religion), If not specialized in Abjuration, you must immediately
specidizedin | oy (the planes): 8ranks. | Attack: Wizard | Know (planes), become so. Y ou may no longer learn spells from your
dealing Spellcraft: 4 ranks Good Save: Scry, Spellcrat. newly prohibited school, though you can still cast
summoned Ferts | : Wil ) win Wis: Heal, those you already know.
creatures and o ron WL A . Profession. Gain ametamagic fest.
the ethereal metamagic. Weap: — Con: ”
d . on: Concentrate. 2" +1 Caster Level.
plane) Ableto cast 3 level Arcane | Armor: — R
(MoF p31)(MoFe)+ | gpel] ClassLvs. 10 Cha Intimidate. +2 bonus on Dispel checks or overcoming the Spell

Resistance of Outsiders.
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Invisible Blade | BIuff: 8 ranks. HD: d6 Str: Climb, Jump. 1%: ‘Dagger’ Sneak Attack —+1d6 Sneak Attack, only
(weapon Sense Motive: 5 ranks. Skill Points: 4 | Dex: Balance, usable when wielding a dagger, punching dagger, or a
?ﬁg'iﬂgho Feats: Point Blank Shot, Far | Attack: Fighter | EScapeArtist, Hide, kuki. _ -
ook attacks Shot, Weapon Focus (dagger | Good Save: Move Silently, Gain your |nte|hg_ence modifier as a bonus to your AC

! —or— punching dagger —or— Ref Tumble. when not wearing armor & only armed with daggers,
with daggers, | i) Int: Craft. punching daggers, or kukri.

punching ) Weap: — nd
daggers, and | Must defeat an opponentof |\ o Wis: Innuendo, 2 On a successful ‘Dagger’ Sneak Attack (see above), you
kuikri) the same toughness in single - Listen, Profession, may choose not do +1d6 damage in order to make
(DR303 pa3) combat armed only with ClassLvs: 5 Sense Motives, Bleeding Wound', which bleeds for 1hp per round

daggers, punching daggers, Spot. until stopped by magical healing or a Heal check vs.
or kukri. Cha: BIuff, DC 15.
Min Lvl: Brd6, Rog6, Perform.

Bbn13, CIrl3, Drd13, Firl3,

Mnk13, Pal13, Rgrl3,

Sorl3, Wiz13.

Justicar Alignment: LG, LN, LE. HD: d10 Str: Climb, Jump, 1% Can make a melee weapon do subdual damage at no
(bounty Base Attack: +6. Skill Points: 4 | Swim. penalty.
hUnt.e’S. . . Wilderness Lore: 5 ranks. Attack: Fi ghter DeX Hide, Move Subdual Strike — +1d6 Sneak Atta:k, Only usable when
specializing in Gather Info- 5 ranks Good Save: Silently, Open doing subdual damage.

e Search: 5 ranks will Locks, Ride, Use 2™: Gain Feat: Improved Grapple.
pgople back ' g - G Rope. On a successful ‘ Subdual Strike', also do 1 Str damage.
alive) Feats: Track, Skill Focus Wegp: Smple, || e 0 , -

(DR290 p90) (Gather Info.). Martial N )

MinLvl: Ftr7, Pal7, Rgr7 Armor: All Wis: Hed,

InLvl: Ftre, » Rarv, ) Innuendo, Intuit

Clrg, Drd_8, Mnk8, Rogs, ClassLvs: 10 Direction, Listen,

Sor12, Wizl12. Sense Motives,
Spot, Wilderness
Lore.

Cha Bluff, Disguise,

Gather Info.,
Intimidate.

Justicar of Taiia | Patron: Taiia HD: d6 Dex: Hide, Move 1%: Gain Feat: Simple Weapon Proficiency,
(templars of Alignment: LN, N, CN, LE, skill Points, 6 Silently. Feat: Martial Weapon Proficiency (any one), or

the Sun Deity NE, CE. Attack: Rogue | Int: Know (religion), Feat: Exotic Weapon Proficiency (any one).
m;bxﬂg Base Attack: +4. Good Save: Search, Spellcraft. Gain Wisdom-base Prepared Divine spells from the
offend the Know (religion): 6 ranks. Ref, Will Wis: Listen, Sense Justicar of Talia Spdl| List.
church to Min Lvl: Brds, CIr6, Wiz8, | Weap: — Motive, Spot. Sneak Attack +1d6.

‘justice') Bbn9, Drd9, Ftr9, Mnk9, Armor: — Con: Concentrate. 2" +2 Insight bonus on attacks & AC vs. asingle designated

(D&D p205) Rgr9, Rog, Sor9. ClassLvs 10 | Cha Diplomacy, opponent in battle.

Gather Info.,
Intimidate.

Kabuki Warrior | Base Attack Bonus: +5. HD: d10 Str: Jump. 1% Add Intelligence bonus to AC when not wearing armor

(awarrior & Bluff: 5 ranks. Skill Points: 2 | Dex: Baance, & not flat-footed.
E'O‘Nn ;]/yho Perform: 5 ranks. Attack: Rogue Escape Artist, +2 Competence bonus to Bluff, Perform, & Tumble
s his
og(:)?)nel;ts Tumble: 3 ranks. Good Save: Tl_mele' nd. checks.
confused & off | Feats: Dodge, Expertise, Ref, Will Int.. Alchemy, C.raft. 2"%: +1d6 Sneak Attack.
guard) Mobility, Spring Attack. Weap: Martiad | Wis: Sense Motive.
(DR298 p103) Ableto cast 3 lllusion spells. | Armor: — Con: Concentrate.
Min Lvl: Brd9, Sor9, Wiz9. | ClassLvs: 10 | Cha BIuff, Perform.

Keshen Base Attack Bonus: +6. HD: d10 Str: Climb, Jump, 1% When in Light or no armor, you may fight with two
Blademaster Jump: 6 ranks. Skill Points. 2 Swim. slashing weapons.as if you had Feat: Ambidexterity
E_tre:;nedtr? Tumble: 3 ranks. Attack: Fighter | Dex: Ride, Tumble. and Feat: Two-Weapon Fighting.
ight with an . nd. iti i i
tvgo o ngy Craft (weaponsmith): 3 ranks. | Good Save: Int: Craft. 2" +1c\i?egpa$age on asuccessful critical with aslashing
weapons) Feats. Dodge, Expertise, Fort Cha Handle '

(DU97 p114) Mobility, Lightning Reflexes. | Weap: — Animal.
Trained by another Keshen Armor: —
Blademaster. ClassLvs: 10

Min Lvl: Ftr6, Bbn9, Brd9,
CIr9, Drd9, Mnk9, Pal9,
Rgr9, Rog9, Sorl2, Wiz12.
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King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Spot checks
the Desert Hide: 4 ranks. Skill Points: 4 Swim. while in the desert.
I(m?r?te'rnotfhgle Intuit Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, 2. Gain ‘Endure Fire 5'.
d'&?t |& Wilderness Lore: 8 ranks. Good Save: gi(c)j\ée l?sleerFlztlo);e Tra\r/]el spﬁed trr_ough the desert is the same as traveling
dealing with | Spot: 4ranks Fot, Will 1 - " froughapian.
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s Intui ¢
(Mot p6s) Must livein or near adesert. | Armor: Light Direction. Listen
Min Lvl: Bbns, Drd5, Rgr5, | ClassLvs: 10 Spot, Wilderness
Brd12, CIr13, Ftr13, Mnk13, Lore.
Pal13, Rogl3, Sorl3, Cha Handle
Wizl3. Animal.
King/Queen of Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Climb checks
the Forest Hide: 4 ranks. Skill Points: 4 | Swim. whilein the forest.
I(_”‘?S‘e_’ otfhthe Intuit Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, 2™ Gain ‘Endure Fire 5'.
flovr|£ :g? e Wilderness Lore: 8 ranks. Good Save: gi?j\ée L?sleerl]?ﬂo)ge Travel speed through the forest is the same as traveling
desling with Climb: 4 ranks Fort, Will - C;raft . through a plain.
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s | ntui N
(Mot pe5) Must livein or near aforest. | Armor: Light Direction. Listen
Min Lvl: Bbns, Drd5, Rgr5, | ClassLvs: 10 Spot, Wilderness
Brd12, Cir13, Ftr13, Mnk13, Lore.
Pal13, Rogl3, Sorl3, Cha Handle
Wiz13. Animal.
King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Climb checks
the Hills Hide: 4 ranks. skill Points: 4 Swim. while in the hills.
I(master otfhthe Intuit Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, | 2™ Gain‘Endure Cold5'.
Iving in tne Wilderness Lore: 8 ranks. Good Save: Move Silently, Travel speed through the hills is the same as traveling
hills & dealing ) ’ Ride, Use Rope. through a plain
with its Climb: 4 ranks. Fort, Will It Craft '
inhabitants) Feats: Endurance, Track. Weap: Simple Wi.s Intui ;
(MotW p6s) Must livein or near ahill. Armor: Light Direction. Listen
Min Lvl: Bbns, Drd5, Rgr5, | ClassLvs: 10 Spot, Wilderness
Brd12, Cir13, Ftr13, Mnk13, Lore.
Pal13, Rogl3, Sorl3, Cha: Handle
Wiz13. Animal.
King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Swim checks
the Marsh Hide: 4 ranks. Skill Points: 4 | Swim. whileinamarsh.
I(.”‘Fﬂef of the | | it Direction: 4 ranks. Attack: Fighter | Dex: Baance, Hide, 2. Gain'Endure Acid 5'.
rggrggwlg a Wilderness Lore: 8 ranks. Good Save: gi(é\ée l?sleerFlztlo)ge Can swim through marshes at % land movement.
dealing with Swim: 4 ranks. Fort, \_N'” Int: C’raft '
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s Intui ¢
(Motw pes) Must livein or near amarsh. | Armor: Light Direction. Listen
Min Lvl: Bbns, Drd5, Rgr5, | ClassLvs: 10 Spot, Wilderness
Brd12, CIr13, Ftr13, Mnk13, Lore.
Pal13, Rogl3, Sorl3, Cha: Handle
Wizl3. Animal.
King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Climb checks
theMountains | Hide: 4 ranks. Skill Points: 4 Swim. while in the mountains.
I(_”‘?S‘e_’ otfhthe Intuit Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, 2. Gain ‘Endure Cold 5'.
Iving in the Wilderness Lore: 8 ranks. Good Save: Move Silently, Travel speed through the mountains is the same as
mountains & . - Ride, Use Rope. traveling through a plain
dedingwith | Climb: 4ranks, Fort, Will 1 Gt A
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s Intui ¢
(Mot pes) Must live in or near a Armor: Light Direction. Listen
mountain. ClassLvs: 10 Spot, Wilderness
Min Lvl: Bbn5, Drd5, Rgr5, Lore.
Brd12, Cir13, Ftr13, Mnk13, Cha Handle
Pal13, Rogl3, Sorl3, Animal.

Wiz13.
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King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1%: +2 Insight bonus on Wilderness Lore & Move Silently
the Plains Hide: 4 ranks. Skill Points: 4 Swim. checks while in the plains.
(master of the | | it Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, 2": Gain ' Endure Electricity 5'.
living in the ) Move Silently
] Wilderness Lore: 8 ranks. Good Save: ) ’
plains & ! - Ride, Use Rope.
dealing with Move Silently: 4 ranks. Fort, \_N'” It Craft
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s Intui ¢
(Mot p6s) Must live in or near the Armor: Light Direction. Listen
plains. ClassLvs 10 | gpor Wilderness
Min Lvl: Bbn5, Drd5, Rgr5, Lore.
Brd12, Cir13, Ftr13, Mnk13, Cha Handle
Pal13, Rog13, Sor13, Animal
Wiz13. '
King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Swim checks
the Sea Hide: 4 ranks. skill Points: 4 Swim. , while in the water.
I(ir:/ﬁ?teirnotfh?e Intuit Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, | 2':Gain‘EndureCold5'.
wate? & Wilderness Lore: 8 ranks. Good Save: l\RAig\(/ael?sleerFTo)ge
dedling with | Swim: 4 ranks. Fot, Wil 1 ot '
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s Intui )
(MatW pee) Must live in or near alake, Armor: Light Direction. Listen
the sea, efc. ClassLvs 10 | gpor, Wilderness
Min Lvl: Bbn5, Drd5, Rgr5, Lore.
Brd12, Cir13, Ftr13, Mnk13 .
) d ) J Cha: Handle
Pal13, Rog13, Sor13, Animal.
Wiz13.
King/Queen of Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Balance checks
the Skies Hide: 4 ranks. Skill Points: 4 | Swim. whilein theair.
(master Of the | it Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, | 2 GainEndure Electricity 5.
living beneath ) Move Silently
Wilderness Lore: 8 ranks. Good Save: N !
the open sky Fort. Wil Ride, Use Rope.
& deding with | Balance: 4 ranks. ort, Wi Int: Craft
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s | ntui N
(Motw p6S) Must live under the open Armor: Light Direction. Listen
ies. ClassLvs 10 | gnor Wilderness
Min Lvl: Bbn5, Drd5, Rgr5, Lore.
Brd12, Cir13, Ftr13, Mnk13, Cha Handle
Pal13, Rogl3, Sorl3, Animal.
Wiz13.
King/Queen of | Base Fortitude Save: +4. HD: d12 Str: Climb, Jump, 1% +2 Insight bonus on Wilderness Lore & Escape Artist
Underground | Hide: 4 ranks. Skill Points: 4 Swim. checks while underground.
(master of the | | it Direction: 4 ranks. Attack: Fighter | Dex: Balance, Hide, 2": Gain *Endure Sonics5'.
living Wild Lore 8 rank Good Save: Move Silently,
underground ilderness Lore: 8 ranks. 00 e Ride, Use Rope.
& deding with | Escape Artist: 4 ranks. Fort, \_N'” It Craft
itsinhabitants) | Feats: Endurance, Track. Weap: Simple Wi.s Intui ¢
(Motw pes) Must live underground. Armor: Light Direction. Listen
Min Lvl: Bbns, Drd5, Rgr5, | ClassLvs: 10 Spot, Wilderness
Brd12, CIr13, Ftr13, Mnk13, Lore.
Pal13, Rogl3, Sorl3, Cha: Handle
Wiz13. Animal.
Knight-Errant Alignment: LG, NG, CG. HD: d8 Str: Climb, Jump. 1% Receive a Badge of Office, which acts like a Brooch of
of Base Attack Bonus: +5. Skill Points: 4 | Dex: Hide, Move Resistance +1.
Z:_‘;efzmol’?t” Intuit Direction: +2. Attack: Fighter Silently, Ride. Sworn Enemy — choose a group that is a threat to the
elite knight, ! ! Int: Know (any). Silver Marches, such as The People of Black Blood,
diplomat, & K'\TOW (.S|Iverymoon or The Good Save: : e The Church of Bane, Orcs of the Heart Taker Tribe,
blem solver orth): 4 ranks. Fort Wis: Intuit Direction, )
probiem : o : Listen. Sense Orcs of the Dark Arrow Keep, etc. You gain +1 on
for the Silver Ride: 4 ranks. Weap: — Mofive Spot Bluff, Listen, Sense Motives, Spot, & Wilderness
Marches) Spot: 4 ranks. Armor: — Wildermess Lore Lore checks vs. your sworn enemy, and also +1
(SM p112) Feats: Mounted Combat, ClassLvs 10 Cha: Bluff i damage. This stacks with a Ranger’ s favored enemy
a )

Ride-By Attack, Survivor,
Weapon Focus (any lance).

Gain a commission.

Min Lvl: Ftr5, Bbn9, Pal9,
Rgr9, Brd12, CIr12, Mnk12,
Rog12, Sorl2, Wiz12.

Diplomacy, Handle
Animal, Intimidate.

bonus.
2" Gain 1 feat from the Fighter List.

Marches Knowledge — you are able to make an
Intelligence check with abonus of your Class level
on specific knowledge about the Silver Marches.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Knight of the Alignment: LG. HD: d12 Int: Craft, 1% +1 Competence bonus to attack Demons.
Chalice Base Attack Bonus: +8. Skill Points: 2 Know (religion), +1d6 damage on hitting a Demon.
éﬁgca;?lr:éed M| Know (religion): 10 ranks. Attack: Fighter K.now (pl angs). +1 Competence bonus to Intimidate, Listen, Sense
demons) Know (the planes): 5ranks. | Good Save: Vs Profession, Motive, & Spot checks used against Demons.
(DotF p63) Must be able to cast divine Fort, Will Con: C t'at +1 Will save vs. Demon powers.
spells, including Protection Weap: Simple, on: .oncen rae. +1 on any contested skill check vs. a Demon.
from Evil. Martial Clh? I_D(;gtlomacy, Censure Demons — you are able to effect demons
Must own magic full plate Armor: All ntimicate. similarly to how Clerics turn undead.
armor. ClassLvs: 10 Gain Wisdom-based Prepared Divine spells from the
Has demons as a favored Knight of the Chalice Spell List (§80).
enemy & has vanguished 2" Immune to fear effects generated by Demons.
qne. All alies within 10° gain +4 Morale bonus to saves vs.
Min Lvl: Pal8, Clrll. fear generated by Demons.
Knight of the Patron: Trithereon HD: d8 Str: Swim. 1% Gain Feat: Track. If you aready has this feat, gain a+2
Chase Alignment: CG. Skill Points: 2 | Dex: Ride. Synergy bonus on associates skill checks.
(:]emDpI ars off Base Attack Bonus: +6. Attack: Fighter | Int: Craft, Gain Wisdom-based Prepared Divine spells from the
the Deity o o : ;
ReariD tY 2 Handle Animal: 4 ranks. Good Save: Know (religion). Clerlg spell Ils_t. Y ou cannot spontaneously convert
ripution ) . N them into healing spells.
Liberty, who Ride: 4 ranks. Fort Wis: Intuit Direction, . A )
A Wean: Simol Profession 2™ +1 Insight bonus on attack rolls when using a
gain special Feat: Weapon Focus €3p; SImple, Wildermess Lore Longsword or a Shortspear.
dog & hawk (Longsword). Martial i
companions Must Vow to follow ‘The Armor: All Con: Concentrate.
E\eller tlhme tr? Code of the Chase'. ClassLvs: 10 | Cha Handle
tyrgniserfrr]eeunt Min Lvl: Bbn6, Ftr6, Rgr6, Animal.
Javes ’etc) Brd8, CIr8, Mnk8, Rog8,
(DR29T92) Sor12, Wiz12.
Knight of the Alignment: LG, NG. HD: d10 Dex: Ride. Paladins may freely crossclass.
Middle Circle | pase Attack Bonus: +6. Skill Points: 2 | Int: Know (arcana). | 1%: Gain Feat: Blindfight.
(watrer;)rs, Handle Animal: 7 ranks. Attack: Fighter | Wis: Hedl, Against a designated opponent, gain a +2 Insight bonus
ﬂ:o %resr’s & | Gather Info.: 4ranks. Good Save: Innuendo, to attacks & AC. Usable once per combat.
SCOE Eustss) ’ Innuendo: 4 ranks. will Profession, Sense Gain Wisdom-based Prepared Divine spells from the
(DotF p65) Min Lvi: Bbn6, Pal6, Rgr6, Weap: Simple, Motive. Knight of the Middle Circle Spell List.
Drd8, Ftr8, Brdll, CIr1l, Martial Con: Concentrate. 2" Tongues(PH p265), usable Class Level + Charisma bonus
Mnk11, Rogll, Sor12, Armor: All Cha: Diplomacy,
Wiz12. ClassLvs 10 Handle Animals.
Knight of the Alignment: LG, NG, CG. HD: d10 Str: Climb, Jump, 1%: Immune to the Fearful Aura of Dragons.
Scale Base Attack Bonus: +6. Skill Points: 2 Swim. All alieswithin 10’ gain a +4 Morale bonus on saves vs.
(ka _mﬁunted Know (arcana): 4 ranks. Attack: Fighter | Dex: Ride. fear. If you are also a Paadin with Aura of Courage,
night . i ithin 10 arei
spe%ializing i | Ride 9ranks. Good Save: Int: Know (any). all alieswithin 10 aremmune to the Fearful Aura.
leading attacks | Feats: Mounted Combat, Fort Wis Heal. Detect Dragons (as Detect Evil, but can’t be stunned), at
on dragons) Weapon Focus (heavy lance) | Weap: Simple, Con: Concentrate. . ‘ ’
(DR296 p30) Must help slay a young-adult Martial Cha: Diplomacy, 2542 Sacredatbo;uzgpl‘?vl ng tTrZWS vds. adrago(;tispells &
dragon (or older) & have Armor: All Handle Animals. Supernatur ilities (including dragon breath).
armor made from its scales. ClassLvs 10
Min Lvl: Bbn6, Ftr6, Pal6,
Rgr6, Brd15, CIr15, Mnk15,
Rog15, Sor15, Wiz15.
Knight Race: Human, Half-EIf, EIf, HD: d10 Dex: Ride. 1%: When protecting a weaker creature, gain +2 on Attack
Protector of or Dwarf. Skill Points; 2 | Int: Know (nobility). rolls & Weapon damage.
) ignment: LN, LE. Attack: Fighter | Wis: Spot. ieswithin 10’ gain +4 Moral bonus vs. fear
wigégit] Al t LG, LN, LE g Sp All al hin 10 4 Moral b f
i
» Base Attack Bonus: +4. Good Save: Cha: Intimidate,
(noble knight . ; 2": Gain Feat: Iron Will
who protects Feats. Power Attack, Cleave, Will Diplomacy. -an ked. [ron Will.
the weak) Gresat Cleave, Mounted Weap: Simple, Get +2 on a skill check, once per day
(S&F p24) Combat. Martial
Diplomacy: 6 ranks. Armor: All
Proficiency with Heavy ClassLvs 10
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L asher Base Attack Bonus: +5. HD: d10 Str: Jump. 1% +1d6 whip sneak attack.

(whip master) Feat: Weapon Focus (Whip). | Skill Points. 2 Dex: Balance, Y ou can do non-subdual damage with a whip.
E% Eeﬁis) Rope Use: 2 ranks. Attack: Fighter | EscapeArtist, Use Can make an Attack of Opportunity vs. foes within 5’ as
Craft (leatherworking): Good Save: Ref | ROPe. amelee weapon.
2 ranks. Weap: — Int: Craft. 2": Act asif you have the Feat: Improve Trip when using a
Proficiency with Whip. Armor: — Wis: Spot. whip or whip-dagger.
Min Lvl: BbnS, Ftr5, Pals, ClassLvs 10 | Cha Intimidate Use the whip as a 3 hand.
Rar5, Brd7, Clr7, Mnk7,
Rog7, Sor10, Wiz10.

Life Drinker Must have the vampire HD: d12 Dex: Hide, Move 1% Lifewell — For every Constitution point drained, add 1 to
(specially template. Skill Points: 4 Silently. your Lifewell. For every Negative Level bestowed,
trai ne_d Alignment: LE, NE, CE. Attack: Rogue | Int: Know(arcana), add 2. You Lifewell can hold up to 3 points per Class
vampireswho | oy (arcana): 6 ranks Good Save: All | Search, Spellcraft. Level.
can sore & dlcraft 6 ranks } Wis: Listen, For 1 Lifewell point, gain 1d6 temporary hit points.
use the life Sp ' ' Weap: — Profession, Sense Temporary hit points don't stack & fade if not used at
energy of their | MinLvl: n/a Armor: — Motive, Spot. sunrise.
lglol\?)o 063) ClassLvs: 10 | chg BIUff. 2": For 4 Lifewell points, apply Feat: Empower Spell to a
(DR288 p64) single spell for no other cost.

Lightbearer Race: Gnome or Halfling HD: d8 Int: Craft, 1% Detect Evil(PH p192) at Class Level. Usable at will.
(paladin-like | Alignment: LG, NG, CG. Skill Points; 2 Know (religion), Light(PH p222) at Class Level. Usable at will.
Fr:gt;.:]t;::)f Know (religion): 8 ranks. Attack: Rogue ggﬁrgfotcal)’ 2": Resist Elements(PH p246) at Class Level. Usable once per
races) K_now (local): 4 ranks. Good Save: All |\ " o, Listen, day.

(DR285 p70) Diplomacy: 4 ranks. Weap: — Profession, Spot,
Feats: Alertness. Armor: — Wilderness Lore.
Min Lvl: Brd5, CIr5, Pal5, ClassLvs: 10 Con: Concentrate.
Wi z5, anl3, Dl'd13, th13, Cha: Intimidate,
Mnk13, Rgrl3, Sorl3. Diplomacy.
L oremaster Know (any): 10 ranks. HD: d4 Int: Alchemy, 1% +1 Caster Level.
(caster who Know (any other): 10ranks. | Skill Points: 4 | Appraise, Decipher Gain asingle ‘secret’, which can be chosen from the
specializesin Feats: Skill Focus (Know Attack: Wizard | SCript following list if your Class Level + Intelligence bonus
?or;dlc;]t?en lore) (any)), 3 metamagic or item | Good Save: g‘g\l"érgt‘)’)v Sary, is greater than or equal to the ‘rank’
(DMQG o3 creation feats. Will Wis Heal. Rank Secret
(DMGe)+ Able to cast 7 Divination Weap: — IS. i 11 4 ranksin anew skill
spells, with at least one Armor: — Profession. 12 +3hp
being 3 level. : Con: Concentrate. )
ClassLvs 10 ) 13 +1 to Will saves
Min Lvl: Brd7, Wiz7, CIr9, Cha: Gather Info., 1 +1 o Fortitude saves
Drd17, Pal17, Rgri78, Handle Animals,
Sorl7. Perform, Use Magic 15 +1 to Reflex saves
Item. 16 +1 to attacks
Speak Language. 17 +1to AC
18 Any one feat
19 1 extra1® level spell
20 1 extra 2" level spell
2": +1 Caster Level.
Bardic Knowledge(PH p29).
Add Class Level to all Knowledge checks.
Mage of the Know (arcana): 8 ranks. HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
Arcene Order | Fegrs Cooperative Spell, one | Skill Points: 2 | Scry, Know (any), Guild Membership, which includes a research library,
(gggd 621399) other metamagic feat. Attack: Wizarg | Spellcraft. lab, and ‘job board'.
(T&:8 pe0) Able to cast 2™ level Prepared | Good Save: Wis: Profession. Access to the Guild Spellpool. By taking afull-round
Arcane spells. Will Con: Concentrate. action, you can fill an unused dlot with a 1-3 |evel
Join the Arcane Order. Weap: — Speak Language. spell of your choice, though it fades in 1 minute per
Min Lvl: Wiz5. Afmor — level. You may access atotal number of spell levels
: equa to half your caster level, but to atotal debt of 3
ClassLvs: 10 times your caster level. All spell levels you take from
the Spell Pool must returned by depleting a spell.
2": +1 Caster Level.

Gain a bonus metamagic feat.
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Mage-Killer Spellcraft: 10 ranks. HD: d4 Int: Craft, 1% +1 Caster Level.
(arcane casters | Fegts: Great Fortitude, Skill Points: 2 Know (any), Scry, +1 Fortitude & Reflex save vs. spells.
jocused on Lightning Reflexes, Combat | Attack: Wizard | SPellcraft 2" +1 Caster Level.
illing other i i .
ot 9 CaSt.' ng, Martial Weapon Good Save: Con: Concentrate. Gain Feat: Augment Summoning.
e Proficiency (any). Wil Cha Gather Info,
Ableto cast 4" level spells, Weep: — Intimidate.
including 3 that require -
Reflex saves & 3 that require | Armor: —
Fortitude saves (damage ClassLvs: 10
spells with no saves aso
count).
Min Lvl: ClIr8, Drd9, Sor9,
Wiz9, Brd10.

Marinelord Alignment: NG, LN, N, CN, | HD: d8 Str: Climb, Jump, 1% Sea creatures are automatically friendly to you.
(Animal Lord NE. Skill Points: 2 Swim. Able to have twice your Class level in sea creature
spglallzed N[ Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide.

\;ark? Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), Sense sea creatures within your Class level squared
porpoi’sea Swim: 2 ranks. Fort, Ref Spellcraft.
octopuses, Feats: Animal Defiance, Weap: — Wi_s Heal, Ir_1tuit Gain \_Nisdom-based F’repared Divine spells from the
crocodiles, Animal Control, Skill Focus | Armor: — Direction, Listen, Animal Lord Spell List.
etc) (Swim). ClassLvs 10 Spot, Wilderness 2" Speak with sea creatures at will.

(Motw p43) Able to cast Detect Animals Lore. Breath water at will.
or Plants, Speak with Cha: Animal
Animals, and Animal Empathy, Handle
Friendship. Animal.
Min Lvl: Drd6, Rgr6.

Mask of Patron: Johydee. HD: d8 Str: Climb. 1%: Gain Wisdom-based Prepared Divine spells from the
Johydee Alignment: NG. Skill Points; 4 | Dex: Disable Mask of Johydee Spell List.
ngth g\ff of the | pase Attack Bonus: +5. Attack: Rogue | Device, Hide, Move Bonus Language: Ferral.

o Disguise: 6 ranks. Good Save: Silently, Open Lock
Mischief) i Int: Appraise,
(DR302 p34) Gather Info: 6 ranks. Ref, Will - Apprase,

. Decipher Script,
Spot: 4 ranks. Wesp: ;
. : crossbow Read Lips
Feats: AIertn&_sa Skill Focus (light, hand), Wis: Innuendo,
(Bluff —or— Diplomacy —or— dagger, dart Listen, Spot.
Gather Info). N
o handaxe, light | Cha: BIuff,
Able to speak Old Oeridian mace, sap, Diplomacy,
Min Lvl: Brd?7, Rog7, Bbn9, shortbow, Disguise, Gather
Clr9, Ftr9, Rgr9, Sor10, short sword, Info.
Wiz10. sling, throwing
axe, rapier.
Armor: Light,
Shields
ClassLvs: 10

Master ) Alchemy: 10 ranks. HD: d4 Int: Alchemy, Craft, 1% +1 Caster Level.

Alchemist Spellcraft: 10 ranks. Skill Points: 2 Know (arcana), Able to brew 2 potions in one day as long as their total
(I(:—i\(rns t(tJ. Feats: Brew Potion, Magicd | Attack: Wizard | SOV Spellcraft. value s as most 1,000 gp.
vr:/]ithe pgl;;)ns Artisan (potions), Good Save: Wis: Profession. 2": +1 Caster Level.
hi ghesrpthan go | SKill Focus (Alchemy). will Con: Concentrate. Able to brew potions based on 4" level spells at a cost of
level) Ableto cast 4™ level spells. Weap: — 50 gp * Spell Level * Potion Caster Level.

(MoF p34) Min Lvl: Wiz7, Sor8, Drd10, | Armor —
ClIrl7, Drd17, Pal17, Rgrl7. ClassLvs 10

Master of Alignment: LN, N, CN, LE, HD: di10 Str: Climb. 1%: Fear(PH p203) by rattling his chains as a standard action at

Chains NE, CE. Skill Points: 4 | Dex: Balance, Class level, once per day.
(expertwitha | Fegrs; Expertise, Improved Attack: Fighter | EscapeArtist, Hide, | 2™:You can fight while climbing a chain or rope with no
5&'";9% chain) Trip, Improved Disarm, Good Save: Ref | Open Lock. penalty & no advantage to your opponent. If you can
(S&Fp27) Wesapon Focus (spiked Int: Craft swing, you gain a+2 AC bonus.
: Weap: — :
chai n), _\Ne_apon _ A ) (metalwork).
Specialization (spiked rmor: = Cha: Intimidate
chain). ClassLvs: 10

Escape Artist: 6 ranks.
Open Lock: 4 ranks.
Intimidate: 4 ranks.
Min Lvl: Ftr9.
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Master of Alignment: LN, N, CN, LE, HD: d8 Int: Craft, 1% +1 Divine Caster Level.
(Sh;c_)u_ds NE, CE. Skill Points: 2 Enowgag?ana)y) Gain access to the Death, Evil, & Protection Clerical
adivine Base Will Save: +5. - Fi now(reigion), Domains.
caster who C trate: 10 rank Attack: Fighter Scry, Spellcraft. Gain Feat: Extra Turni
specializesin oncentrate: 10 ranks. Good Save: Wis. Profession ain Feat: Extra Turning.
controlling Spellcraft: 10 ranks. Will c ! c R Add the spells on the_Master of Shr0de Supplemental
undead) Able to cast Divine spells. Weap: Simple En_' .or|1centrate. Spell List IgdSt to the Divine spells available to be
(DotF p66) Access to Death, Evil, or Armor: All Cha: Diplomacy. Ny prepared.
Protection Clerical Domains, | ClassLvs 10 2" +1 Divine Caster Level.
or at least a spell from one of
them.
Able to channel negative
energy.
Min Lvl: Clr7.
Master of the Know (arcana): 5 ranks. HD: d6 Int: Alchemy, 1% +1 Caster Level.
Secret Sound | | jsten: 5 ranks. Skill Points: 2 Know (arcana), Sound of Stunning — as a Standard Action, Stun a target
(sEeI:caster s Perform: 8 ranks. Attack: Wizard | SC7Y: Spellcraft. within 30' for 1d4 rounds (Will save vs. DC (10 +
who |earn to . . Wis: Innuendo, Class level + Charisma modifier) to negate). Usable
use mystic Spellcraft: 5 rank. Good _ﬁave. Listen, Profession. once per day for each 3 Class levels.
sounds in Feat: Alertness. Wi _ . - .
. th . Con: Concentrate. 2™ Any damage spell you cast does an additional 1d6 sonic
offensive & Must be able to cast 5" level Weap: — Cha: Perform damage.
defensive spells, at least 5 of which Armor: — :
ways) must be [sonic] or ClassLvs 10
(DR297 p78) [language-dependant].
Min Lvl: Brd13, Clr13,
Drd13, Sor13, Wiz13.
Master Samurai | Base Attack Bonus: +5 HD: d10 Str: Jump. 1%: +2 on Tumble checks.
(bastard sword | Fegts: Power Attack, Skill Points: 2 | Dex: Ride, Tumble. Gain Feat: Great Cleave.
(., katana) Improved Initiative, Attack: Fighter | Int: Know (codeof | 2™ You cantekea5' step before doing a Cleave or Great
Epeuallst that Mounted Archery, Mounted | .04 save honor) Cleave.
as extensive . -
trzining in %‘;Zbafj' Wea(rj)oncllzocus Ref, Will Know (nobility) If you delay until after your opponent has attack you in
beating one or (bastan S\{VF)I’ ). Cleave. Weap: Simple Cha: Intimidate melee, you gain +2 on Attack & Damage rolls against
many Know (nobility): 4 ranks. Martia him.
opponents) R|<_je:_ 4 ranks. Armor: All
(ggp%) Intimidate: 4 rank. ClassLvs 10
+
(&F9 Min Lvi: Ftr6, Bbn15, Pal15,
Rgr15, Brd18, Cir18,
Mnk18, Rog18, Sorl8,
Wiz18.
Mighty Patron: Kord. HD: d10 Int: Craft, 1%: Damage reduction 5/- vs. subdual damage.
Contender of | Ajlignment: CG. Skill Points; 2 | Know (religion), When using the Strength Domain ability ‘ Feat of
Kord'al Base Fort Save: +4. Attack: Rogue Spellcraft, Scry. Strength’, add your Class Level to your Cleric Level
ecialt is i i
(Sr?eﬂ of)t/he Know (religion): 9 ranks. Good Save: Wis: Heal, Intuit to determine the effect. You are now able to use the
prie ) Fort. Will Direction, power base (Str bonus) times per day.
Deity of Feat: Bndurance, Power . Profession, Sense 2" +1 Divine Caster Level
Strength) Attack. Weap: S_|mple, Motive. ’ '
(DR283 p46) Able to cast Divine spells Martial Con: Concentrate.
(Strength Domain is pretty Armor: All Cha: Intimidate
h too). . : '
Much necessary too) ClassLvs 10 | “pinjomagy.
Min Lvl: Clr6, Rgri5.
Mindbender Bluff: 4 ranks. HD: d4 Int: Scry, 1% +1 Caster Level.
(speci alézed in" | Diplomacy: 4 ranks. Skill Points: 2 gg\l/v ﬁny), Gain the ability to communicate telepathically with any
arcane . ) craft. intelli ing withi y
Intimidate: 4 ranks. Attack: Wizard intefligent being within 100,
_m;Jlndang ¢ | SenseMotive: 4ranks Good Save: Wis: Innuendo, You can distribute +6 bonus across 1 or more of the
n “Ienc'”g O et L eadership Fort, Will Profession, Sense following skills: BIuff, Diplomacy, Intimidate, &
PTe&ng?s) Abl 't 3¢ | ' oA Weap: — Motive. Sense Motive.
spglg ¢ e Areane Armor: — Con: Concentrate. 2": Suggestion(PH p257) on a creature up to size Large within
Lo . o Cha: Animal 100', Will savevs. DC 17 to resist. The effect lasts
Min Lvl: Sor6, Wiz6, Brd7. | ClassLvs: 10 Empathy, Bluff, until 2 sentences command is done, or 6 hours. Up to
Diplomacy, twice per day.
I ntimidate.
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Ableto cast 2™ level Divine
spells.

Min Lvl: CIr5, Drd5, Rgrl3.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Monk of the Alignment: LG, LN, LE. HD: d8 Str: Climb, Jump, 1%: Class levels stack with Monk levels for calculating Base
Enabled Hand Base Unarmed Attack Bonus: | Skill Points 4 Swim. Unarmed Attack Bonus, Base Movement, & AC
(martial artists +4 ] +1. Attack: Rogue Dex: Baance, bonus.
who learn Feats Improved Unarmed Good Save: All Escape Artist, Hide, ‘Mind over Hand' strike, Class level times per day, but
many special Strike, Deflect Arrows, o Move Silently, no more than once per round. Make a normal
un?]r med sirike | £y pertise, Improved Disarm. Weap: — Tumble. unarmed strike, but use the target’s touch AC. If
techniques) D - .

(DRZ%?%)) Must be accepted by the Alrmor . Int: Craft, 5 successful, do .norr.nal damage. . .
Order. ClassLvs: 5 Know(arcana). 2" Y our unarmed strike is treated as being +1 with regards
Min Lvl: MnKke. Wis: Listen, to Damage Reduction.
Profession.
Con: Concentrate.
Cha Diplomacy,
Perform.

Mortal Hunter Type: Outsider HD: d10 Str: Climb, Jump. 1%: Gain Charisma-base Impromptu Arcane spells from the

(an Outsider Alignment: LE, NE, CE. Skill Points: 4 | Dex: Hide, Move Mortal Hunter Spell Lidt.
Who'l—j| Base Attack Bonus: +5. Attack: Fighter Silently. Mortal Hunting +1 — Against mortals, gain a+1 on
specialy ' ) . Int: Know(arcana) attacks, damage (including ranged if within 30'), &
trained at Move Silently: 3 ranks. Good Save: Know(rdligion), the following skill checks: BIUF, Listen, Sense
stalking & Wilderness Lore: 5 ranks. _ Know(the planes), Moative, Spot, & Wilderness Lore. Stacks with any
hunting all Feats: Alertness, Mortalbane, | Weap: — Search. appropriate ‘ Favored Enemy’ bonus.
forn::lof Track. Armor. — Wis Intuit Mortal Skin — Polymorph Self in a humanoid form only.
Bovh ;g4) Able to speak Common. ClassLvs: 10 Direction, Listen, A piece of mortal skin must be used as a material
Min Lvl: n/a Sense Motive, Spot, component & determines the spell’s duration (though
Wilderness Lore. the effect can be ended by the caster at any time):
Con: Concentrate. Skin Sample Duration
Cha BIuff, Disguise. Same as humanoid polymorphing into Permanent
A different humanoid 1 hour
Non-humanoid 10 minutes
2": Detect Mortals, at will — As Detect Undead, but applies
to mortals. Cast @ 15" level.
Gain Feat: Boost Spell-Like Ability.

Mystic Know (arcana): 10 ranks. HD: d6 Int: Alchemy, Craft, 1%: Add 2 spells dots to any spell level you can currently
(arcane Know (religion): 10 ranks Skill Points: 2 Know (any), Scry, cast. They don't have to go to the same level, but
researchers) Spellcraft: 10 ranks. Attack: Wizard Spellcraft. your highest level can only get one.

(DR274 p49) : : . ) . .
Feats: Spell Penetration, Good Save: Con: Concentrate. Permangntly modify one spell with one of the following
Spell Focus, will fegts Empowe_r Spell, Enlarge Spell, Extend Spell,
one metamagjic feat, one Weap: Still Spell, or Silent Spell. The spell’s level does not
item creation feat. Armo'r' _ nd. f:hange.
Min Lvl: Wiz7, Brdg, CIr9, | cyass Lvs 10 27 Gan 1 language.
Brd17, Pal17, Rgrl7, Sorl7. Add 3 more spells slots (as above).
Mystic Alignment: NG, CG, N, CN, HD: d8 Int: Alchemy, Craft, | 1%: +1 Divine Caster Level.
V\/_ar_]derer NE, CE. Skill Points: 2 Know (any), Sary, Gain a Sacred bonus to AC equal to your Charisma
(divine casters | Alchemy: 3 ranks. Attack: Wizard | SPellcraft. bonus when wearing no armor.
\(Ii\l:(t)h\g?nvsglz)o Diplomacy: 8 ranks Good Save: Con: Concentrate. Seep, cast a Class Level + highest Divine Caster Level.
(MoF p3s) Know (nature): 3 ranks. Will, Ref Usable once per day. Y ou must be wearing light or
Perform: 3 ranks. Wesp: — - no_a_rmor.
Profession (herbalist): 3 ranks | Armor: — 2%:+1 Divine Caster Level.
Feats Iron Wil ClassLvs 10 Gain afamiliar as if you were a sorcerer / wizard.

+2 Competence bonus to Profession (herbalist) and
Know (nature) checks.
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Nightcloak Patron: Shar HD: d8 Int: Craft, 1%: +1 Caster Level.
(specialty Alignment: NE. Skill Points: 2 Know(arcana, Darkness Domain spells can be prepared as a normal
pDn_&sts ?f the | Base Attack Bonus: +4. Attack: Rogue hr'fto?” aici Divine spell of the same level.
eity of the planes, religion), .
Nigtz/t) BIUff: 2 ranks. Good Save: Scr;) Sp?l craf?. ) | 2% +1 Caster Level.
(DR286 p82) Move Silently: 2 ranks. Fort, Will Wis Heal. Intuit Darkvision 60'.
(F&Pp198) Perform: 4 ranks. Weap: Simple Direction. Can see 10’ in magical darkness.
Feats: Iron Will, Shadow Armor: All Profession, Sense Cannot be blinded by magical effects.
Weave Magic, Tenacious ClassLvs: 10 Moative. Eyes become totally black.
Magic —or— Pernicious Con: Concentrate.
Magic, Spell Focus _ Cha BIuff,
(Enchantment —or— Illusion Diplomacy.
—or—Necromancy).
Able to cast 2™ level Divine
spells.
Clerics must have access to
the Darkness Domain.
Min Lvl: CIr9, Rgr9.
Nightshade Race: Drow. HD: d8 Dex: EscapeArtist, | 1: Gain Feat: Daylight Adaptation.
(Drow Alignment: LE, NE, CE. Skill Points: 6 Hide, Move Move through natural & magical webs unhindered.
infiltrators & ’ . . Silently, Open nd.
Move Silently: 7 ranks. Attack: Rogue ' 2" Able to walk on walls.
scouts who . i Lock, Pick Pocket,
gain spider- Feats: Point Blank Shot. Good Sa\(e. Ref Tumble.
like abilities Must be able to cast Arcane Weap: Simple, | |t Dedi pher Script,
from the spells. * S, Disable Device,
venomintheir | Must survive the initiation g’]ap'e't; & Read Lips, Search.
?Dlgtz)gg 092) ceremony of being ort oW Wis: Innuendo,
repeatedly blt_ten by Armor: Light Listen, Sense
monstrous spiders. ClassLvs 10 Motive, Spot.
Mll’:l Lvl: Bl’d4Y Sorll, Cha: Bluff, DI%UISE,
Wizll. Gather Info,
Intimidate, Use
Magical Device.
Nightsong Base Attack Bonus. +5. HD: d8 Str: Climb, Jump, 1%: Tithe 10% of earnings to the Guild.
Enforcer Move Silently: 10 ranks. Skill Points: 4 Swim. Access to the Guild's training area & “job board”.
(thief trained Hide: 10 ranks. Attack: Rogue | Dex: Balance, +1d6 sneak attack.
towork ina o Escape Artist, Hide, nd i iesi
team) Feats. Improved Initiative, Good Save: Ref Move Silentl)’/ | 2™ Always succeed at Spot checks to see hidden aliesin the
ick Draw. . ’
(DR293 pB4) Quick Draw Weap: — Open Lock, Ride, aea
Go through 3 months of Armor: — Tumble.
special training. ClassLvs 10

Min Lvl: Brd7, Mnk7, Rgr7,
Rog7, Bbnl7, Clr17, Drd17,
Ftr17, Pal17, Sorl7, Wiz17.

Int: Decipher Script,
Disable Device,
Profession, Read
Lips, Search.

Wis: Innuendo,
Intuit Direction,
Listen, Spot.

Cha: Disguise,
Intimidate, Use
Magical Device.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Nightsong Open Lock: 10 ranks. HD: d6 Str: Climb, Jump, 1%: Tithe 10% of earnings to the Guild.
Infiltrator Move Silently: 6 ranks. Skill Points: 8 Swim. Access to the Guild's training area & “job board”.
t(:JhLerfe;Ir(ali Eed Disable Device: 4 ranks. Attack: Rogue | Dex: Balance, Detect traps as a Rogue does,
anywhere) Pick Pocket: 5 ranks. Good Save: Ref '\Eﬁsgjg%ﬁ;aj‘t’ Hide, When climbing, you do not loose your Dexterity bonus
(DR294 p66) Feats: Alertness. Weap: — Open Lock F);’ck to AC & opponents do not get +2 to attack you.
Go through 3 months of Armor: — Pocket, Ri de R_edu(_:e the penalty of any action atter_npted while
special training ClassLvs 10 Tumblé Usé Rope cllmtt>)| ng (such as op:Inlngf % locked window) by your
' ’ ’ Dex bonus (min of 0).
Min Lvl: Rog7, Brdl7, Int: Appraise, Craft, nd. : (min penalty of 0) '
CIrl7 Drdl7. Etrl7. Mnkl7 Decioher Sorint 2" After studying a small area up-close for 1 hour, gain a
Pal 17’ Rgr17’ Sorl?y Wi 217’ Di salra)l Devi pL Competence bonus equal to your Wisdom bonus for
S ' Fo e oo 24 hour within that area to the following skills: BIuff,
Sg;?err]y, otession, Climb, Disable Device, Disguise, Hide, Move
) cn. Silently, Open Lock, & Search. The bonus adways
V{'_Si |n“SUpendQ applies to your permanent home base.
isten, Spot.
Cha: Bluff,
Diplomacy,
Disguise, Gather
Info, Use Magical
Device.

Ninjaof the Base Attack Bonus. +6 HD: d8 Str: Climb, Jump, 1% When wearing no armor or shield, you get the AC bonus

Crescent Feats: Improved Unarmed Skill Points: 4 Swim. just like aMonk, plus your Wisdom bonus.

Moon Strike, Deflect Arrows, Attack: Rogue | Dex: Balance, +1d6 sneak attack.

E??Jrgiho chk-‘Draw : Good Save: Ref | ESCapeArtist, Hide, | o' mproved Evasion — On a successful Reflex save, take

hag\]/e Move Silently: 10 ranks. Wezp: — Move Silently, no damage; on a failed save, take half damage.

supernatural Hide: 10 ranks. Armor: — Tumble. By making hand-gestures, you may cast Hypnotic

abllltleS) Must have the Evasion cl L - 10 Int: Alchemy, Craft. Patter ns(PH p215) that effects 2d4 + Class level hit

(S&F p30) ability. asLys Wis: Listen. dice. Target must make aWill savevs. DC 12 +

(S&Fe)+ ; . Charisma bonus. The effect lasts aslong as the

Min Lvi: Mnk8, Rog8. gestures continue, plus 1 round. Usable once per day

per Class Level.

Occult Slayer Base Attack Bonus: +5 HD: d8 Int: Craft, 1% +2 bonus on all saving throws vs. all spells & magical
(trained to Know (arcana): 4 ranks. Skill Points: 2 Know(arcana), effects.

23;‘;?2' Spellcraft: 3 ranks. Attack: Fighter | Selloraft. Bond with one specific masterwork weapon. This

. i . Wis: Innuendo, weapon does +1d6 damage when it hits opponents
those that use Fﬁ;pénm'g;%\;id( ;wl)an ve Go?;jorsta\\/,s.i” Listen, Profession, who are spell casters or who have spell-like abilities.
spell-like ) : " Sense Motive. If the weapon is lost or destroyed, you may bond with
abilities, Min Lvl: Bbn5, Ftr5, Pal5, Weap: Simple, Cha Gather Info anew one of the same type.
including Rar5, Brd7, Clr7, Drd?, Martial ) nd. . )
doing extra Mnk7, Rog7, Sorl0, Wiz10. | a - Al 2" When you ready an actlc_)n to disrupt a spell, your attack
damgge with a ’ ’ ' rmor. does double damage if successful.
bonded ClassLvs: 5 Spell Turning, L/day. Caster level is Class level + 5.
weapon) Used as a Free Action.
(DR303 p44)

Ocular Adept Patron: The Great Mother. HD: d6 Int: Know (religion), | 1%: Become acleric of the Deity of Beholders, including
(humanoid Race: Humanoid or skill Points, 2 Scry, Spellcraft. choosing 2 Domains from the following list: Evil,
clericsto the Monstrous Humanoid. Attack: Rogue Wis: Heal, Spot. Hatred, Law, Strength, Tyrant. Note that characters
Deity of Alignment: LE, NE o Con: Concentrate who were Clerics to a different deity before
Beholders, Co Good Save: - - renouncing it to being following The Great Mother
who have a Base Fortitude Save: +4. Fort, Will CS?- Dipl Oén;ﬁy ' are a special case discussed on (FR p200).

Beholder eye | Concentrate: 8 ranks. Wesp: — Ir:fs(;)gwse, e Gain the Beholder's Language.

grafted into Feats. Endurance. Armor: — ’ +4 bonus on Spot checks.

their forehead ; ; .

& gain one Survive aritud ’where a ClassLvs: 10 Charm Person ray, 2/day. The eye must ‘rest’ for 1 full
type of Beholder graft's the eye of round after each use. The ray takes a Standard Action
Beholder eye an Eyeball Beholderkin into to use, has arange of 100', asave DC of (10 + ¥

ray each level) J&UFLL‘I’WET?: I  Classlevdl + Charismamodfier).

F&P p200 : y ' ' 2": Jeepray, 2/day. Theeye must ‘rest’ for 1 full round
gDRsopo p1)10)+ Rar5, Brd12, Sorl2, Wiz12, Py ol K4

after each use. Theray takes a Standard Action to
use, has arange of 100’, asave DC of (10 + %2 Class
level + Charisma modifier), & only effects 1 target.
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Oozemaster Alchemy: 4 ranks. HD: d8 Str: Swim. 1% At will, you may secrete one type of ooze (chosen from
(a spellcaster Swim: 4 ranks. skill Points: 4 Int; Alchemy, Craft, thelist below). You gain immunily to that type of
who starts Feats Great Fortitude. Attack: Rogue Know (nature), ooze. Asa FuII-Roun(_j Action, you may md(e a
secreting d Spellcraft. melee touch attack while generating ooze:

til Able to cast 3" level spells. Good Save: !
0ozes unti - i F Wis Hedl Ooze Effect
finally Min Lvl: CIr5, Drd5, Wiz5, ort =
becoming one Sor6, Brd7, Pal11, Rgril. Weap: — Profession, Brown Mold  1d6+Class level cold subdual
himself)g ’ ' ’ A N Wilderness Lore. damage to flesh
(Motw pb7) rmor: - Con: Concentrate. Gray Ooze 1d6+Class level acid damage to
ClassLvs 10 | cha Disguise flesh, metal, or wood
Ochre Jelly 1d4+Class level acid damage & 1d4
subdual damage to flesh only
Phosphorescent Touched area glowsin a30' radius
Fungus until cleaned off
2": +1 Caster Level.

—1 Charisma.

+(Class level) bonus to Disguise checks.

Y ou can throw the ooze you secrete, usable 1/day. Itisa
ranged touch attack with a 10" range increment. The
target takes the damage listed above & everything
within 5’ takes 1 point of appropriate damage.

Orc Race: Orc, Half-Orc. HD: d8 Str: Climb, Jump. 1%: When attacking a creature susceptible to critical hits with
Blademaster Base Attack Bonus: +6. Skill Points: 2 | Dex: Balance, Move aBastard Sword, add your Class level to any damage
(expertwitha | o (religion): 5 ranks. Attack: Fighter Silently, Tumble. done. Note that you may not use shield or an off-
bastard sword ) - - Int: Know (religion) hand weapon to get this benefit.
who dso gains | Feats: Dodge, Mobility, Good Save: ' 9OM- 1 . isibility for up to (Class level + Charisma modifier)
spell-like Exotic Weapon Proficiency Fort Cha Intimidate. ’ iUt Y d p This effect rend "
abilties) (bastard sword), Expertise, Weap: — minutes, /day. This effect renders you scentless.
(DR299 p106) Spring Attack. Armor: —

Min Lvl: Ftr7, Bbnl2, Pal12
) il il CI L - 5
Rgr12, Brd15, CIr15, asLvs
Mnk15, Rog15, Sor15,
Wiz15.

Orc Scout Race: Orc, Haf-Orc, HD: d8 Str: Climb, Jump, 1% While scouting, you gain +1 bonus to the following
(trained to do Tanarukk. Skill Points: 4 Swim. checks: Climb, Heal, Hide, Intuit Direction, Listen,
reconnaigsance Base Attack Bonus: +5. Attack: Rogue | Dex: Hide, Move Move Silently, Search, Spot, & Wilderness Lore.
g)r(lt:g:dlesfor Move Silently: 6 ranks. Good Save: Ref Silently, Use Rope. Asan Exper;ijn cet\?om_llaé_;e, if you spend 1 n:ilrgjte while

eriods of Wilderness Lore: 4 ranks. Weap: Simple, Int: Craft, Search. unobserved In the wilderness, you gan a

p ) " " | Wis Hea. Intuit Competence bonus to your Hide checks as long as

time) Feats: Alertness, Endurance, Martial IS Ted, il you stay in one place & don’'t move.

(SM p114) Stedlthy. Armor: Light Direction, Listen, nd. : )
] i Spot, Wilderness 2™ Gain one of the following Feats: Blooded, Forester,

MinLvl: Rgr6, Brd7, Mnk7, | ClassLvs: 5 Lore Resist Poison, Survivor, Toughness, or Treetopper.

Rog7, Bbn9, Crl9, Drd9, : Your b t t0 40
Ftr9, Pal9, Sor10, Wiz10. our base movement goes Up to 457

Order of the Base Attack Bonus: +5. HD: d10 Str: Swim. 1% +1d6 ranged sneak attack.

Bow Initiate Feats: Point Blank Shot, Skill Points: 2 | Dex: Ride. 2": Can fire abow while in a threatened hex and not
gmaster of the Precise Shot, Rapid Shot, Attack: Fighter | Int: Craft (bows), generate an Attack of Opportunity.
S%Vp o Weapon Focus (straight Good Save: Know (religion).
(S&Fp32) bow), Weapon ; )
R ) Ref, Will Wis: Spot.
Specialization (straight i
bow). Weap: —
Know (religion): 2 ranks. Armor: —
ClassLvs: 10

Proficiency with a straight
bow.

Min Lvl: Ftr5.
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Outlaw of the Base Attack Bonus: +4. HD: d6 Str: Climb, Jump, 1%: +1d6 ambush (like ‘sneak attack’, but only usable on a
Crimson Road | pegrs: Expertise, Improved skill Points. 6 Swim. surprised opponent, not a flanked one).

(popular Initiative. Attack: Rogue | Dex: Balance, Pledge yoursdlf to an Outlaw Code, which usually
criminal in Bluff: 5 ranks. Good Save: Escape Artist, Hide, defines who you will leave aone (the poor, your own
conflict with . . Move Silently, race, etc.). This group will idolize you and secretly

“ " Disguise: 5 ranks. Fort, Ref )

_the law”, ) o Ride, Tumble, Use help you. If you break your pledge, you loose access
either asa Gather Info.: 5 ranks. Weap: Simple, Rope. to this class features (and the group’s support) until
goodguy ora | Intimidate: 5 ranks. g‘ni gartlal, Int: Appraise, Craft, you atone.

?s?s%%) Ride: 5 ranks. - Lich Forgery, Search. 2"%: Gain one of the following feats for which you qualify:
Must be hunted by “the law”. Armor: Light Wis: Innuendo, Alertness, Improved Disarm, Improved Trip,
Min Lvl: Bbn?7, Brd7, CIr7, ClassLvs: 10 Intuit Direction, Mounted Archery, Mounted Combat, Quick Draw,
Drd7. Ftr7. Mnk7. Pal7 Listen, Sense Ride-By Attack, Spirited Charge, Trample, Weapon
Rgr7, Rog7, Sor8, Wiz8. Motives, Spot, Finesse, or Whirlwind Attack.
Wilderness Lore.
Cha: BIuff,
Diplomacy,
Disguise, Gather
Info., Intimidate,
Use Magic Device.
Pale Master Alignment: LN, N, CN, LE, | HD: d6 Dex: Hide, Move 1% +1 Caster Level.
(arcane NE, CE. Skill Points; 2 Silently. +2 Natural Armor.
undeadb Know (religion): 8 ranks. Attack: Wizard | Int: Alchemy, Craft, | 2": Animate Dead(PH p174), once per day.
Y‘T’Sréngs)e) Feat: Skill Focus (Know Good Save: Scry, Know (any),
(religion)). Fort, Will Spellcraft.
Ableto cast 3 level Arcane - Wis: Listen,
spells. eren?gr Profession
Spend 3daysinacryptwith | o Lvs 10 Con: Concentrate.
an undead. Cha: Diplomacy.
Min Lvl: Wiz5, Sor6, Brd7.
Peerless Archer | Base Attack Bonus. +7. HD: d10 Str: Climb, Jump, 1% +1d6 ranged sneak attack.
(expert archer | Craft (bowmaking): 10 ranks. | Skill Points: 2 Swim. +3 bonus to Craft (bowmaking) checks.
& flet(;I'ller who Feats: Point Blank Shot, Attack: Fighter | Dex: Balance, Hide. | 2™: Reduce an opponent’s Cover or Concealment category
;an :2 o € Precise Shot, Far Shot, Good Save: Int: by 1 step (does not apply to Full Cover).
arragws even if QU'_C|_< Draw : _ Fort ?raf t(bowmaking). Able to manufacture +1 arrows.
helsheis not a Ptr)of|C| ency with a straight Weap: — V\\//:/sI dSpot, )
i M'OWL : Fu7,BONO, PaS, | o e
(SM pl15) inLvl: Ftr n .
! ’ J ClassL 10
Rgr9, Brd10, CIrl2, Mrk12, | ~ oo -
Rog12, Sor14, Wiz14.

Planar Base Attack Bonus: +6. HD: d10 Str: Climb, Jump, 1%: Designate a plane & its natives to be your focus.
Champion Know (the planes): 4 ranks, Skill Points: 4 Swim. Against a native of that specific plane, gain +1 on
(warrior who . Aot —— Dex: Hide, Move Bluff, Diplomacy, Gather Information, Listen, Sense
fights on many Feat: Weap(_)r? Specialization. | Attack: Flghta Silently, Ride, Use Motive, Spot, & Wilderness Lore checks. Do +1
different Must have visited 2 planes of | Good Save: Rope. damage if within 30" & the target is susceptible to
planes) existence other than your Fort, ‘Ref Int: Craft, Know (the critical hits. Gain +1 on Intuit Direction checks on
(MotP p28) native one. Weap: Simple, I'anes) Search your favored plane. Bonuses stacks with ranger’s

Min Lvl: Ftr6. Martia V\? | T ' favored enemy bonuses.
Armor: Al is: Intuit nd, - .
rmor Direction, Listen, 2" See Invisible, at will.
ClassLvs: 10

Profession, Spot,
Wilderness Lore.
Cha Handle
Animals, Intimidate.

Speak Language.
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Planeshifter Concentration: 10 ranks. HD: d4 Str: Swim. 1% Plane Shift, at Character Level. Usable once per day.
(an arcane Know (the planes): 4 ranks. Skill Points. 4 Dex: Ride. 2" +1 Arcane Caster Level.
;?(Satc? al\?lzr; in Spellcraft: 10 ranks. Attack: Wizard | Int: Alchemy, Craft, Cast Analyze Portal at Highest Caster Level, usable
; Feat: Craft Wondrousltem. | Good Save: Know (any), Scry, Class Level times per day.
traveling from N Search, Spellcraft
planeto plane) | Ableto cast 5" level Arcane Fort AL, S :
(MotP p30) spells. Weap: — Wl_s Ir_ltun
Must have visited 1 plane of Armor: — gr'r'n’
existence other than your ClassLvs 10 oression.
native one. Con: Concentrate.
Min Lvl: Wiz9, Sor10, Cha: Diplomacy,
Brd13. Gather Info.,
Intimidate, Perform.
Speak Language.
Prairie Runner Race: Halfling. HD: d8 Str: Jump, Swim. 1% +10' movement when in Medium armor or lighter & not
(fast-running | |ntuit Direction: 4 ranks. Skill Points: 4 | Dex: Move Silently, heavily encumbered.
(r‘;'zleégg% Wilderness Lore: 8 ranks. Attack: Rogue | Tumble. Double movement for 10 minutes per Class level.
Feat: Endurance, Run. Good Save: Wis: Heal, Intuit |U s?blegnce pff dgly. Must tt))e 'ng edium armor or
’ irecti i ighter & not heavily encumbered.
Travel 3 daysdonein the Fort, Will Direction, Listen, e Y
prairie Weap: — Wilderness Lore. 2™ +10 Insight bonus to Wilderness L ore checks for
) ) ) Con: Concentrate. determining the fastest, most direct route.
Min Lvl: Bbnb5, Drd5, Rgr5, Armor: — C " . , i -
Brd13, CIr13, Ftr13, Mnk13, | ClassLvs 5 Cha: Diplomacy. You can ‘hustle’ for Constitution modifier + Cla§s I_evei
P13 R ogl?; Sorla ' asLvs hours. Each hour after that you make a Constitution
Wi 21’3 ’ ' check vs. DC 10 + (the number of previous checks).

' The 1% time you fail, take 1 subdual damage. The 2™
time you fail, take 2 subdual damage. The 3" time,
take 4 subdual damage, and so on. While in this
trance, you do not need to eat or sleep & only require
the typical amount of food & sleep when it is over.

Psi-Hunter Base Attack Bonus; +5. HD: d8 Str: Climb, Jump. 1%: Detect Psionics, at will.
(trained to Know (psionics): 5 ranks. Skill Points: 4 Int: Craft, Gain Intelligence-base Prepared Arcane spells from the
g;ck down& | cerrs Track, Iron Will. Attack: Fighter | Know (psionics), Psi-Hunter Spell List.
si(?r?itsts using | Must be able to cast Arcane Good Save: Search, Spellcraft. Gain 1 point of Mental Hardness,
Epecialized 9 spells. will Wis: Spot, Gain +1 Luck bonus on saves vs. psionic powers.
arcane magics) | MinLvl: Brd7, Wiz7, Sor10. | Weap: Simple, ?vﬁfz; Lore 2"%: Generate psychic static in a 30’ radius (use the Catapsi
(DR281 p84) Martial o " field rules)
Armor: All Cha Intimidate
ClassLvs: 10
Poison Fist Alignment: LN, N, CN, LE, HD: d6 Str: Climb, Jump, Monks may freely crossclass.
(ninja NE, LE Skill Points; 6 Swim. 1% Choose which clan of the Poison Fists you are joining.
assassins who Base Attack Bonus: +3. Attack: Rogue | Dex: Balance, That determines some of your future abilities:
32?;":"])'26 N | Hide: 8ranks. Good Save: All | Disable Device, Clan Form@1*  Poison@4"  Spell Ability@6"
FDRzgg p4a7) Intimidate: 5 ranks. Weap: — gzijqpi (/;\crlgslt\}l g\; ge, Snake Tiny Viper  1d2 Con Cobra's Breath
Move Silently: 8 ranks. Armor: — Silently, Tumble. Scprpl on T?ny chrp. 1d4 Str ng of Er.lfeebl e
Feats: Dodge! Improved ClassLvs 10 Int: Craft, Forgery, Spider Tiny Spider 1d4 Str Spider Climb
Unarmed Strike, Great Know (local), Read Gain Poison Training
gjrtm.‘de‘FMs?b'“ty‘ K Lips, Search. Ableto Clan Form L/day for 10 + Class Level minutes.
< unning atlt ;or— monk's Wis: Innuendo, You may switch between your natural form and the
.unnmg K. Listen, Sense clan form as a free action at any time during the
"Rarts, Rog12, 13, Marive, Spot dudion
gr12, Rogl2, ClIrl3, _ N nd.
Drd13, Fir13, Sor13, Wiz13. Cha BIuff, Disguise, | 27 *+1d6 Sneak Attack.
Gather Info.,
I ntimidate.
Primal Rager Alignment: NG, CG, N, CN, [ HD: d10 Str: Climb, Jump, 1%: Unarmed attacks do 1d4 subdual damage if Medium-
(abarbarian NE, CE. skill Points: 4 Swim. sized & 1d3 subdual damage if Small-sized.
with more Base Attack Bonus: +8 Attack: Fighter | Dex: Ride. At the start of a Rage, you may chose to decrease the
flexibility with | £ Improved Unarmed Good Save: Int: Craft. Rage's duration by up to 1 round per Barbarian +
FDlg/glgfslf %1%) Strike. Iron Will Fort Wis Intuit Primal Rager level. For each sacrificed round, gain
b : . e :
Wilderness Lore: 5 ranks. Weap: — Direction, Listen, +1 Strength & +1 Constitution to this Rage. Note that
- the new Constitution does not effect the duration.
Able to Rage 2/day. Armor: Light Spot, Wilderness nd - 6
. . - ' Lore. 2™ Y ou may suppress a Rage for up to Wisdom modifier
Min Lvi: Bbn8. Medium Cha Hand rounds. While suppressed, you are not fatigued. You
ClassLvs: 5 a Handie

Animal, Intimidate.

have the option of ending a suppressed Rage, but then
the fatigue takes effect normally.
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Min Lvl: Ftr5, Bbn6, Rgr6,
Brd7, CIr7, Rog7, Sorl0,
Wiz10.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Purple Dragon | Alignment: LG, NG, CG. HD: d10 Dex: Balance, Move | 1%: When you guard a familiar, enclosed area due to
Highknight Base Attack Bonus: +8 sKill Points 2 Silently. following orders, you gain +2 Str, +2 Con, +2
(heroic knights Feats Dodge, Endurance, Attack: Fighter Wis: Listen, Sense Resistance bonus to al saves, & +4 AC. These
of Cormyr Great Fortitud ' : Motive, Spot. bonuses end when you move or stop fighting.
who specialize reaL or e Good Save: o 2": Does not loose Dex bonus to AC when caught flat-
in protecting Min Lvl: Bbng, Fir8, Pal8, Fort Con: Concentrate. T ooted 9
castles) Rgr8, Brd11, CIr11, Drd1l, | weap: Simple, | Cha Diplomacy. ooted.
(DR-A5 p62) M !'\kll, Rog11, Sor16, Martial
Wizl16. Armor: All
ClassLvs: 10
Purple Dragon Alignment: LG, NG, LN, N. HD: d10 Str: Climb, Jump, 1% Rally Cry —all alies within 60' gain +1 Morale bonus
Knight Base Attack Bonus: +4. Skill Points 2 Swim. on their next attack & gain 5' on their movement until
(heroic knights Diplomacy —or— Intimidate: Attack: Fighter | Dex: Ride. your next turn. Usable 3 times per day.
thc?ggr 1 rank. Good Save: Cha: Diplomacy, When using the Aid Another action, give your ally +4
nloc?ps - Listen: 2 ranks. Fort Intimidate. Circumstance bonus to AC instead of the normal +2.
nd. } R . )
battle) Ride: 2 ranks. Weap: Simple 2" Inslpl re Courag?] —atl)ly aI\I r|\§p| ri ngt;halll :s \_Nlthdastone rour_]d ?er
(FRpd9) Spot: 2 ranks Armor: Lioht onger speech, ies within haring distance gain
: - - Lignt, Morale bonus on saves vs. charm or fear effects —
Feats: Leadership, Mounted Medium, and- +1 Morale bonus on attacks & weapon damage.
Combat. Shields The effect lasts 5 rounds after you stop speaking, and
Membership in the Purple ClassLvs: 5 you can continue it while you fight (but not while
Dragons. casting spells). Usable once per day.
Min Lvl: Bbn6, Brd6, CIr6,
Drd6, Ftr6, Mnk6, Pal6,
Rgr6, Rog6, Sor8, Wiz8.
Radiant Servant | Patron: Pelor. HD: d6 Int: Craft, 1% +1 Caster Level.
of Pelor Alignment: NG. Skill Points: 2 Know(arcana), Any spells you cast with the Light descriptor have twice
(specialty Base Will Save: +5. Attack: Rogue | Know(religion), the radius & are considered to be cast by someone |
priest of the y Spellcraft, Scry. level higher.
Deity of Light Know (religion): 9 ranks Good Save Wis: Heal When turning undead, add your Class Level to determine
. i ' urning u , u i
& Mercy) Know (undead): 3 ranks. Fort,_W|I| Profession, Sense ralglind Y
(DR283 pd2) Heal: 5 ranks. Weap: Simple, Motive. .
) . Martial If you have access to the Sun Domain, you may do a
Feat: ExtraTurning. Armor: All Con: Concentrate. Greater Turning (Sun Domain special power) 3 +
Able to cast Divine spells. ol L 10 Cha Diplomacy. Charisma bonus times per day instead of 1.
Min Lvl: Clr6. aslvs 2" 11 Caster Level.

Any Healing Domain spell you cast is treated as if it
were under the effect of Feat: Empower Spell, though
it doesn’t take a higher level dlot.

You are immune to al diseases.

Rage Mage Alignment: NG, CG, N, CN, HD: d6 Int: Know (arcana), 1%: Spell Rage, for 3 + Con bonus rounds, once per day:
(magical NE, CE. Skill Points: 2 | Spellcraft. a) -2 AC;
Pg%igg Base Attack Bonus: +5. Attack: Wizard | Wis: Profession. b) Spells from the Abjuration, Conjuration, Evocation,
Feat: Combat Casting. Good Save: Con: Concentrate. Necromancy, & Transmutation schools are cast with
Must be able to cast 1% level Wwill +2 effective levels & adding the Class Level to spell’'s
Arcane spells. Weap: Simple, DC; and
Must be able to Rage. Martial ¢) At the end of the Spell Rage, you are Fatigued.
Min Lvl: Bbn5/ Wizl. Armor: — Gain Charisma-base Impromptu Arcane spells from the
ClassLvs 10 Rage Mage Spell List.
2": While in a Spell Rage, use Character level instead of
Arcane Caster level for determining the effective level
of spells from the schools listed above.
Ravager Alignment: CE, CN, NE. HD: d10 Dex: Ride, Move 1%: Once per day, either
(templars of Base Attack Bonus: +5. Skill Points: 2 Silently. a) make a touch attack that does 1d8 +1/Class Level;
tsr;e Df]’ty of Feats Dirty Fighting, Power | Attack: Fighter | Int: Know (religion), —or—
(S&aggag)er ) Attack, Sunder. Good Save: Profession. b) make a melee attack that does weapon damage +
Intimidate: 3 ranks. Eort Cha: Intimidate 1d4 + 1/Class Level
Know (religion): 3 ranks. Weap: Simple, 2" Enemies within 10’ receive a—2 moral penalty to all
Wilderness Lore: 4 ranks. Martial saving throws for one round, once per day.
Must survive the initiation. Armor: All
ClassLvs: 10

Prestige Classes

Page 52




Dungeons & Dragons 3¢ Edition Index — Prestige Classes

March 15, 2003

ClIr9, Drd9, Ftr9, Mnk9,
Pal9, Rgr9, Sor9, Wiz9.

Motive.

Cha: Bluff,
Diplomacy,
Disguise, Gather
Information,

Intimidate, Perform.

Speak Language.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Reaper’s Child | Patron: Nerull. HD: d8 Str: Climb, Jump. 1%: When fighting with a Scythe, you may use your
(Order of Alignment; LE. skill Points: 4 Dex: Balance, Unarmed Attack rate (just like nunchaku, etc).
Monks Base Unarmed Attack Bonus: | Attack: Rogue Escape Artist, Hide, Class levels stack with Monk levels for calculating Base
dedicated to +4] +1, Good Save: All | Move Silently, Unarmed Attack Bonus, Base Movement, & AC
the Reaper ) i Tumble. bonus.

; Feats: Improved Unarmed Weap: Monk .

Deity, who ° eap ) .
specidizein Strike, Deflect Arrows, Seythe Int: Craft, +1 Insight bonus to AC.
the scythe) Dodge. Armor: - Know(religion). 2" Immune to Mind-Affecting spells, spell-like abilities,
(DR299 p47) Know (religion): 4 ranks. ClassLvs 5 Wis: Listen, ete.

Survive the initiation Profession.

ceremony. Con: Concentrate.
Min Lvl: Mnk®. Cha: Bluff,
Intimidate, Perform.

Reaping Mauler | Base Attack Bonus: +5. HD: d10 Str: Climb, Jump, 1%: When wearing light or no armor, gain Feat: Mobility.
(expert at Escape Artist: 8 ranks. Skill Points. 2 Swim. On a successful unarmed strike, you may initiate a
grappl ';? Tumble: 5 ranks. Attack: Fighter | Dex: EscapeArtist, grapple as a Free Action without generating an attack
eventu i
learnin s)J/ome Feats: Improved Unarmed Good Save: Tumble. of opportunity. )
effecti\?e Strike, Clever Wrestling. Fort, Ref Int: Craft. Y our grapple damage can be normal (instead of subdual)
“finishing Must defest 3 opponentswho | Weap: — Wis: Profession . without z.;xpen.alty. _
moves) areat least 1 sizelarger than | Armor: Light Cha: Intimidate 2" When wearing light or no armor, gain a +1 bonus on all
(DR303 p46) you with your bare hands. ClassLvs 5 opposed Grappl_e checks, opposed Strength checks, &

Min Lvl: Brd7, Mnk7, Rog?, opposed Dexterity checks.
Bbn13, CIr13, Drd13, Ftr13,
Pal13, Rgrl3, Sorl3, Wiz13.
Red Avenger Base Attack Bonus: +5. HD: d8 Dex: Balance, Hide, | Monks may freely crossclass.
(masters of Feats: Improved Unarmed Skill Points: 4 | Move Silently, 1%: Asastandard action, make a sonic attack in a cone 30
;15' ng St_"ﬁ?gth Strike, Stunning Fist. Attack: Rogue Tumble. long. All targets in the cone are Stunned unless they
rom within I is Li i i
(Sa F o) ) Listen: 8 ranks. Good Save: Al | Wis Listen, Spot. . make a Fc.)rtltude save vs. DC 15 + Wisdom bonus.
(S&Fe)+ Tumble: 8 ranks. Weap: Simple Cha: Gather 2™ Add your Wisdom bonus to any one save, usable Class
Min Lvl: Brd7, Monk 7, Armor: Light, Information. Level times per day.
Rog7, Bbn13, CIrl13, Drd13, Medium,
Ftr13, Pal13, Rgrl3, Sorl3, Shields.
wizl3. ClassLvs: 10
Red Wizard Alignment: LN, N, CN, LE, HD: d4 Int: Alchemy, Craft, | 1%: +1 Arcane Caster Level.
(highly NE, CE. Skill Points; 2 Scry, Know (any), Y ou must take extra prohibited Arcane Schools to
specialized Race: Human from Thay. Attack: Wizard | SPellcraft. support your focus in your Specialized School. It
arcane caster . . Wis: Innuendo, takes the same amount of Prohibited Schools asit did
Spellcraft: 8 ranks. Good Save
from the . O Profession. at 1% Level (when the Speciaization was originally
try of Feats: Tattoo Focus, plus 3 Wwill "
country ol o ] : - Con: Concentrate. chosen). You may learn no additional spells from the
Thay) metamagic or item creation Weap: — ne by .
ay, f . newly Prohibited School(s), though you can still cast
FR p50) eats. . Cha Intimidate
(FRp Armor: the ones you already know.
(DR288 po6)+ Ableto cast 3 level arcane i -
ClassLvs: 10 +1 on any save against spells from your Specialized
spells. School
Y ou must be Specialized in nd. )
an Arcane School (thisisa 25+l Arcane_Caster Level. o
prerequisite of Tattoo When casting spells from your Specialized School, add 1
Focus). to the spell’s DC & add 1 to attempts to overcome
Min Lvl: Wiz5. Spell Resistance.

Royal Herald Base Attack Bonus: +4. HD: d6 Dex: Hide, Move 1%: Gain Charisma-based Arcane Impromptu Spells from the
(amagic-using | BIuff: 4 ranks. Skill Points: 4 Silently, Open Royal Herald Spell List.
py) Diplomacy: 6 ranks. Attack: Rogue | LO%k- When someone attempts to detect your alignment, you
(DR-AS pe2) Gather Information: 6 ranks Good Save: Int: Forgery, can make a Will save vs. DC of 10 + spell level +

o ’ ) Ref Will Decipher Script, caster's ability mod. If successful, you can make your
Sense Motive: 4 ranks. o Know (any), Read alignment be perceived as any you wish.
Must be able to speak 3 Weap: Simple || ins Search, Scry. | 2™ gneak attack +1d6.
languages. Armor: Light Wis: Innuendo,
Min Lvl: Brd6, Rog6, Bbn9, ClassLvs: 10 Listen, Spot, Sense
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Royal Explorer | Decipher Script: 5 ranks. HD: d8 Str: Climb, Jump, 1%: Gain 1 language.
(member of an | |ntuit Direction: 8 ranks. Skill Points. 6 Swim. Bardic knowledge, based on Class level + Intelligence
explorer N Profession (cartographer): Attack: Rogue | Dex: Ride Use bonus.
?QCI ettgtc\)N an0 8 ranks. Good Save: Rope. 2. Gain Feat: Track.
areauf he spen)(/js Wilderness Lore: 5 ranks. Fort, Ref Int: Appraise, Craft, When you travel to anew culture, or at least every
timein) Feats: Alertness, Endurance. | Weap: Any Decipher Script, month, make a Know (geography) check vs. DC 15.
(S&Sp13) , one Exotic Disable Device, If you succeed, gain a+4 circumstance bonus on
Submit areport of a K h X )
o . i now (geography), Diplomacy checks for that culture until your next
significant exploration to the | Armor: — Search ; ; .
Society’s Review Council. ClassLvs 10 - check. At higher class levels, this check provides
Y asLvs Wis. Intuit bonuses to additional skills.
Min Lvl: Brd7, Rog7. Direction, Listen,
Profession, Sense
Motive, Spot,
Wilderness Lore.
Cha: Diplomacy,
Gather Information,
Handle Animals,
Use Magic Device.
Speak Language.
Runecaster Spellcraft: 8 ranks. HD: d8 Int: Craft, 1% +1 Divine Caster Level.
(adivine Craft (metal-working, Skill Points: 2 Know(arcana), +1 on your Craft checks to create runes.
caster calligraphy, gem-cutting, Attack: Rogue Know(religion), 2" +1 Divine Caster Level.
specialized in stone-carving, wood- i Scry, Spellcraft. ! L )
; ; ’ Good Save: ) +1 on your rune's DC's; vs. attempts to erase, dispel, or
creating runes) | carving, etc.): 8 ranks F : Wis: Hedl, ' . ;
(FR p51) ’ ort, Will o disable; and for attempting to overcome Spell
Feats: Inscribe Rune. Weap: — Profession. Resistance.
Ableto cast 3 level Divine | o Con: Concentrate.
Spells. ' Cha: Diplomacy.
h . ClassLvs: 10
Min Lvl: CIr5, Drd5, Pal13,
Rgr13.
Sacred Exorcist | Alignment: LG, NG, CG. HD: d8 Int: Craft, 1% +1 Caster Level.
(onewho Know (the planes): 7ranks. | Skill Points; 2 Know (arcana, the Gain access to the Exorcism Clerical Domain.
searches for Know (religion): 10 ranks. Attack: Rogue planes, religion), Able to turn undead as a cleric.
and combats o Scry, Spellcraft. o
possession by Able to cast Dismissal or Good Save: Wis Hedl Y ou must choose to specialize in either Undead or
undead & Dispel Evil. Will Profess 0I:l Outsiders. Against your chosen foe, gain +1
outsiders) Must be sanctioned by the Weap: Simple Con: Conc'entrate competence bonus on BIuff, Intimidate, Listen, Sense
(DotF p68) church. Armor: — - O - Motive, & Spot checks, and to attempts to overcome
Min Lvl: Wiz9, Brd10, ClassLvs 10 Cha: Intimidate. , Spell Resistance.
Clr11, Pal14. 2" +1 Caster Level.
Detect Evil, usable at will.
+4 sacred bonus to saving throws vs. possession (i.e.,
Magic Jar, ghost’'s malevolence, etc.).
+2 sacred bonus on attempts to dispel possession.
+2 sacred bonus on saves vs. charm & compulsions cast
by outsiders or undead.
Sacred Fist Base Attack Bonus: +4. HD: d8 Str: Jump. 1%: Vow to only use light armor and no weapons.
(temple Feats: Alertness, Combat Skill Points. 4 Dex: Balance, Unarmed combat damage is 1d6 if Medium-sized, or 1d4
protectorswho | Reflexes, Improved Attack: Fighter | EScapeArtist, if Small. This goes up as levels are gained.
vOW1onotuse | Unarmed Strike. Good Save: Tumble. Gain an additional Clerical Domain from your deity’s
eapons) Able to cast Divine Spells. Fort, Ref Wis Hed, list.
(DR286 p97)+ Min Lvl: ClIr6, Drd6, Pal6, Wesp: — Profession. Flurry Attack —you have the option of doing an extra
Rgr6. Armor: — Con: Concentrate. attack at your highest attack bonus, but all your
' attacks this round (including the extra one) are at —2
ClassLvs: 10 :
to hit.
With regards to damage reduction, your fists are
considered +1 weapons.
Gain Wisdom-based Prepared Divine spells from the
Sacred Fist Spell List.
2": Evasion — on a successful Reflex save, take no damage

instead of half.
Gain Feat: Combat Casting.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Sensate Intuit Direction: 5 ranks. HD: d6 Str: Swim. 1%: Gain Darkvision 60'.
(Faction who Spot: 7 ranks. Skill Points: 2 Dex: Balance, Ride, +5 competence bonus to Intuit Direction, Listen, Sense
believes that Listen: 7 ranks. Attack: Rogue | Tumble. Maotive, Spot, and Wilderness Lore checks. You can
EXperencels | s Al ertness, Skill Focus | Good Save: Int: Craft, also always “take 10" on any of these checks at any
B ) (Know (any)). will Know (any), time.
Min Lvl: Rgr4, Rog? Weap: Simple Spellcraft. 2" Enthrall(PH p200), at Character Level, except with only a
Bbnli, Brdlli, CIrl, ,Drdll, Armor: Light Wis. Hedl, Listen, verbal component. Usable Class Level times per day.
Ftrll, Mnk1l, Pal1l, ROrLL, | Sjasslvs 10 Spot.
Sorll, Wiz11. Con: Concentrate.
Cha: Animal
Empathy, BIuff,
Disguise, Gather
Info., Handle
Animals, Perform.
Shadow Adept | Alignment: LN, N, CN, LE, | HD: d4 Dex: Hide. 1% +1 Caster Level.
(one who NE, CE. Skill Points; 2 | Int: Craft, Gain Feat: Insidious Magic, Feat: Pernicious Magic, and
learnshow to | Know (arcana): 8 ranks. Attack: Wizard | Know (any), Scry, Feat: Tenacious Magic.
cast magic Spellcraft: 8 ranks. Good Save: Spellcraft. 2" +1 Caster Level.
with the . Wis Profession ) . .
Shadow Feats: Shadow Weave Will IS. ession. Gain Low-Light Vision.
Weave) Magic, plus a metamagic Weap: — Con: Concentrate. +1 on your saves vs. spell from the Enchantment,
(FRp52) feat. Armor: — Cha: Bluff, Disguise. I1lusion, and Necromancy schools, and any spell with
Ableto cast 3 level Arcane ClassLvs 10 the ‘Darkness’ descriptor.
or Divine Spells.
Min Lvl: Clr5, Wiz5, Sor6,
Brd7, Drd13, Rgri13.
Shadowdancer Move Silently: 8 ranks. HD: d8 Str: Jump. 1%: Can make a Hide check even when being observed & in
(trained to step | Hide: 10 ranks. skill Points, 6 Dex: Balance, the open as long as there are shadows within 10'.
i; ;ﬂ out of Perform: 5 ranks. Attack: Rogue | EscapeArtist, Hide, | 2™: Uncanny Dodge — Retains Dex bonus to AC even if
ows, . ) L
Feats: Dodge, Mobility, Good Save: Ref T_umble, Move caught flat-footed or attacked by someone invisible.
control them, Silently, Pick isi i
& even get Combat Reflexes. Weap: Club, Pocked ’U R Darkvision(PH p190), at will.
undead Min Lvl: Brd7, Rgr7, Rog?, Crossbow Int CD " se S(::p'e.t Evasion — No damage on a successful Reflex save.
shadows as Bbn17, CIrl7, Firl7, Pa17, (hand, light, %éarcﬁmp er SCript,
helpers) Sorl7, Wiz17. & heavy), A
(DMG p34) dagger, dart, | Wis: Listen,
(DMGe)+ mace, Profession, Spot.
morningstar, | Cha: BIuff,
quarterstaff, Diplomacy,
rapier, sap, Disguise, Perform.
shortbow,
short sword.
Armor: Light
ClassLvs: 10
Shifter Feats. Alertness, Endurance. | HD: d8 Str: Climb, Swim. 1%: Greater Wild Shape (1/day) — Y ou may use this spell-
(expert shape- | Ableto cast 3 level spells. Skill Points: 4 | Dex: Hide. like ability to polymorph yourself into the form of a
gvh:tgé I\I)\/Ihc?an Ableto change form viaWild | Attack: Rogue Int: Craft, Know (?:Jn;l Ing[ a/lavegl umrg;z i\?td d?clér?r?gr?ljov:hg;?rﬁtgorm
take the form ge;pitfl ter Saif, Polymorph | Good Save: (r.1atur(.a). extraordinary abilities. Stackswith a Druid’s Wild
of Plants, =, S _ Fort, Ref Wls Listen, Spot, Shape.
Constructs, & Mégrlixl' Drd5, Wizs, Sor6, | weap: — W|I.derness Lore. 2" Y our Greater Wild Shape form can now also be an
even Undeed ' Armor: — Con: Concertrate. Animal or Monstrous Humanoid.
and in the end ClassLvs 10 Cha: Anima
changesinto a Empathy,
‘ Shapeshifter’) Diplomacy,
(MotW pég) sl
(DR298 p112)+ gﬁgn?:: Handle
Shinning Blade | Patron: Heironeous. HD: d10 Int: Craft, Paladins may freely crossclass.
of Heironeous | Ajignment: LG. Skill Points: 2 Know (religion), 1% Detect Evil(PH p192), at will.
(sp;ctlji\lty | Base Attack Bonus: +7. Attack: Rogue Spdlcradt, Scry. Smite Evil, once per day — on a melee attack, add your
E]EI the gg?ya(;f Base Will Save: +3. Good Save: V\'grsf Heal, Cha bonus to hit. If you are successful, then add your
- ofession.
Righteous Know (religion): 7 ranks. Fort, Will > Class Level to damage.
9 L . Con: Concentrate. 2" 11 Caster Level
Warfare) Able to cast Divine spells. Weap: Simple, . ’ ' -
(DR283 p40) Min Lvl: Pal9, CIr0, Rgril Martial Cha: Diplomacy. Shock Blade, once per day — as a standard action, you
' ' ' " | Armor: All can cause a slashing or piercing melee weapon to
ClassLvs 10 become ‘shocking’, doing +1d6 electrical damage on

ahit. This effect lasts for your Class Level + Cha
Bonus rounds.
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Mnk7, Rgr7, Rog7, Sorl0,
Wiz10.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Shoal Servant Patron: Blibdoolpoolp. HD: d8 Str: Swim. 1%: Skin becomes smooth, slippery, & changes color with
(humanoid Alignment: NE. Skill Points: 2 | Dex: Escape Artist, your moods.
szetﬂeag);i%fll? Base Attack Bonus: +5. Attack: Rogue Move Silently. +4 Circumstance bonus to Escape Artist & Swim checks

‘ Feats. Great Fortitude. Good Save: Int: Craft, as long as you are not wearing armor and not carrying
the Kuo: Toa, o N Know(arcana) a heavy load.
who over time | Ableto cast Divine spells. Fort, Will : ) ) .
S Lo Know(nature), +4 Resistance bonus to save vs. poison or paralysis.
becomes a Must pass the initiation & be | Weap: Simple K g nd o
. . _ now(religion), 2": +1 Divine Caster Level.

Monstrous blessed by a Kuo-Toa Cleric. | Armor: — Scry, Search B Amphib breath
Humanoid’) ; . . ! ! ecome Amphibious, so you can now breath water at
(DR300 p61) Min Lvi: Rgr, Clr7, Drd7. ClassLvs: 5 Spellcraft. will as an Extraordinary ability.

Wis: Profession,
Spot, Wilderness
Lore.

Con: Concentrate.

Cha: Bluff,
Diplomacy.

Siege Master Craft (siege weaponry): 4 HD: d10 Str: Climb, Jump, 1%: By succeeding on a Profession (siege engineer) check vs.
(expert with ranks. skill Points: 4 Swim. DC 20, use the 6'-10" Deviation Diagram on DMG
using rams, Know (architecture & Attack: Fighter | Int: Craft, Disable p68.
catapults, engineering): 4 ranks. . Device, Know Add 10% to the maximum range of a siege weapon you
ballista, & ; : ; : Good Save: (architecture & arefirin
other siege Profession (siege engineer): Fort hitect . 9. _ _

ipment) 8 ranks. Weap: — engineering). 2"": Do +1d6 damage with your choice of heavy catapult,
(enggs 076) Spot: 4 ranks. Armor — Wis: Profession, light catapult, ballista, ram, etc.
Qi ' Spot, Use Rope.
Feats: Skill Focus ClassLvs 5
(Profession (siege engineer)) Cha Handle
Min Lvl: Brds, CIr5, Drds, Animal.
Mnk5, Pal5, Rgr5, Rog5,
Sor5, Wiz, Bbn13, Ftrl3.

Silverstar Patron: Seltine HD: d8 Int: Craft, 1%: +1 Caster Level.

(specialty Alignment: CG. Skill Points: 2 Know(arcana, Moon Domain spells can be prepared as a normal Divine
priests of the Base Attack Bonus: +4. Attack: Rogue | 9°09raphy, loca, spell of the same level.
Deity of the o nature, the planes, oM: 11 Caster Level

Moon) Intuit Direction: 2 ranks. Good Save: All religion), Scry, e Ve
(DR285 ps4) Sense Motive: 2 ranks. Weap: Simple Spellcraft. Gain Low-Light vision.

(FaPp20n) Feats: Blind-Fight, Dodge, Armor: All Wis, Heal, Intuit
Mobility, Spring Attack. ClassLvs 10 Direct., Profession,
Able to cast 2" level Divine Sense Motive, Wild.
spells. Lore.
Clerics must have access to Con: Concentrate.
the Moon Domain. Cha: Diplomacy.
Min Lvl: CIr6, Rgr9.

Sinker Base Attack Bonus: +5. HD: d10 Int: Disable Device, 1%: Entropic Blow — A designated attack gains your
(Faction who Disable Device: 5 ranks. skill Points: 2 Know (architecture Charisma bonus to hit. If successful, add 2 times your
supports . . & engineering). Class Level to your damage. Against non-living
entropy and Kerrl](;\:vng::rr]lét)ectg rrzr%(s Atiack: Ro.gue Wis. Innuendo, targets, including constructs & undead, add 4 times
even helps it | e Good Save: Sense Motive. your Class Level. Usable once per day.
aong Feats: Great Fortitude, Power Fort C nd. . . .

) Attack. Sunder. Wean: Simol Cha: BIuff, Disguise. | 2": By examining the remains of an object or creatures, you
eventually ) . €gp: Smple, can learn about it. The amount of detail depends on
gaining arcane | Min Lvl: Bbn7, Brd7, Clr7, Martial the number of consecutive rounds spent in study. 1
spells of the Drd7, Ftr7, Mnk7, Pal7, Armor: All round identifies the object or creature type, while 3
Sinker Spell Rgr7, Rog7, Sorl0, Wiz10. ClassLvs: 10 rounds gives an image of it before it was destroyed.
List) If 5 rounds is spent, then you will learn how it was
(DR287 p49) destroyed.

Snake Servant Patron: Shekenster HD: d8 Str: Climb. 1% Immune to the gaze attack of a Medusa.

(servantsto Race: Humanoid or Skill Points: 4 | Dex: Hide, Move 2" Reduce the stat drain done by poison by 1.

I\;Iledusm & Monstrous Humanoid Attack: Rogue | Silently.
their Deity, : . i .
who over ime Alignment: LE . Good _Save. InF. .Crz.ift.
becomes a Base Attack Bonus: +5. Will Wis: Ll_sten,

‘Monsirous Bluff: 5 ranks. Wezp: Simple, Profession, S_DOt-_

Humanoid') Disguise: 5 ranks. all Straight Cha: Bluff, Disguise,

(DR296 p50) Must survive aritual where Bows Intimidate.

you are poisoned to Str 0. Armor: —
MinLvl: Clr7, Drd7, Fur7, ClassLvs: 5
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Snakelord Alignment: NG, LN, N,CN, [ HD: d8 Str: Climb, Jump, 1%: Snakes are automatically friendly to you.
(Animal Lord NE. Skill Points: 2 Swim. Able to have twice your Class level in snake
specializedin [ Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide.
miﬁf&e’) Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), Sense snakes within your Class level squared miles.
(DR298 p110)+ Escape Artist: 2 ranks. Fort, Ref Spellcraft. Gain Wisdom-based Prepared Divine spells from the
Feats: Animal Defiance, Weap: — Wis: Hedl, Intuit Animal Lord Spell List.
Animal Control, Resist Armor: — Direction, Listen, 2™ Speak with snakes at will.
Poison. ClassLvs 10 prt' Wilderness Gain Feat: Clever Wrestling.
Able to cast Detect Animals ore. )
or Plants, Speak with Cha: Animal
Animals, and Animal Empathy, Handle
Friendship. Animal.
Min Lvl: Drd6, Rgr6.
Soldier of Light | Patron: Elishar HD: d10 Int: Craft, 1% Detect Undead, at will.
(aneutral good | Alignment: NG. Skill Points; 2 Know (religion), Gain Wisdom-based Prepared Divine spells from the
r?aladln Off Base Attack Bonus: +5. Attack: Fighter | Spellorait Soldier of Light Spell List.
the Deity o . . Wis: Heal, ivi i
Light, who can Know (religion): 4 ranks. Good Save: Profesion. Sense Prepared Divine spells from any list can be converted to
cast spells & Min Lvl: Bbn5, Ftr5, Rgrs, Fort Motive,
summon a Brd7, CIr7, Rog7, Sor10, Weap: Simple, Con: G ot Able to turn Undead.
positive Wiz10. Martia on. .oncen rete. 2": Add your Charisma modifier to all saving throws.
energy Armor: All Cha Diplomacy. Smite Undead, 1/day — a designated attack against an
companion) ClassLvs 10 Undead gain an attack bonus of your Wisdom
(D&D p208) modifier & a damage bonus of your Class level.
Soul Eater Type: Living Non-Humanoid | HD: d8 Str: Climb, Jump, 1%: Energy Drain - natural attack now bestows 1 Negative
(aliving non- (Monstrous Humanoid is skill Points: 4 Swim.
wﬂ that acceptable). Attack: Fighter | Dex: Hide, Move 2" When you have used ‘Energy Drain’, you gain a +4
with each Alignment: LE, NE, CE. Good Save: Silently, Use Rope. Enhancement bonus to Strength for 24 hours.
touch drains . 00 € .
Base Attack Bonus: +5. Eort Int: Search,
some of the ) Spellcraft
opponent's life Know (arcana): 3 ranks. Weap: — ' rett.
force & Feats: Alertness, Weapon Armor: — Wis: Listen,
strengthensits | Focus (natural wespon). ClassLys 10 | Frofession, Spot.
own) Undergo a profane ritual. Con: Concentrate.
(BoVD p66) Min Lvl: n/a Cha Intimidate.
Spelldancer Concentration: 4 ranks. HD: d6 Str: Jump, Swim. 1% +1 Caster Level.
(acaster V_Vho Perform: 6 ranks (must Skill Points: 4 Dex: Tumble. Spelldance — This supernatural ability allows you to
has combined | include Dance). Attack: Wizard | Int: Craft, apply your metamagic feats to your spells without
(;maﬁtl:isnw)lth Tumble: 4 ranks. Good Save: Know (arcana), increasing the spell’s level. Instead, spend one full-
(MOF p3% Feats: Combat Casting, Ref, Will Scry, Spellcraft. rounq action per level the spell would be increased
i . e dancing and make a Perform check vs. DC 10 + the
(MoFe)+ Dodge, Endurance, Mobility. | wegp: — Wis: Profession. ) ;
“ |ovel spalls Con: Concentrate increased spell level. Note that the feats Still Spell
Apleto cast 3% level spells. | Armor: — : - and Quicken Spell cannot be applied. Also,
MinLvi: Brd7, Clr9, Drdo, ClassLvs 5 Cha Perform. spelldancing cannot be used on spells from the
Sor9, Wiz9, Palll, Rgrll. schools of Evocation or Necromancy. Finally, you
can only spelldance without penalty for Constitution
bonus + Class level rounds total per day.
2" +1 Caster Level.
Gain Evasion — No damage on a successful Reflex save.
Cast Enthrall by dancing. DC to resist is 10 + Class
Level + Charismabonus. The effect lasts aslong as
the dance is maintained. Usable once per day.
Spellfire Concentration: 8 ranks. HD: d4 Int: Craft, 1%: Spellfire storage capacity is doubled, though if more
Channeler Know (arcana): 2 ranks. skill Points: 2 Know (arcana), than your Constitution of levels is stored, your eyes
(q person b_orn Spellcraft: 2 ranks. Attack: Wizard Spellcraft. glow and the energy can <_j|scharge when you are
with Spellfire ) Wis. Hea touched by spells, magic items, or even people.
ability who Feats: Endurance, Spellfire Good Save: ) . } )
Wielder Fort. Will Profession, As a standard action, you can drain the magic from a
has been ‘ ' Sense Motive ti 1 harge f icitem. Thi
> DESN . ) o , potion, scroll, or a charge from amagic item. This
tral)ned inits MP';I‘SLVFL 'ng gl (Z M5nk5, Weap: Simple Wilderness Lore. magic is absorbed as a single Spellfire level.
use) y» RQro, S0ro, WIzo, Armor: — . nd. ; ;
(MoF p38)(MoFe)+ Bbnl3, Ftr13, Rogl3. ClassLvs. 10 Con: Concentrate. 2™ Each Spellfire level used to heal does 1d4+1 hp instead

Cha: Bluff, Disguise,
Intimidate.
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Spellsword Base Attack Bonus: +4. HD: d8 Str: Climb, Jump. 1%: Asafreeaction, cast a1* level spell through your melee
(grcane Know (any): 6 ranks. skill Points, 2 Int: Scry, or ranged weapon while you attack. Usable once per
?T%hategn Ableto cast 2 level Arcane | Attack: Rogue | Know (any), ; day.

P spells. Good Save: Spellcraft. 2" +1 Caster Level.
Proficient in all Simple & Fort Wis: Li_sten, Ignore 10% failure due to armor.
Martial Weapons, and all Weap: — Profession, Spot.
Armor. Armor: — Con: Concentrate.
Defeat afoe without spells. ClassLvs 10
Min Lvl: Wiz3/ Ftr3.

Sphere Minion Patron: The Great Mother HD: d6 Int: Craft, 1%: Grow one eye-stalk, which has one of the following rays,
(slavesto Race: Humanoid or Skill Points: 2 Know (arcana), usable once per day. '_I'he effect’s caster level is5 +
Beholde_rs & Monstrous Humanoid Attack: Rogue Search. Class level, t_he rangeis 50', & the DCis 10 + Class
their Deity : . is Li level + Charisma modifier:

Alignment: LE Good Save: Wis Listen, .
Wzl?(grﬁw eye Know (arcana): 8 ranks, will Profession, Spot. Charm Person — As the spell (WillNeg)
iootsrtn:,}lcc;n Spot: 4 ranks Weap: — Con: Concentrate. Inflict Light Wounds — 1d8+5 damage (Will%%)
rays & over Feats: Alertness, Weapon Armor: — Cha; I_3quf, Seep — Single target v_vith HD upto your
time becormes Focus (ray). ClassLvs 5 Intimidate. L Characterl I.evel (WillNeg).
a‘Monstrous Min Lvl: CIr5. Mnk5. Sor5. 2" Gain all-around vision.
'glég”lgfé\mid’) Wiz5, Fir13, Rgrl3, Rogl3. +2 Circumstance bonus to Spot & Search checks.
( P4 Cannot be flanked.

Spur Lord Patron: Cyric HD: d10 Str: Climb, Jump, 1% Immune to harmful effects originating from the power of
(templar for Base Attack Bonus: +4. Skill Points: 4 Swim. Cyric, such as Glyphs.

The Deity of BIUff: 3 ranks. Attack: Fighter | Dex: Move Silently, | 2™:Able to magically hide a single object, & then later
ntrigue i ievei i
(LoD%ll)) Concentration: 3 ranks. Good Save: Ride, Tumble. retrieve it as a Free Action.
Know (religion): 3 ranks. Fort In. Creft,
; : Know (religion).
Sense Motive: 3 ranks. Weap: ) .
) Longsword, | Wis: Profession,
Tumble: 5 rmks _ one other Sense Motive.
Ff_atit I_ronF\;Z;:l, Leeder_shllp, Simple or Con: Concentrate.
Dlr%wmng exes, Quic Martial Cha BIuff,
o weapon Diplomacy,
Min Lvl: Ftr7, Bbn9, Brd9, Armor: — Disguise,
g)l;%‘ %Tl;gg' Rgrg’ RoQg’ ClassLvs: 5 I ntimidate.
Spymaster Base Attack Bonus: +5. HD: d8 Str: Climb, Jump, 1% +1d6 sneak attack.
uff: 5 ranks. i ints: . over ldentity — Spend 1 week creating / practicing for a
(practiced at Bluff: 5 rank Skill Points; 8 Swim Cover Identity — Spend 1 week creating / practicing f
E;egfﬂgng 0 | Gather Information: 5ranks. | Attack: Rogue DEX BaI:n(_:e, i (‘é_)ver identity.bWhen pol:;t_rayi_ng tgat F;efcsony gain +4
. . scape Artist, Hide, ircumstance bonus on Disguise, & +2 Circumstance
people for Innuendo: 5 ranks. GoogefSa\V/Ve_.” Move Silently, bonus on BIuff & Gather Information. At thislevel,
long periods of AS_Y |2 of the.fgllowll(ng: We S| I : Open Lock, Pick you may only have one cover identity at atime.
Eme without D:gg(l)geacy5 rar:Ers] S ei/lpartl ;ln e, Pocket, Tumble, Y ou must spend at least 2 skill points on a Craft,
dgg o) Forgery'. 5 renks Armor: Light Use Rope. Profession, or Knowledge relating to one of your
(S&Spld) Sense Motive: 5 ranks. Médium ’ Int: Apprase,_ cover identities.
. Decipher Script, 2" Undetectable Alignment, always on.
Feats. Skill Focus (Bluff). ClassLvs 10 Disable Device PR
Min Lvl: Rog7 F Read L You must spend at least 2 skill points on a Craft,
’ ' sgrgersyéar h ps, Profession, or Knowledge relating to one of your
Y, cn. cover identities.
Wis: Innuendo,
Listen, Sense
Motives, Spot.
Cha Bluff,
Diplomacy,
Disguise, Gather
Info., Intimidate,
Use Magic Device.
Speak Language.

Prestige Classes

Page 58




Dungeons & Dragons 3¢ Edition Index — Prestige Classes

March 15, 2003

Weapon Focus (any sword).
Ableto cast 2™ level Divine
spells.
Able to speak Elvish &
Undercommon.
Must have spent one full
month living on the surface.
Min Lvl: Rgr9, Clrl2.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Stonelord Race: Dwarf. HD: d8 Dex: Climb. 1%: Heal 1d8 + Class Level hit points with a clump of mud.
(dwarf with Base Attack Bonus: +5. Skill Points: 2 | Int: Craft, Usable once per day.
spell-like Craft (stoneworking): 6 ranks | Attack: Fighter | Know (any). 2™ Choose one of the following powers upon gaining this
th:cl(legtll&:g & Spellcraft: 3 ranks. Good Save: Wis: Spot, level. Each is usable once per day:
using stone) Feats Endurance. Fort Profession. -Bull’s Strength for one hour.
(DR278 p92) Language: Terran. Weap: Simple -Endurance for one hour.
Must choose a totem Armor: — -Hold Monster at Class Level, against a target
gemstone during the ClassLvs: 10 standiing on the ground.
initiation ritual. -Sow at Class Level.
Min Lvl: BbnS5, Ftr5, Pal5, -Apply Feat: Maximize Spell on any spell whose
Rgr5, CIr6, Brd7, Drd7, level is no greater than your Class Level.
Mnk7, Rog7, Sor10, Wiz10. -Create a figment of a medium sized earth elemental
in aflanking position as a free action.
-For oneround, gain +2 to hit & +2d6 damage in
melee.
-Stoneskin at Class Level.
-Summon Monster 111 (earth elemental only) at Class
Level.
Stormlord Patron: Talos. HD: d8 Str: Swim. 1%: +1 Divine Caster Level.
(specialty Base Fortitude Save: +4. Skill Points: 2 | Int: Know (nature), Gain Electricity Resistance 10.
pDr;ietstsoffor the Feats. Endurance, Great Attack: Fighter Know (religion). 2" +1 Divine Caster Level.
Sto”yns who Fortitude, Weapon Focus Good Save: Wis: Wilderness Any spear or javelin you use gains the Shock ability,
enhance their (any spear or javelin). Fort, Will Lore. doing +1d6 electrical damage on each hit. If you stop
spears & Ableto cast 3 level Divine Weap: — Con: Concentrate. touching the weapon (drop or throw), it looses the
javeling) spells. Armor: — Cha: Disguise, special ability after 1 round.
(F&Pp203) Must have been struck by ClassLvs 10 Gather Info,
natural or magical lightning I ntimidate.
& survived.
Min Lvl: CIr6, Drd6, Rgrll.
Strifeleader Patron: Cyric HD: d6 Dex: Hide. 1% +1 Divine Caster Level.
(specialty Bluff: 4 ranks. Skill Points. 2 Int: Know (religion). Trained in poison use.
pDLGtH g?r the Disguise: 8ranks. Attack: Rogue | Wis: Innuendo, Immune to Fear effects.
Intriéue who Intimidate: 4 ranks. Good Save: Sense Motive. Enemies within 20’ receive a—2 Morale penalty on
eventualy ly Feats: Iron Will, Fort, Will Con: Concentrate. saving throws vs. Fear effects.
gains Sneak Spell Focus (lllusion), Weap: — Cha: BIuff, 2" +1 Divine Caster Level.
Attacks, Death | Weapon Focus (Longsword). | Armor: — Diplomacy, +2 bonus on BIuff & Intimidate checks.
rd i i i
Attecks, & Ableto cast 3" level Divine | ClassLvs: 10 Disguise, Gather +4 bonus on saves vs. Discern Lies & Zone of Truth.
additional spells. Info, Intimidate.
Husion spells | Aple to speak Abyssal.
onto his’her .
: Must have single-handedly
Cleric spell . = :
- dain an lllusionist, a Cleric
list) .
(F&Pp204) of Cyric, etc.
Min Lvl: Clr(trickery)9,
Rgr13.
Sword Dancer Patron: Eilistrage. HD: d6 Dex: Balance, Hide, | 1%: +1 Caster Level.
(specialty Race: Elf, Drow, Half-Elf, Skill Points; 2 Move Silently, Class-specific special abilities can only be used in Light
priest of the Half-Drow. Attack: Rogue | Tumble. or No Armor. In Light Armor, an Arcane Spell
Deity of Gender: Femae. Good Save: Int: Craft, Failure check must be made.
3/32?2 S&Wm Base Attack Bonus. +5. Ref Enow (rigatl)ry), Gain Low-Light Vision.
now (local), ) )
are able to Diplomacy: 5 ranks. Wesap: — K now En atur)e) By spending 10 days becoming at_tune_d to your
imbue extra Perform: 5 ranks (must Armor: — Know (religion). !o_ngs’Nord (magic or norma), it gains the _ab|||ty to
magical include Dance & Singing) ClassLvs. 10 o sing’ for each day for (Class level + Charisma
abilitiesinto . hi asLvs Wis Listen, modifier) rounds. While the sword is singing, you
her sword) Fedats: Dodge, Expertise, Wilderness Lore. gain a+2 Morale bonus to attack & damage & a+3
(F&Pp205) Skill Focus (Perform), Con: Concentrate. Morale bonus on saving throws against mind-

Cha: Diplomacy,
Perform.

affecting spells & effects. Y ou may only have one
attuned sword at atime.

2" +1 Caster Level.

Dancing Lights, at will. The lights cannot move more
than 5" from you & you get 1 light per Class level.
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Tainted Alignment: LG, NG, CG, HD: d6 Str: Jump, Climb. 1% +1 Caster Level.

Spellcaster LN, N, CN. Skill Points; 2 | Dex: Hide, Move Can no longer cast spells with the [good] descriptor.
(ahspellcasfgrk Base Attack Bonus: +2. Attack: Rogue | Silently, Ride. Clerics that channel positive energy (i.e., can
;’(‘;;S:i? n Base Will Save: +1. Good Save: Int: Know(arcana), spontaneously cast healing spells) now have the
Demon 0|" Have no levelsin the Tainted Will Know(religion), option of spontaneously casting damaging spells for
Y ugolot Warrior Prestige Class. Wesap: — Know(the planes), the cost of 1 Fiend Point.

goloth to - Search, Spellcraft i i i T
gain power) Ableto cast spells. Armor: — ’ : Paladins have the option of having their ‘lay on hands
(DR302 p39) . : ' Wis: Listen, Spot. ability cause damage, their Cure Disease be used as a

Must be tainted with the ClassLvs 10 c : ol

essence of a Demon, Devil, Con: Concentrate. _ ontag on $p ,Yetc.

or Yugoloth. The path the Cha: BIuff, Disguise, Gain Darkvision 60

tainted character takesis Intimidate. +2 Competence bonus on Intimidate checks.

based on the specific Fiend Gain apair of ‘black orb' tattoos on your chest (known

with which it is *bonded'. as'eyes of thefiend'). If visible, you gain a+2

Min Lvl: Brd3, CIr3, Drd3, Circumstance bonus on Intimidate checks.

Pal4, Rgrd, Sord, Wiz4. Gain 3-7 Fiend Points (specific value based on
alignment, evil deeds, etc.). Every timeyou usea
power gained from this prestige class, you must make
aFiend Point check (Will save with the DC being the
current number of Fiend Points). Failure means you
gain another Fiend Point (Natural 1 ® gain 1d4,
Natural 20 ® loose 1). If your Fiend Points are
double your Wisdom, your alignment changes to that
of the Fiend that tainted you

2" Every time you sleep, make a Fiend Point check. Failure
means you are Shaken until you defeat afoein
combat, make another Fiend Point check, etc. You do
not gain a Fiend Point on afailure, though you do
loose one on a Natural 20.

Gain ‘Power I’ for the Fiend that tainted you from the
Tainted Powers Table see §0).

Tainted Warrior | Alignment: LG, NG, CG, HD: d10 Str: Jump, Climb. 1%: Can no longer cast spells with the [good] descriptor.
(anyone who LN, N, CN. Skill Points: 2 | Dex: Hide, Move Clerics that channel positive energy (i.e., can
usesalinktoa | Base Attack Bonus: +2. Attack: Fighter | Silently, Ride. spontaneously cast healing spells) now have the
(?re\v(lllj 32;10?6 Base Will Save: +1. Good Save: Int: Know(arcana), option of spontaneously casting damaging spells for
gein pgower) Have no levelsin the Tainted Fort Know(religion), th? cost of 1 Fi end. Point. - »

{DR302 p33) Spellcaster Prestige Class. Weap: — Know(the planes), Paladins have the option of having their ‘lay on hands
. : Search, Spellcraft. ability cause damage, their Cure Disease be used as a
Must be tainted with the Armor: — o Contagi al et

essence of a Demon, Devil, ClassLvs. 10 Wis: Listen, Spot. ( on aglo.n.SD ! C.

or Yugoloth. The path the Con: Concentrate. Gain Darkvision 60

tainted character takesis Cha BIuff, Disguise, +2 Competence bonus on Intimidate checks.

based on the s_pef:|f|c Fi e’nd Intimidate. Gain apair of ‘black orb’ tattoos on your chest (known

with which it is ‘bonded'. as‘eyes of thefiend'). If visible, you gain a+2

Min Lvl: Bbn3, Brd3, Cir3, Circumstance bonus on Intimidate checks.

Drd3, Ftr3, Mnk3, Pal3, Gain 3-7 Fiend Points (specific value based on

Rgr3, Roga, Sor4, Wiz4. alignment, evil deeds, etc.). Every timeyou use a
power gained from this prestige class, you must make
a Fiend Point check (Will save with the DC being the
current number of Fiend Points). Failure means you
gain another Fiend Point (Natural 1 ® gain 1d4,
Natural 20 ® loose 1). If your Fiend Points are
double your Wisdom, your aignment changes to that
of the Fiend that tainted you

2" Every time you sleep, make a Fiend Point check. Failure

means you are Shaken until you defeat afoein
combat, make another Fiend Point check, etc. You do
not gain a Fiend Point on afailure, though you do
loose one on a Natural 20.

Gain ‘Power I’ for the Fiend that tainted you from the
Tainted Powers Table see §0).
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Taker Base Attack Bonus: +5. HD: dé Int: Appraise, 1%: A non-exclusive skill chosen when this level is gained
(Faction that Bluff: 5 ranks. skill Points: 4 Forgery, always has a Competence bonus equal to your Class
believesin ; ) : Know (any), Read Level.

- Diplomacy: 5 ranks. Attack: Rogue )
survival of the Lips, Search. i i
. Intimidate: 5 ranks. Good Save: Ref _P Gain Chansma—b_md Impromptu Arcane spells from the
(orea s Feats: Skill Focus (BIff Wegp: Simple | \M'S: Innuendo, Taker Spdl| List
p! : Ski U u : ; : ) .
; RSP Listen, Profession, 2": Righteous Might(PH p246), cast at Character Level.
Diplomagy, or Intimidate) Armor: Light, Sense Motive, gU%bIe on(?e pger gay.)’
Min Lvl: Bbn7, Brd7, CIr7, Shields. Wilderness Lore.
grd;, gtr7’7Msr(])kZbP\7lv'7’ 10 ClassLvs: 10 | Con: Concentrate.
grf, Rog/, oD, WizZL. Cha BIuff,
Diplomacy, Gather
Info., Intimidate.

Tamer of Animal Empathy: 10 ranks. HD: d8 Str: Climb, Jump, 1%: The total HD of Animal Companions you may have at
Beasts Feats: Skill Focus (Animal Skill Points: 4 Swim. onetimeis2 x (Class level + level in any class that
(specia Empathy). Attack: Rogue | Dex: Hide, Ride. grants you Animal Friendship), though no single
training with Ableto cast Animal Good éave Int: Craft animal may have more HD than you Character level.
animal Friendship. Fort. Ref Know (n:e\ture), Your Animal Companions gain an Intelligence of 4 &
companions, B . o Scry, Spellcraft. are considered ‘Magical Beasts'. Y ou may teach your
who become Min Lvi: Drd7, Rgr7. Weap: — Wis Hedl. Intuit Anima Companions 3 ‘tricks per point of
more like Armor: — IS. riedl, Intu Intelligence.
familiarsin . Direction, Listen, d . ‘ , _
heir abilt ClassLvs: 10 Spot, Wilderness 2™: Telepathically communicate with your Animal
EM%'JN p7|0;t|e£) Lore. Companions who are within 1 mile. The
(DR298 p110)+ Con: Concentrate communications are as if you had Speak with Animals

) ' in effect.
Cha: Animal
Empathy,
Diplomacy, Handle
Animal.
Techsmith Patron: Gond. HD: d6 Int: Alchemy, 1% +1 Caster Level.
(specialty Craft (armorsmithing, Skill Points: 4 Appraise, Craft, Create a‘Gondsman'’, a Small or Medium-sized
priest or blacksmithing, Attack: Wizard | Disable Device, Construct that is bonded to you like a familiar & is
templar of the | metalworking, or Good Save: Know (arcana), useful as an assistant & bodyguard. 1t has (your Class
Deity of weaponsmithing): 9 ranks. Fort. Will Know (architecture level + 3) Hit Dice, and gets more powerful as you go
Smithing) Feats Craft Wondrous Item " & engineering), upinlevel. If destroyed, you can make another.
(Fe:Pp206) Skill Focus (armorsmithi ngy Weip: Simple, Know (rglllgl gp)' 2": +1 Caster Level
o ! Irearms Scry, craft. . :
blacksmithing, Armor: - c y CSp it When working with mechanics, technology, or
metalworking, or o on- Loncentrate. explosives, gain a +2 Competence bonus to Alchemy,
weaponsmithing). ClassLvs: 10 Appraise, Craft, Disable Device, Knowledge, & Open
Ableto cast Minor Creation. Lock checks.
Min Lvl: Sor6, Wiz7,
Clr(craft)7.

Tempest Base Attack Bonus: +9. HD: d10 Str: Climb, Jump. 1% Gain Feat: Improved Two-Weapon Fighting when
(master of Feats: Dodge, Mobility, skill Points, 2 Dex: Ride. wearing no armor or light armor & fighting with two
fighting with Spring Attack, Attack: Fighter | Wis Listen weapons (i.e., not a double weapon). Thisfeat gives a
two weapons) (Ambidexterity & Two- Good éave‘ Wilderness Lore. 2" off-hand attack at -5.

(Motw p72) Weapon Fighting) —or— Fort Char Intimidate 2" Gain Feat: Off-Hand Parry. This feat gives +2 dodge
Ranger Two-Weapon style, i ’ bonusto AC if you do not attack with your off-hand
Weapon Finesse (any) —or— Weap: — weapon, but still take the attack penalty for two-
Weapon Focus (any). Armor: — weapon fighting.
MinLvl: Ftr9, Rgr9, Bbn15, | ClassLvs: 10
Brd15, Cir15, Drd15,
Mnk15, Pal15, Rog15,
Sor18, Wiz18.

Templar Base Attack Bonus: +5. HD: d10 Str: Climb, Jump, 1%: Gain Feat: Weapon Specialization (patron deity's
(defender of a | Know (religion): 8 ranks. Skill Points: 2 Swim. favored weapon).
patron deity’s | reryo Endurance, Weapon Attack: Fighter | Int: Craft, If you make a Will save against a spell whose
temples) Focus (patron deity’s Good Save: Know (religion). description says “Will partial” or a Fortitude save
(Dot p72) favored weapon) Fort. Will Wis Hedl, that says “ Fortitude half”, actually take no effect at all

Min Lvl: Pal5, Brd7, CIr7, | weap: éimple Profession. (1., "evasion’ for Will & Fortitude)
Wiz10, Bbn13, Frl3, Matia | Con: Concentrate. Gain Wisdom-based Prepared Divine spells from the
Mnk13, Rgri3, Rogl3, Armor: All Templar Spell List.
Sor13. o L 10 2" Smite — Make an attack at +4 to hit. If successful, add
assLvs:

Class Level to the damage. Usable once per day.
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Brd7, Drd9.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Temple Raider [ Patron: Olidammara HD: d6 Str: Climb, Jump. 1%: Gain arogues’ ability with traps, such as being able to
of Alignment: CG, CN, CE. Skill Points: 4 | Dex: Hide, Move detect & disarm magical ones.
ecaly | BeAuKBons 45 | Ak Roge | Sietly oper | Gen Wik o Pered Ovine st e
. i , Tumble, i ist.
templar of the | Diseble Device: 4 ranks. GoogefSa\V/Ve_:” Rope. two gf Olidammara’s domains (Chaos, Luck, &
Deity of Theft) | OpenLock: 4 ranks. e Int: Appraise, Craft Trickery). You may prepare 1 of the domain spells
(S&Sp16) Search: 8 ranks. Wesp: Simple | © - Device for every level you can cast. You do not gain the
Min Lvl: Rgr5, Rog?, A * Raf!erht Search. ' domain’s granted power.
rmor: Light, o nd.
ggpllssvl?/lr(zjilg Clr13, Ftr13, Mediur% W|s: Listen, Spot. 2™: Sneak attack +1d6.
ClassLvs 10 Cha: _UseMaglc
Device.
Thayan Knight | Race: Human from Thay HD: d10 Str: Climb, Jump, 1% +2 Morale bonus on saves vs. Fear effects not cast by a
(soldiers Base Attack Bonus: +5. Skill Points; 2 | Swim. Red Wizard.
trained to Intimidate: 2 ranks. Attack: Fighter | Dex: Ride. +1 Morale t_)onus on saves vs, Charm effects not cast by
S\r/?g%g e Know (arcana): 8 ranks. Good Save: Int: Craft, aRed Wizard.
(LoD pod) Know (Thay): 2 ranks. Fort Know (arcana), Recel ves atattoo on the forehead or back which gives +2
, - Know (Thay). Resistance bonus on Reflex saves, but causes you to
Feats: Iron Will, Wegpon Weab: Smple | \is: Innuendo fail all saves vs. mind-related spells cast by a Red
Focus (Longsword). Marti Profession, Spot. Wizard. If visible, this tattoo gives a +2 Morale
Must have sworn allegiance Armor: All Char: Bluff’ Gather bonus on Intimidate skill checks.
to the Red Wizards. ClassLvs: 5 |nf0'.’ Handle 2" +2 Morale bonus on attacks & damage against anyone
Cannot be a slave. Animal, Intimidate. that has attacked a Red Wizard.
Min Lvl: Brd?, Clr7, Mnk?,
Wiz10, Bbn13, Ftr13, Pal13,
Rog13, Sorl3.
Thief-Acrobat Alignment: NG, CG, N,CN, [ HD: d6 Str: Climb, Jump. 1%: You cannot use the special abilities listed in armor
(thief specially NE, CE. skill Points: 6 Dex: Baance, heavier than “light”.
trained in Balance: 8 ranks. Attack: Rogue Escape Artist, Hide, Y ou may stand-up from being prone as a free-action.
gt%l?)trop&e, Climb: 8 ranks. Good Save: g;gne I_S';Cel?ﬂy, Y our jumping distance is no longer limited by your
(s8.5p18) Jump: 8 ranks. Fort Tumble, Use Rope . height. _ _
Tumble: 8 ranks. Weap: Simple Int: Appraise, Craft 2 :Yo(l:Jhr;?(ySgo your full movement while making balance
Have the Evasion ability. Armor: — Disable Devfce, ' ) : )
Member in good standing of a | ClassLvs: 10 Search. Gain Feet: Improved Trip.
thief’s guild. Wis: Innuendo.
Min Lvl: Mnk5, Rog5. Cha: Perform.
Thrall of Alignment: CE. HD: d8 Str: Climb, Jump, 1% +1 Caster Level -or- a Bonus Fest.
Demogorgon Base Attack Bonus: +5. Skill Points; 4 Swim. +1 Natural Armor.
(Dszrrxc;anntlgrfi :;: Know (arcana): 2 ranks. Attack: Fighter | Dex: Hide, Move Hypotism, except treated as a Gaze attack with arange
ool Know (religion): 2 ranks. Good Save: Silently, Use Rope. of 30". Will savevs. DC 10 + Class level + Charisma
specializes in Know (any other): 2 ranks. Fort Igteaer]ow (any), . modifier to resist. Usable once per day.
madness & Feats Thrall to Demon, Weap: Simple, - cn. _ 2™: Cause Fear, except as atouch attack. Will savevs. DC
touch attacks) Willing Deformity. Martia Wl_s Ir_ltun 10 + Class Ie\_/el + Charisma modifier to resist.
(BovD p67) Able to cast 1° level spells Armor: All g:(r)gn e Usable three times per day.
-or- +1d6 Sneak Attack. ClassLvs: 10 Motive, Spot.
Undergo the initiation ritual. Con: Concentrate.
Min Lvl: Rgr5, Brd?, Cll'7, Cha B|Uﬁ,
Rog7, Sor10, Wiz10. \ntimidate.
Thrall of Alignment: LE, NE, CE. HD: d6 Dex: Hide, Move 1% +1 Caster Level.
Graz'zt Know (arcana): 5 ranks. Skill Points: 4 Silently, Open Charm Person, at Class level.
(DSerxc;anntF(’)rfi :;Z Bluff: 2 ranks. Attack: Wizard Lf)Ck’ P@k Pock.et. 2" \When qasting a damage-dealing spell on any/all target
o Diplomacy: 2 ranks. Good Save: |r£n O?Nec(?;?]h? ;:C:'pt' that is Flat-Footed, the target takes +1d6 damage.
specializesin | Feats: Thrall to Demon, Will Search, S;)J/el,lcraf){i
guile & Violate Spell.d Wezp: — Wis: Innuendo,
betrayal) Ableto cast 3 level spells Armor: — Listen. Sense
(BoVD p6g) with the ‘evil’ descriptor. ClassLvs 10 Motive, Spot.
Undergo the initiation ritual. Con: Concentrate.
Min Lvl: ClIr5, Wiz5, Sor6, Cha: BIUff,

Diplomacy, Gather
Info., Perform, Use
Magical Device.
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Able to cast Arcane spells,
including Spectral Hand and
Vampiric Touch.

Min Lvl: CIr5/ Wiz3.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Thrall of Alignment: LE, NE, CE. HD: d10 Str: Climb, Jump. 1%: Can coat your body with alayer of smelly slime at will.
Juiblex Base Fort Save: +6. Skill Points: 2 | Dex: Escape Artist, All creates with a sense of smell within 5' of you
(servant of the | £qane Artist: 5 ranks. Attack: Fighter | Move Silently. must make a Fortitude save vs. DC 10 + Class level +
Demon Prince ] - Int: Know (religion) Constitution modifier or receive a—1 Circumstance
who F\;.\E/aitﬁi nThBaelflgl?m?temonv Good Sav e All Wi.s Listen, Spot : penalty on attacks & skill checks while in the area.
specializesin 9 y: Wesp: Simple, S 2™: +2d6 Acid damage on an unarmed attack, 3/day. Once
slime) Must have been polymorphed Martia Cha: Disguise, secreted, the slimy acid remains until used. The
(BoVD p70) or shapechanged (willingor | Armor: All Intimidate. attack is considered armed.

otherwise) at least once. ClassLvs 10
Undergo the initiation ritual.
Min Lvl: Mnk6, Bbn7, Clr7,

Drd7, Ftr7, Rgr7, Brd15,

Rog15, Sor15, Wiz15.

Thrall of Orcus | Alignment: LE, NE, CE. HD: d8 Dex: Hide, Move 1% +1 Caster Level -or- a Bonus Feat.

(servant of the | Base Attack Bonus: +4. Skill Points: 2 | Silently. Can acloud of stench at will. All creates with a sense of
Dﬁnon Prince | K now (arcana): 2 ranks. Attack: Fighter | Int: Craft, smell within 10’ of you must make a Fortitude save
who S ) Know(any), Scry. vs. DC 10 + Class level + Constitution modifier or
specializesin Know (religion): 2 ranks. Good Save._ i fess receive a—2 penalty on attacks, damage, ability
Feats: Thrall to Demon Fort, Will Wis: Profession, -
undead) ‘ J o Spot. checks, & skill checks for 1 round per Class level.
(BovDp71) Lichloved. Weap: Simple, | T et Mindless undead within the cloud believe you are also
Able to cast Necromancy Martial o : it " undead.
spells. Armor: All In%mliadate’ 2" Cause Fear @ 10", usable 3/day.
Undergo the initiation ritual. ClassLvs: 10 "
Min Lvl: Rgr4, Brd6, Clr6,
Drd6, Sor8, Wiz8.

Tiger Mask Alignment: LE. HD: d8 Dex: Hide, Move 1% Arrow magnet — any arrow or bolt aimed at a target
(agent & guard | Diplomacy: 5 ranks. Skill Points: 4 Silently. within 20’ of you has a 50% of being aimed at you
toaRakshasa, | cother Infor 8 ranks. Attack: Fighter | Int: Appraise, Craft. instead (ranged attack is resolved normally). This
who over time d Wis List ability is negated if you have 50% or more Cover.
becomes an Ableto cast 2™ level spells. Good Save: IS. Listen, .

= Profession. Sense Damage Reduction 5/+1 vs. arrows & bolts.
‘Outsider’) Must speak Infernal. ort ; X o
. Motive, Spot. 2 +1 Caster Level.

(DR300 p64) Must be accepted by a Weap: — —

Rakshasa & survive the Armor: — Con: Concentrate. +2 bonus to Bluff & Disguise checks.

initiation ritual. ClassLvs 5 Cha: BIuff,

Min Lvl: CIrl3, Rorl3, B!plomacéath
Sor13, Wiz13. 1SguIse, foatner
Info, Intimidate.

Tribal Protector | Race: Any except human, HD: d10 Str: Climb, Jump. 1%: Bonus Fighter Feat.

(village dwarf, elf, half-elf, gnome, | skill Points: 2 | Dex: Hide, Move You now have special training against your tribe's
protector or halfling. Attack: Fighter | Silently. primary enemy. Y ou receive +3 on Bluff & Sense
fSPehildlzed in | BaseAttack: +5. Good Save Int: Craft. Motive checks against them & +3 damage (under the
hlg ing on g Feats: Power Attack, Cleave, Fort, Ref. Wis Intuit same conditions as a Ranger's Favored Enemy).

ome-groun Great Cleave. G Direction, Sense In your homeland, gain +2 to Hide, Intuit Direction,
& attacking i Weap: Simple, ves, Wi Move Silently, & Wilderness L ore check
the village's Wilderness Lore: 4 ranks. Martial Motives, Wilderness ove Slienty, llaerness Lore checks.

Min Lvl: Ftr5, Bbng, Pal6, . Lore. 2": Y ou may make an extra attack each round at your
enemy) : ) ' h Armor: All . .
(S&F p35) Rgré, Brd7, CIr7, Drd7, ClassLvs 10 | Cha BIluff, highest base by taking —2 on all attacks.
Mnk7, Rog7, Sor10, Wiz10. Intimidate.

True Alignment: LN, N, CN, LE, HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.

Necromancer NE, CE. Skill Points; 2 Scry, Know (any), Add Class Level to Cleric Level for purposes of
(amulti- Know (arcana): 8 ranks. Attack: Wizard | Search, Spellcraft. Rebuking & Commanding Undead.

Classed arcan(/e Know (religion): 8 ranks. Good Save: Wis: Profession. Add all Caster Levels together for determining level of
Sie\i:irr?gnancer Must have access to a Death Will Con: Concentrate. Necromancy & Death Domain spells.

follower of Domain. We@p — 2nd: +1 Caster Level.

death) Able to cast Divine spells, Armor: — Desecrate(PH p192) in a 20" radius around you at al times.
(T&B p69) including Animate Dead. ClassLvs 10
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Plants, & Control Plants.

Min Lvl: Drd7, Rgrll,
Clr(plant)13.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

Truth Seeker Alignment: LG, NG, CG, HD: d8 Int: Forgery, Know 1%: Progress in the unarmed damage & unarmed attack rate
(apsionic who LN, N, CN. skill Points: 4 (local), Know table by adding Class Level to Monk Level. If you do
istrained to Base Attack Bonus: +5. Attack: Rogue (nobility), Know not have Monk levels, progress at your Class Level.
work inpairs | by omacy: 8 ranks G . (psionics), Psicraft. Psionics — Clairsentient & Telepathic powers.
to discover ) - ood Save: . _ _ :
hidden truthg) | SenseMolive: 4 ranks Fort, Will V\I\//IIS Listen, Sense Lesser Mind Link, Class Level times per day for 1

otive. i i
(DR281 pa0) Feats: Improved Unarmed Weap: Simple . minute per Class Level. Moral bonuses & pendties
: Con: Concentrate. bleed through the connection.
Strike, Combat Reflexes, Armor: — T ; ) ” - ) )
Dual Strike. ClassLvs 10 Cha: Disguise, 2™: When using Lesser Mind Link, gain a+1 Insight bonus
vs: ;
Min Lvl: Pal5, Brd7, CIr7, Diplomacy. o AC.
Drd7, Mnk7, Rog7, Bbn13,
Ftr13, Rgrl3, Sorl3, Wiz13.
Ur-Priest Alignment: LE, NE, CE. HD: d8 Int: Craft, 1%: Gain Prepared Wisdom-based Divine spells from the
(hate deities, Base Fort Save: +3. skill Points: 2 Know(arcana) , Cleric spell-list. These spells are ‘taken’, not prayed-
but know how Base Will Save: +3 Attack: Rogue Know(religion) , for. An Ur-Priest goes not gain Domains & cannot
to ‘steal’ _ T o Know(the planes), spontaneously convert spells for healing or damage.
clerical spells Bluff: 5 ranks. Good _Save_ Scry, Spellcraft. Spells are cast at Class level + %2 other caster levels
from them) Know (arcana): 5 ranks. Will _ Wis Profession. (not counting any Cleric levels).
(BoVD p72) Know (religion): 8 ranks. Weap: Smple. | Concentrate. | 2* Rebuke/Command Undead, at Class level.
Know (the planes): 5ranks, | Armor: - Cha BIUFf.
Spellcraft: 8 ranks. ClassLvs: 10
Feats. Iron Will, Mdign
Spell Focus.

Must renounce (i.e., forever
loose) any divine spell-
casting ability.

Trained by an Ur-Priest.
Min Lvl: Clr7, Brd9, Wiz9,
Bbn13, Drd13, Ftrl3,
Mnk13, Rgrl3, Rogl3,
Sori13.

Vengeance Base Attack Bonus: +6. HD: d10 Str: Climb, Jump. 1% Immune to the Fearful Aura of Dragons.

Sworn Intimidate: 5 ranks. Skill Points: 4 | Dex: Hide, Ride. All dlieswithin 10’ gain a+4 Morale bonus on saves vs.
t(gr:jifvégto eS| Know (arcana): 5 ranks, Attack: Fighter | Int: Craft, Know fear. If you have the Paladin ability *Aura of
dragons Search: 8 ranks. Good Save: (any). 'C::é):r:‘i?eA ,uer\lallallles within 10’ are immune to the
through pure Wilderness Lore: 5 ranks. Fort _ Wis: Intuit . +1 Divine Caster Level

rage, giving Feals: Ambidexterity, Two- | Weap: Simple, \E,’v'_rl‘fjc“onf '-I'_S‘e”' ' '

them bonuses Weapon Fighting, Expertise. Martial tiaerness Lore.

& immunities | Apleto Rage. Armor: Light, Cha'_ Handle_ ‘

aganst dragon | A pye 16 cast 1% level Divine Medium Animal, nimidate.

abilities) dls ClassLvs: 10

(DR296 p33) spells.

A dragon must have killed
someone close to you.
Min Lvl: Rgr5/ Bbnl.

Verdant Lord Alignment: LG, NG, CG, HD: d8 Str: Climb, Swim. 1% +1 Caster Level.

(specidistin LN, N, CN. Skill Points: 4 | Dex: Hide. Gain Feat: Create Infusion.

gl/afe:\tij\;lvro Prof. (herbalist): 8 ranks. Attack: Fighter | Int: Craft, 2" +1 Caster Level.

becomesi’:l Wilderness Lore: 8 ranks. Good Save: Know (nature), May automatically identify the spell & level of any

- i Scry, Spellcraft. Infusi

‘Plant’) Feats: Plant Control, Plant Fort, Will : _ nfusion.

(Motw p73) Defiance. Weap: — Wis: Heal, Intuit Gain +(Class level) bonus to Profession (herbalist) &
Able to cast Detect Animals Armor: — Direction, Listen, Wilderness Lore checks related to plants.

and Plants, Speak with ClassLvs 10 Wilderness L ore. Can substitute 4 hours of sunlight for food, but still

Con: Concentrate.
Cha: Animal
Empathy,
Diplomacy,
Disguise, Handle
Animal.

needs water.
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Mnk13, Pal13, Rgrl3,
Sorl3, Wiz13.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Vermin Lord Alignment: LE, NE, CE. HD: d6 Str: Climb. 1% +1 Caster Level.
(expertin Hide: 3 ranks. Skill Points: 4 | Dex: Hide, Move +1 Natural Armor.
\g;grr:]sl Zr\]’l\;m’ Know (nature): 2 ranks, Attack: Wizard | Silently, Pick Gain a 1HD Vermin Familiar, in addition to any other
armor Move Silently: 3 ranks. Good Save: Pocket. familiar you may already have.
mandibles, Feats Verminfriend. will lréteariﬂovsvégalﬁ;;)t 2': Grow mandibles at will. On asuccessful bite attack
wings, and Must be able to cast Giant Wesp: — Wis L" ' (V\.'T]Ch does lhp damage), im; may start_agr?]?ple
vermin Vermin. Armor — is Listen, Spot. without generating an attack of opportunity.
servants) o ] Con: Concentrate. successful, you may drink 2d6 hp of blood from you
Must be ‘ordained’ by an ClassLvs: 10 t each d that th lei intained
(BovD p73) intelligent evil pseudo. Cha: BIuff, Perform. opponent each roun e grapple is maintained.
vermin creature, such asa
drider, etc.
Min Lvl: Clr7, Drd7.
Vigilante Alignment: LG, NG, CG, HD: d6 Str: Climb, Jump. 1% Detect Evil, at will.
(focuses on LN, N, CN. Skill Points: 6 | Dex: Balance, Gain Charisma-based Impromptu Arcane spells from the
(Sgé\gnzgo)cnme) Base Attack Bonus: +4. Attack: Rogue Escape Artist, Hide, Vigilante Spell List.
P Gather Info.: 8 ranks. Good Save: Move Silently, 2" Y ou get an automatic Search check when passing within
Intimidate: 8 ranks. Ref, Will '(I?Sre}]nbllzeoﬂ(se Rope 5 of aclueto acrime you know about aslong asit is
Search: 8 ranks. Weap: Simple, ) L ' no more then aweek (_)Id' )
Sense Motive: 8 ranks. Martial, Net | Mt Craft, Disable On your “home turf”, gain a +2 Circumstance bonus to
i ) Armor: — Device, Search. Innuendo & Gather Info checks. It takes one month
Feats: Alertness. : Wis: Innuendo, to make a new area your “home turf” (which negates
Min Lvl: Brd6, Rogs6, ClassLvs: 10 Sense Motive. your old one).
Bbn13, CIr13, Drd13, Ftr13, Cha: Disguise

Intimidate, Perform.
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Prestige Class

Minimum Requirements

Class Features

Skills

1% Two Level Dependent Class Features

Virtuoso
(aspeciaist
with bardic
music who
learns
advanced
songs, like
those that
jamming
spellcasting,
keening
weapons, etc.)
(S&:Sp23)

Perform: 10 ranks.
Intimidate —or— Diplomacy:
6 ranks.

Ableto cast 0" level Arcane
spells.

Min Lvl: Brd7, Sorl7,
Wiz17.

HD: dé

Skill Points: 4
Attack: Wizard
Good Save:

Will

Weap: —
Armor: —
ClassLvs: 10

Str: Jump.
Dex: Baance,
Escape Artist,
Tumble.

Int: Craft, Spellcraft.

Con: Concentrate.
Cha Bluff,
Diplomacy,
Disguise, Gather
Info., Intimidate,
Perform.

1% +1 Caster Level.

Bardic Music — Able to do 1 magical musical effect per
level per day (stacks with Bard levels). Each hasa
minimum number of ranks in Perform needed to make
the effect, which are:

— Inspire Courage (min Perform 3 ranks) — +1 Morale
bonus to attack & weapon damage & +2 Morale
bonus on saves vs. Charm & Fear effects. Lastsfor
duration of performance + 5 rounds.

— Countersong (min Perform 3 ranks) — Any ally
within 30" of the Bard may use the higher of their
own saving throw or the Bard’s Perform check vs.
Sonic or Language-Dependant spell effects. Lasts
for duration of performance up to 10 rounds.

— Fascinate (min Perform 3 ranks) — 1 target within
90" who can see & hear the Bard must make an
opposed Will save vs. the Bard's Performance
check. If it fails, the target quietly enjoys the
performance while the Bard concentrates on it, up
to 1rnd/Ivl. During the performance, the target has
a—4 penalty on Spot & Listen checks. Any actions
that might concern the target allow it a new
contested roll, while out-right threatening
situations break the effect.

— Inspire Competence (min Perform 6 ranks) — One
ally within 30" gains a +2 Competence bonus on a
skill check. Lasts for the duration of the
performance, up to 2 minutes.

— Suggestion (min Perform 9 ranks) — A target under
the effect of ‘Fascinate' can be given a suggestion
that it will follow if it fails a Will save vs. DC 13 +
the Bard’s Charisma modifier. This does not count
against the Bard' s uses per day.

— Inspire Greatness (min Perform 12 ranks) — 1 aly +
1 per 3 (Bard + Virtuoso) levels above 9" within
30" can beinspired by listening for a Full Round.
Each receives +2HD (2d10+Con modifier
temporary hit points), +2 Competence bonus on
attacks, & + 1 Competence bonus on Fortitude
saves. Lasts for the duration of the performance +
5 rounds.

— Sustaining Song (min Perform 11 ranks) — All alies
within hearing distance who are at negative hit
points stop loosing hp (though that don’t stabilize).
Lasts for the duration of the performance, up to 5
minutes.

Bardic Knowledge — Make a Intelligence modifier +
(Bard + Virtuoso) level check to remember stories &
gossip on agiven topic. DC's are 10 for common
knowledge up to 30 for something extremely obscure.

2" +1 Caster Level.

Weker of the
Beast
(Apocalypse
Cult member
dedicated to
waking the
Tarrasgue,
who over time
becomes a
‘Monstrous

Humanoid’)
(DR296 p51)

Race: Humanoid or
Monstrous Humanoid

Alignment: LE, NE, CE.
Base Attack Bonus: +7.
Feats. Power Attack,
Toughness.

Min Lvl: Bbn7, Ftr7, Ror7
Brd10, CIr10, Drd10,

Mnk10, Rog10, Sor14,
Wiz14.

HD: di2

Skill Points: 2
Attack: Fighter
Good Save:

Fort

Weap: —
Armor: —
ClassLvs: 5

Str: Climb.
Int: Craft.

Wis. Listen, Spot,
Wilderness Lore.

Cha Intimidate.

1% +1 Natural Armor.

Learn where the Tarrasque is sleeping during your
dreams & become drawn to it. When within 1 mile of
its sleeping place, you can chant, which has a Class
level percent chance per month of awaking the
Tarrasgue. Multiple Wakers of the Beast can join
hands during the chant to combine their chances of
waking the beast.

2" +2 Strength.

-2 Intelligence.
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features

War Wizard of | Alignment: LG, NG, LN, N. HD: d4 Int: Craft, 1% +1 Caster Level.

Cormyr Spellcraft: 10 ranks. Skill Points: 2 Know (any), Scry, Gain Feat: Weapon Focus (martial weapon of choice).
\(/\t/)laztgrzf\;vig Feats: Enlarge Spell, Widen | Attack: Wizard Spdlcraft. _ 2" +1 Caster Level.

eventuall Spell, Martial Weapon Good Save: Wis: Profession. Gain a Metamagic Feat.

learn o y Proficiency (any). Fort, Will Con: Concentrate.

enlarge spells | Ableto cast 4" level Arcane | Wegp: —

on-the-fly) Spells. Armor: —

(MoF p40) Min Lvl: Wiz7, Sor8, Brd10. ClassLvs 5

Warmaster Alignment: LG, NG, LN, N. HD: d10 Dex: Ride. 1% +4 on Diplomacy checks with other Warmasters.
(trained Base Attack: +7. Skill Points: 4 | Int: Craft, Gain 1 effective level with regards to your Feat:
%inggl% Feats: Leadership, Weapon Attack: Fighter | Know (any). Leadership.

Specialization (any). Good Save: Wis. Profession. 2™: Use Inspire Courage(pH p2g) for Charisma bonus rounds,
Proficiency in any Martial Fort Cha: BIuff, Class Level times per day.

weapon. Weap: — Diplomacy,
Diplomacy: 5 ranks. Armor: — Int|m|date, Sense
MinLvl: Ftr7. ClassLvs 10 | Motives

Warpriest Base Attack Bonus: +5. HD: d8 Str: Swim. 1% Gain the Glory Prestige Domain, if you channel positive
(acleric Diplomacy: 5 ranks. skill Points: 2 Dex: Ride. energy, or the Domination Prestige Domain, if you
tsroal\lc;:?e?st?nltgad Sense Motive: 5 ranks. Attack: Fighter | Int: Craft, A chann(z njgaﬂ_ve e';ﬁrgl}:‘_ ithin 60' wh g

Feats: Combat Casting, Good Save: Know (war), sastandard action, ieswithin 60" who are under
battle) s ~om 'ng 00 © Spellcraft. a Fear effect gain a new saving throw, with aMorale
(DotF p74) L eadership. Fort b a Class Level. Cannot be used if

. Wis Sense Motive. onus equal to your Class Level. Cannot be used i
Access _to a Ieast one of the Weap: S| mple, you are under a Fear effect.
following Clerical Domains: Martial Con: Concentrate. nd o
b - ) 2" +1 Divine Caster Level.
Destruction, Protection, Armor: All Cha: Diplomacy . : )
Strength. or War. . By making a 5 minute speech before battle, all listeners
gth, ClassLvs 10 Handle Animals. ; . )

Able to channel positive or gain a+2 Morale bonus for Saving Throws against

negative energ Fear & Charm effects. Lasts for 5 minutes + 1 per
) y- Class Level. You also get the bonus.

Min Lvl: Clr7.

Warrior of Alignment: LE, NE, CE. HD: d10 Str: Climb, Jump. 1%: Through alchemical experimentation, gain asingle
Darkness Base Attack Bonus: +5. Skill Points: 4 | Dex: Hide, Move ability, which can be chosen from the following list if
(villain who Alchemy: 3 ranks. Attack: Fighter Silently, Ride. your Class Level + Charisma modifier is greater than
uses dark ) ) Int: Alch or equal to the ‘rank’

Know (arcana): 3 ranks. Good Save: nt: Alchemy,
alchemy & . Rank  Secret
ritualistic Spellcraft: 1 rank. Fort, Will Know(arcana), ) N
scarting to Feats Iron Will Weap: Simple, Know(the planes), 2- Gain Feat: Blind-Fight.

ain ,%He, S ‘ron Wi Matia | Sery, Spellcraft. 34  GainFeat: Combat Reflexes.

gang Must be able to speak Con: Concentrate.

personal Abyssal or Infernal. Armor: All : - 5-6 +1 Natural Armor.

ability asa Must research and perform ClassLvs 10 | Cha BIluff. 7-8  +1Inherent bonus to Strength, Constitution,
?gor\?git%?t) the initiation ritual aone. or Dexterity.

Min Lvl: BbnS, Ftr5, Rgrs 9 +10" Inherent bonus to movement.

Brd7, Clr7, Dr’d?, M nk?, ’ 10 +2d6 damage against good creatures, 3/day.
Rog7, Sor10, Wiz10. 11+ Able to take a Full-Round action and a Move-

2": By spending 3 rounds applying a 50gp substance to a
weapon, it gain a bonus for 1 hour per Class level, but
only usable by the caster. If non-magical, the weapon
gains a+1 Enhancement bonus. Otherwise, it gain
one a+1 equivalent weapon bonus, such as ‘Keen',
‘Ghost-Touch’, or ‘Flaming’. A weapon may only
have one bonus at atime.

Equivalent action in the same round, 3/day
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Min Lvl: Ftr6, Bbn15,
Brd15, Clr15, Drd15,
Mnk15, Pal15, Rgri5,
Rog15, Sor15, Wiz15.

Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Watch Alignment: LG, NG, CG, HD: d8 Str: Climb, Jump, 1% +2 Insight bonus to Listen, Search, Sense Motive, &
Detective LN, N, CN. skill Points. 6 Swim. Spot checks.
(specially Gather Info.: 4 ranks. Attack: Rogue | Dex: Hide, Move 2" Gain Feat: Expertise.
tralu ned to Know (any): 4 ranks. Good Save: Silently, Open Designate a Knowledge skill (such as Know (nature)).
?ﬁ;ﬁ,ﬁ%?s) Search: 8 ranks. Ref. Will Lock, Ride, Use From now on, you gain a +Class level bonus to all
Feats Track Weap: Simple Rope. checks with that skill.
) ) ) Int: Appraise, Craft, i iewi i i
Must Vow to follow the Armor: Light DisabFI)g Device By intervi ewing witnesses & making a Gather .
‘Rules of Evidence' . ClassLvs. 10 ) Information check vs._DC 15, you can create a profile
' _ v Forgery, Know of the perpetrator. This allows you try to draw the
ME:E '-1‘:2' : BR(?:[% (F::IO%SS (any), Search. perpetrator (assuming the witnesses got a good
D 313' Ftr13 » ng Pa13 Wis: Hedl, enough look) by making a Craft (painting) check, and
rals, Fris, Mnkls, ) Innuendo, Intuit you gain a +2 Insight bonus on Gather Information
Sorl3, Wiz13. Direction, Listen, checks when dealing with other witnesses & people
Profession, Sense who know the perpetrator.
Motives, Spot.
Cha: Bluff,
Diplomacy,
Disguise, Gather
Info., Intimidate.
Waveservant Patron: Umberlee. HD: d8 Str: Swim. 1% +1 Divine Caster Level.
(specialty Base Attack Bonus: +5. Skill Points: 2 | Dex: Ride. All Ocean Domain spells are added to your Divine spell
g\r/'i%gtthsf Intimidate; 4 ranks. Attack: Rogue | Int: Craft, list at the same level.
the Sea, \)/lvho Intuit Direction: 3 ranks. Good Save: Know (war), Gain Waterbreathing.
gains features | Know (nature): 4 ranks. Fort, Will Spdlcraf L _ Swim speed 30", able to ‘run’ when swimming, gain a
of sea Swim: 4 ranks. Wesap: — Wis. Sense Motive. +8 bonus on Swim checks, & can always ‘Take 10'.
cr_eatur_a such | Fegrs Endurance, Armor: — Con: Concentrate. When Rebuking /_Controlling l_Jndead who areat least
ajellyfish Weapon Focus (Trident). ClassLvs 10 Cha: Diplomacy, half immersed in weter -or- ‘n‘ you are half |m’merwd
poison & a Clerics must have access to Handle Animals. in water, gain a +4 on your ‘ Turning Damage’ roll.
shark’s nose the Ovean Domain 2" +1 Divine Caster Level.
fhor blood, as Able to cast 2™ level Divine When in water, you are treated as having Freedom of
| e gl(;% upin spells Movement with regards to moving, attacking, &
ev ) el casting.
(F&P p209) Peaceful contact with a spefcasing
representative of the watery
realms.
Min Lvl: CIr7, Rgr8.
Wayfarer Guide | Know (arcana): 10 ranks. HD: d4 Int: Alchemy, Craft, | 1%: +1 Caster Level.
(teleport Know (geography): 10 ranks. | Skill Points: 2 Know (any), Scry, Y ou can now Teleport 100 pounds per level, instead of
Spedials) Feats: Sanctum Spell, Skill | Attack: Wizard | SPellcraft. 50.
Focus (Know (geography)). | Good Save: Wis: Profession. 2" One extra Teleport per day.
Able to cast Teleport. will Con: Concentrate.
Join the Wayfarers' Union. Weap: — Speak Language.
Min Lvl: Wiz9, Armor: —
Clr(portal travel)17, Sor17. ClassLvs 3
Weapon Master | Base Attack: +5. HD: d10 Int: Know Monks may freely crossclass.
(specialist | Feats: Dodge, Moility, Skill Points: 2 (weaponry). 1% On a successful attack with your preferred weapon, do
with a specific Combat Reflexes, Expertise, | Attack: Fighter | Wis: Listen, Spot, maximum normal damage. Usable once a day per
g&e?:posg)) Weapon Focus (preferred Good Save: Sense Motives. Class Level.
(SeFor weapon), Whirlwind Attack. Ref Cha: Intimidate 2": Increase the critical multiplier for your preferred weapon
Intimidate: 4 ranks. Weap: — by 1. Usable once per day.
Own aMasterwork version of Ao
your preferred weapon. '
ClassLvs: 10
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Wearer of Alignment: LE, NE, CE. HD: d6 Dex: Ride. 1% +1 Caster Level.
Purple Base Will Save: +5. Skill Points: 2 | Int: Appraise, , Gain Energy Resistance 5 to one energy type (Acid,
(ruling cadre | | cpery: 5 ranks, Attack: Wizard | Know (arcana), Cold, Electricity, Fire, or Sonic).
of the Cult of . Scry 2™ 4+1C Level
the Dragon Diplomacy: 4 ranks. Good Save: s : aster Level.
Who are Know (arcana): 8 ranks. will Ctht h(leDrl ﬂ](f)(r)na:y ) Able to ride éjragons without the standard penalty for a
responsible for | Know (local): 3 ranks. Weap: — ) non-standard’ mount.
wooing Feats: Iron Will, Armor: —
dragons and Spell Focus (Necromancy). ClassLvs 10
turning them
into Abl ; Ito cast a Necromancy
dracoliches) Spetl. )
(F&P p210) Able to speak Draconic.
Made contact with an Evil
Dragon or a Dracolich.
Min Lvl: Brd6, Sor6, Wiz6,
Clr7, Drd13, Rgr15.

Weightless Alignment: LG, NG, LN, N. [ HD: d8 Str: Climb, Jump, Monks may freely crossclass.

Foot . Base Attack: +4. Skill Points: 4 Swim. 1% Jumping distance is no longer limited by height.
I(wamtor_s Who | Bace Reflex Save: +2. Attack: Fighter | Dex: Balance, Slow Fall (20') — You can negate 20' of falling as long
g??arv?ty(; I9nore | o ance: 8 ranks. Good Save: '\EASCGP%{"I\VUSIL Hide, asyou are within arm’s length of awall. This does
: ove Silently, i ili

(DR289 ps1) Climb: 4 ranks. Ref, Will Tumble y . _n_ot stack wi _th the monk ability of the same name.

Concentration: 4 ranks. Weap: Smple, || o 2™ Gain Feal: Spring Attack. _

Jump: 6 ranks Martial. A +10 Competence bonus on Move Silent checks & can

' ' _ Armor: — Wis: Listen, Spot. aways ‘take 10' on Move Silent checks.
Feats: Dodge, Iron Will, ’ Con: Concentrate.
Mobility, Point Blank Shot. | ClassLvs: 10 C i
. - Cha: Diplomacy,

Must have the Evasion ability laijutsu Focus.

Min Lvl: Mnk9, Rog9.

Wild Scout Base Attack: +5. HD: d8 Str: Climb, Jump. 1%: You have no penalty to track at normal speed.
(outdoorsman Hide: 8 ranks. Skill Points: 4 Dex: Hide, Move Designate a 10 mile by 10 mile areaas your “home
that learns Intuit Direction: 4 ranks. Attack: Rogue | Silently. turf”. While in this area, you have a +4 bonus on
everything Know (nature): 4 ranks Good Save: Wis: Intuit Animal Empathy, Hide, Intuit Direction, Move
about his _ : ' F ' Direction. Listen Silently, & Wilderness Lore checks.

“home turf”, Move Silently: 4 ranks. ort v ' ) ) i . )
hich oets Fests End Track Weap: Simple, Spot, Wilderness Gain one of the following feats: Forester, Resist Poison,
Y;rglzr gre he LS. Endurance, Track. Matia. Lore. Stealthy, Survivor, Toughness, Treetopper.
gains levels) Min LYI: Rors, Brd7, Armor: Light Cha: Animal 2" Overland travel at 150% of you or your mount's base
(SM pl17) Clr(trick)7, Mnk7, Rog?, Shidds Empathy, Handle movement within your “home turf”. Class level *
Bbn13, Drd13, Firl3, Pal13, Animal. Charisma modifier (min 1) others can benefit from
Sorl3, Wiz13. ClassLvs: 10 ; T
this ability.
Nondetection, at will within your “home turf” & ina
rura area
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Windrider Base Attack: +5. HD: d10 Str: Jump. 1%: No penalty for riding an unusual mount of 4HD or less.
(treined toride | Handle Animal: 8 ranks. Skill Points. 2 Dex: Balance, Ride. Ableto train any creature with an Intelligence of 2 or
g?gatsl?rr(te Offrom Know (nature): 6 ranks. Attack: Fighter | Int: Craft, Know less as a mount by mf\k' ng a Handle Animal check vs.
Wyvern’s io Ride: 8 ranks. Good Save: (nature). DC25+ the creature's HD. o
Carrion Feats: Mounted Combat. Fort, Will Wis Hed, Gain Wisdom-hased Prepared Divine spells from the
Crawlers) Must have a mount. Wesp: Simple, | Profession. Windrider Spell List.
(Motw p77) Min Lvi: RgrS, Bbnd, Ftro Martial. Con: Concentrate. Ableto compare two Tountsnof the same type and
Pdl9, Brd13, CIrl3, Drd13, | Armor: Al Cha: Diplomacy, determine which is“better”.
Mnk13, Rog13, Sor13 ClassLvs 10 Handle Animals. After spending three days bonding with a willing mount,
Wiz13 ’ ’ ’ it gains the following benefits base on the Class level:
Lvl BonusHD  Natural Armor Bonus Str
1-3 +2d8 +4 +2
4-6 +4d8 +6 +2
7-9 +6d8 +8 +4
10 +8d8 +10 +4
Also gain an ‘empathic link’ with the mount. If the
mount is released, it looses all bonuses.
+2 Competence bonus on Ride checks to avoid being
unseated.
2" Each round as a Standard Action, you may help your
mount by:
a) making an attack vs. DC 10 to give +4 attack;
b) making an attack vs. DC 10 to give a+4 AC bonus,
¢) making a skill check vs. DC 10 to give a +4 bonus
on the mount’s check vs. that skill;
d) making an ability check vs. DC 10 to give a +4
bonus on the mount’s check vs. that ability; or
€) giving it a+10" Competence bonus to movement.
After amonth of training, the mount gains a bonus feat
that it qualifies for from the following list:
Alertness, Blind-Fight, Combat Reflexes, Dodge,
Dragon’s Toughness, Dwarf’s Toughness, Endurance,
Flyby Attack, Giant's Toughness, Great Fortitude,
Hover, Improved Critical, Improved Flight, Improved
Initiative, Iron Will, Lightning Reflexes, Multiattack,
Power Attack, Run, Snatch, Toughness, Weapon
Finesse, Weapon Focus, Wingover. Optionally:
Blind-Sight 5’ radius, Close Quarter Fighting, Dirty
Fighting, Dua Strike, Improved Overrun, Power
Lunge, Dash, Extra Smiting?, & Fleet of Foot.
Windsinger Perform: 10 ranks (must HD: d8 Str: Climb, Jump, 1%: Windsongs — Able to do 1 windsong use per level per
(knows the include Song, Ballad, or skill Points: 4 Swim. day (stacks with Bard levels). Each song has a
songs of the Chant). Attack: Fighter Dex: Balance, Ride, minimum number of ranks in Perform needed to make
sea, which Know (nature): 5 ranks. Good Save: Use Rope. the effect.
allow control | Apjeto cast 0 level Arcane will Int: Craft, — Bolster the Wind (min Perform 11 ranks) —
of the winds & els. ) h The winds within 1,000’ are increased by one
Sp Weap: Martial Know (geography), )
water, and . eap: Ve Know (nature). category (light® moderate® strong, etc.) & can be
knowledge of Must have survived a great Armor: Light . N 2
thingsin trial at sea, such as being : Wis Intuit adjusted by 90_degree£ in either directi on.
tgact with marooned ClassLvs: 10 Direction Lasts for duration of performance + 30 minutes.
con : on,
the sea) Min Lvl: Brd7, Sorl7, Profession, Sense - Consumes3 uses.
(DR294 p52) Wizl7. Motive, Spot. 2" — Sailor’s Fate (min Perform 12 ranks) —
Con: Concentrate. Cast Divination at (Class + Bard) level. Target must
Cha" Dinlom ' be aboard a ship.
Perfom? acy, Requires 10 minutes of performing to activate.

Consumes 3 uses.
Can only be sung once per day.
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Windwalker Patron: Shaundakul. HD: d8 Str: Climb, Jump, 1% +1 Divine Caster Level.
(specialty Race: Human, Half-Elf, Air Skill Points. 4 Swim. Spells on the Air & Travel Domain list are added to your
priest of the Genasi. Attack: Fighter | Dex: Hide, Move Divine spell list at the same level.
\E/)v?r%;fv\:ﬂg Base Attack Bonus: +5. Good Save: Silently, Ride. Feather Fall (saif only), as needed.
eventuzlly Hide: 5 ranks. will Int: Know (nature), | 2™:+1 Divine Caster Level.
gains the Intuit Direction: 5 ranks. Weap: — g\a?\(/:vh(rellgl on), Gain Cold Resistance 5.
ability towalk | Move Silently: 5 ranks. Armor: — oo )
onair & even | \wjidernessLore: 5 ranks. ClassLvs: 10 Wis: Hedl, Intuit
fly) ! SS LOre: v Direction, Spot,
(FEPp212) Feats. Lightning Reflexes, Wilderness Lore.
‘4\/664'20“ Focus(Greatsword), Con: Concentrate.
rack. n Cha Diplomagcy.
Able to cast Divine spells.
Clerics must have access to
the Air or Travel Domains.
Must have flown for at least 1
hour (by magic, mount, etc.).
Min Lvl: Rgr5, CIr9.

Wolflord Alignment: NG, LN, N,CN, [ HD: ds Str: Climb, Jump, 1%: Dogs & wolves are automatically friendly to you.
(Animal Lord NE. Skill Points: 2 | Swim. Able to have twice your Classlevel in dog & wolf
specidlized in | Animal Empathy: 6 ranks. Attack: Rogue | Dex: Hide. companions.

Sv%?ii) Wilderness Lore: 8 ranks. Good Save: Int: Know (nature), Sense dogs & wolves within your Class level squared
(Motw pd3) Hide: 2 ranks. Fort, Ref Spellcraft. miles.
Feats: Animal Defiance, Weap: — Wis: Hedl, Intuit Gain Wisdom-based Prepared Divine spells from the
Animal Control, Expertise. Armor: — Direction, Listen, Animal Lord Spell List.
Ableto cast Detect Animals | ClassLvs 10 Spot, Wilderness 2™: Speak with dogs & wolves at will.
or Plants, Speak with Lore. Gain the Scent special ability.
Animals, and Animal Cha: Animdl
Friendship. En"!pathy, Handle
Min Lvl: Drd6, Rgr6. Animal.
Xaostict Alignment: CG, CN, CE. HD: d8 Int: Craft, Decipher 1%: Nondetection(PH p232), at Character Level. Applies only
(Faction that Base Attack Bonus: +4. skill Points: 2 Script, Forgery, to Lawful casters. Usable at will.
“I;/ es for Base Fortitude Save: +2. Attack: Rogue E‘nows(g:ry%{ Read Immune to Illusion (Pattern) spells.
?Dlgg;)psz) Base Reflex Save: +2. Good Save: Ref _'PS cn. +3 on saves vs. spells with the “Lawful” designator.
Base Will Save: +2. Weap: Simple, ngsén&%??\?:’ Random Action(PH p242), as atouch attack. Subject gets a
Min Lvi: Bbn6. Brd6. CIr6 Martia ) Will save vs. DC 10 + Class Level + Charisma bonus.
Drd6. Fir6 Rg,rG Ro,gG ' Armor: All Cha: Bluff, Effect anything (including undead) not protected by
Sors Wizs, ' : Diplomacy, Gather Protection from Chaos. Usable 3 + Charisma bonus
re, Wizo. ClassLvs: 10 Info., Intimidate, times per day.
Bse_MaglcaI 2" All sounds within 10" are garbled, preventing spells from
evice. being cast, sonic attacks from causing damage, etc.
Thereis no saving throw & no Spell Resistance
check. Usable 3 + Charisma bonus times per day.
Zerth Cenobite | Alignment: LG, LN, LE. HD: d8 Str: Climb, Jump. Monks may freely crossclass.
(martial artists | Base Attack Bonus: +5. Skill Points: 4 | Dex: Balance, 1% Progress in the Monk movement, unarmed damage,
tral ne_d tO‘ Know (the p| anes): 8 ranks Attack: Rogue Es:ape Artlst, Hide, unarmed attack rate table by mdlng Class Level to
perceive time, . . Move Silently, Monk Level. If you do not have Monk levels,
a”?WIIZ]g Thelm F;artisk.e’I rngrloe\/C(:dAl:rr(l)?,rvrsr’Ied GO‘JF"Oi‘a‘féf’ Tumble. progress at your Class Level.
}grvc\)/gr d{)jl Itle Dodge, Mobility. will Int: Craft, Know You may reroll oneroll per day, though you must keep
(DR281 p33) Must find the Monastery of | Weap: Monk (outer planes). , the secondrall.
Zerth’ Ad’Lum in Limbo & Armor: — Wis: Listen, 2": +1 Insight bonus to attacks.
be accepted by a sensei. ClassLvs 10 Profession.
Min Lvl: Wiz9, CIr13, Con: Concentrate.
Drd13, Ftr13, Mnk13, Pal13, Cha: Diplomacy,
Rgr13, Rogl13, Sorl3. Perform.

Prestige Classes
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Prestige Class | Minimum Requirements Class Features Skills 1% Two Level Dependent Class Features
Zhentarim Diplomacy: 2 ranks. HD: d4 Dex: Balance, Ride. | 1%: +1 Caster Level.
Skymage Handle Animal: 2 ranks. Skill Points: 2 | Int: Craft, Scry, 2 spells on scrolls of any castable level.
(a C"’.'ilq ed i Know (geography): 2 ranks. Attack: Wizard Know (arcana), Gain a flying mount whose HD are no more than your
speialized N e 2 ranks. Good Save: Know (geography), Class Level + Charisma Bonus + 1:
riding Fort Spellcraft. HD Mount
monstrous, Scry: 3ranks. : Wis Innuendo =2 : '
flying Spellcraft: 4 ranks. Weap: — Intuit Direction 3 Hippogriff
creafures) Feats. Combat Casting, Iron | Armor: — Listen. Profession 4 Dire Bat, Giant Eagle, Giant Owl, Sinigter,
(LoD p102) Will, Mounted Combat. ClassLvs 5 Wilderness Lore. Spider Eater
Able to cast Detect Thoughts, Con: Concentrate. 5 Peryton
Invisibility, and Suggestion, Cha: Diplomacy 6 Manticore, Nightmare
plusa SJTmon Monster Handle Animal. 7 Griffon, Wyvern
spell of 3 level or higher. 9 Chimera, Dragonne, Hieracosphinx
Must be a member in good 10 Criosphinx
standing with the Zhentarim. 12 Y rthak
Min Lvl: Wiz5, Sor6, Brd7. '
18 Roc

varies Dragon
2" +1 Caster Level.
Gain Feat: Craft Wand.

Gain one of the following feats. Flyby Attack, Mounted
Archery, Ride-By Attack, Spirited Charge, or
Trample

Prestige Classes
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Prestige Class Spell Lists

Animal Lord Spell List

Prepared Divine spells based on Wisdom. (mMotw p4s)

Spells per Day by Level
L 13 2I'1d 3rd 4th

BeeNoaRwNE
NNNMNNNRPRPRRRERRERO
NNRFRPRRRPRFROI
NFRPRRPRFRO|
PrFRPrPFRPOI| |

1% Level

Alarm(pH p172) — Wards an area for 2 hours per
level.

Animal TrickMotw pg2) — Animal companion
performs a trick.

Calm Animals(PH p182) — Calms 2d4 +1 per level
animals, beasts, and magical beasts.

Camouflage(MoF pg3)(Motw pgs) — +10 bonus on Hide
checks.

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Detect Animals or Plants(PH p192) — Detects species
of animals or plants.

Arachnemancer Spell List

Pass without Trace(PH p234) — One subject per level
leaves no tracks or scent trail for 10 min/level.

Purify Food and Drink(PH p241) — Purifies 1 cubic
foot per level of food or water.

Soeak with Animal s(PH p254) — Y ou may
communicate with natural animals.

2" Level

Adrenaline Surge(Motw pg2) — Grants each of your
summoned creatures +4 Str.

Animal ReductionMotw ps2) — Animal shrinksin
size.

Cure Moderate Wounds(PH p190) — Cures 2d8 +1 per
level (max. +10).

Animal Trance(PH p173) — Fascinates 2d6 HD of
animals.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Hold Animal(PH p214) — Holds one animal helpless
for 1 round per level.

Invisibility to Animals(PH p218) — Animals can't
perceive one subject per level.

Nature's Favor (Motw p92) — Target animal gains
attack and damage bonus of +1/two levels.

39 evel
Cure Serious Wounds(PH p190) — Cures 3d8 + 1 per
level (max. +15).

Embrace the Wild(Motw p87) — The caster gains an
animal’s senses and skills.

Lesser Restoration(PH p222) — Dispels magic ability
penalty or repairs 1d4 ability damage.

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Protection from Elements(PH p240) — Absorb 12
damage per level from on kind of energy.

Remove Disease(PH p244) — Cures all diseases
affecting subject.

4" | evel

Awaken(PH p177) — Animal or tree gains human
intellect.
Note: Can be used with specialized animal
only.

Animal Growth(PH p173) — One animal per two
levelsdoublesin size & HD.
Note: Can be used with specialized animal
only.

Commune with Nature(PH p18s) — Learn about
terrain for one mile per level.

Cure Critical Wounds(PH p190) — Cures 4d8 + 1 per
level (max. +20).

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Prepared Arcane spells based on Intelligence. (pusa pss)

1% Level

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Spider Climb(PH p2ss) — Grants ability to walk on
walls & cellings.

Soider Friendship(bus4 pss) — As Animal
Friendship(PH p173), except it only works on
monstrous spiders, and the spider’s Int score is
increased to 2 for the duration of the spell.

Summon Monstrous Spider | (bug4 pss) — As
Summon Monster |(PH p258), except a Small
Monstrous Spider is conjured and the duration is
doubled to 2 rounds per level.

2" Level
Spiderskin (pus4 pss) — As Barkskin(pH p177).

Prestige Classes Spell Lists

Summon Monstrous Spider 11 (Dus4 pss) — As
Summon Monster 11(PH p258), except a Medium-
size Monstrous Spider is conjured and the
duration is doubled to 2 rounds per level.

Summon Spider Swarm (pus4 pss) — As Summon
Swarm(PH p261), except conjured insects are
spiders and cannot fly.

Web(PH p271) — Fills 10" cube per level with sticky
spider webs.

3 Level

Giant Vermin(pPH p209) — Turns insects into giant
vermin.

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Poison(pH p236) — Touch deals 1d10 Constitution
damage, repeatsin 1 minute.

Summon Monstrous Spider |11 (Dus4 pss) — As
Summon Monster [11(PH p258), except a Large
Monstrous Spider is conjured and the duration is
doubled to 2 rounds per level.

4" | evel

Soider Plague (Dus4 ps5) — As Insect Plague(PH
p217), except conjured insects are spiders and
cannot fly.

Summon Monstrous Spider 1V(Dus4 pss) — As
Summon Monster |V(PH p258), except a Huge
Monstrous Spider is conjured and the duration is
doubled to 2 rounds per level.

Wall of Webs(pusa pss) — As Wall of Iron(PH p270)
(including hardness and hp), except the wall is
twice as thick and made of non-flammable,
concentrated webbing.
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Assassin Spdll List

Prepared Arcane spells based on Intelligence. (oMG p32) (MoF peg)+ (S&.S p88)+ (BovD p79)+

1% Level
Addiction(sovD pg4) — Subject becomes addicted to
adrug.
Angry Ache(BovD p8s) — Subject takes —2 penalty on
attack rolls.
Black Bag(ovD p86) — Creates extradimensional
bag filled with torture tools.
Change Self(PH p183) — Changes your appearance in
basic ways (add or loose 1" of height, switch
between fat & thin, etc.) for up to 10 min/level.
Gives a +10 bonus on Disguise checks.
Death Grimace(BovD po1) — Caster leaves a magical
“calling card” on a corpse.
Detect Poison(PH p193) — Detects poison in one
creature or small object.
Ghost Sound(PH p209) — Figment sounds.
Low-Light Vision(MoF p106) — See twice as far under
current light.
Obscuring Mists(PH p233) — Fog surrounds you.
Slent Portal(MoF p117) — Negates sound from door
or window.
Spider Climb(PH p2ss) — Grants ability to walk on
walls & ceilings.
Soring Sheath(s& sp9s) — For 10 minutes per level a
touched sheath or strap can be released as a Free
Action.
Stupor (BoVD p106)
<Ench[mind], SM(puffball mushroom), 1Min, Touch,
1hr/Ivl, FortNeg>

— A Helplesstarget is put into a clouded,
confused state where it will take no actions
except following along where it is lead.

Blackguard Spell List

2" L evel

Alter Self(PH p172) — As Change Self, plus more
drastic changes.

Darklight(BovD p91) — Creates 5' radius area where
al can see without light.

Darkness(PH p190) — 20" radius of supernatural
darkness.

Getaway(s&Sp92) — A pursuer who looses sight of
you must make a Will save or have a 50%
chance of going the wrong way. Lastsfor 10
minutes per level in a1 block per level area.

Pass without Trace(PH p234) — One subject per level
leaves no tracks or scent trail for 10 min/level.

Sacrificial Skill(BovD p103) — Caster gains +5 bonus
to Knowledge (religion) checks made during a
sacrifice.

Undetectable Alignment(pH p267) — Conceals
aignment for 24 hours.

39 evel

Absorb Weapon(ss.s pg9) — Effectively transform a
weapon into a blotch on your arm for up to 1
hour per level. It can be restored as a weapon
drawing action.

Deeper Darkness(PH p191) — Object sheds absolute
darknessin 60’ radius.

Invisibility(PH p217) — Subject is invisible for 10
minutes per level or until it attacks.

Masochism(BovD p9) — For every 10 hp damage
caster takes, he gains +1 on attacks, saves, and
checks.

Misdirection(PH p230) — Misleads divinations for 1
creature or object.

Sadism(BovD p103) — For every 10 hp damage caster
deals, he gains +1 on attacks, saves, and checks.

Soider Poison(MoF p123) — Touch deals 1d6 Str
damage, repeatsin 1 minute.

4" | evel

Dimension Door (PH p195) — Teleports you and up to
500 pounds to a location within 400" + 40’ per
level.

Flesh Armor (BovD p96) — Caster gains DR 10/+1.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Improved Invisibility(PH p217) — As Invisibility, but
subject can attack and stay invisible.

Poison(PH p236) — Touch deals 1d10 Con damage,
repeatsin 1 minute.

Shiper’s Eye(s&sp9s) — For 1 round per level &
within a5’ area, you gain the following abilities:
Darkvision, able to do Ranged Sneak Attacks at
up to 60', Death Attack with ranged weapons at
up to 30", & a+15 competence bonus on Spot
checks.

Stop Heart(BovD p106) — Subject drops to —8 hp
immediately.

Prepared Divine spells based on Wisdom. (oMG p32) (MoF pes)+ (BovD pr9)+

1* Level

Boneblast(BovD pss) — 1d3 Con damage to subject.
Only castable by an Undead.

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Death Grimace(BovD po1) — Caster leaves a magical
“calling card” on a corpse.

Demonflesh(BovD p92) — Caster gains +1 natural
armor per 5 caster levels.

Doom(PH p198) — One subject suffers —2 penalty on
attacks, damage, saves, and checks.

Faith Healing(MoF p93) — Cures 8 hp +1/level
damage (max +5) to worshiper of your patron.

Inflict Light Wounds(PH p217) — Touch, 1d8 +L/level
(max +5).

Magic Weapon(PH p225) — Weapon gains +1 bonus.

Strategic Charge(MoF p125) — Y ou gain the benefits
of the Mobility feat.

Summon Monster |(PH p258) — Summons an Outsider
to fight for you.

2" | evel

Bone Blade(BovD psg6) — Turns a bone into a magic
weapon. Caster must be an Undead.

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level damage (max +10).

Prestige Classes Spell Lists

Darkness(PH p190) — 20" radius of supernatural
darkness.

Demoncall(BovD p91) — Caster gains +10 on one
Knowledge (the planes), Knowledge (arcana), or
Knowledge (religion) check.

Death Knell(PH p191) — Kills dying creature; you
gain 1d8 temporary hp, +2 Strength, and 1 level.

Devil’s EyeBovD p92) — Caster can seein even
magical darkness, up to 30'.

Hand of Divinity(MoF p98) — Gives +2 sacred or
profane bonus on worshipers of your patron.

Inflict Moderate Wounds(PH p217) — Touch attack,
2d8 +1/level (max +10).

Shatter (PH p250) — Sonic vibration damages objects
or crystalline creatures.

Summon Monster |1 (PH p258) — Summons an
Qutsider to fight for you.

3L evel

Abyssal Might(BovD p8e) — Caster gains +2 to Str,
Con, Dex, and SR. Caster must be a Demon.

Contagion(PH p187) — Infects subject with chosen
disease.

Cure Serious Wounds(PH p190) — Cures 3d8 +1/level
damage (max +15).

Demon Wings(BovD po1) — Caster flies as hisland
speed.

Hell’s Power (BovD p97) — Caster gains n+2 AC and
+1 to existing DR. Only castable by a Devil.

Inflict Serious Wounds(PH p217) — Touch attack, 3d8
+1/level (max +15).

Know Greatest Enemy(MoF p103) — Determines
relative power level of creatures within the area.

MasochismsovD p99) — For every 10 hp damage
caster takes, he gains +1 on attacks, saves, and
checks.

Protection from Elements(PH p240) — Absorb 12
damage/level from one kind of energy.

Summon Monster |11 (PH p259) — Summons an
Outsider to fight for you.

4" | evel

Claws of the Savage(BovD p8g) — Subject gains
claws that deal damage based on size.

Cure Critical Wounds(PH p190) — Cures 4d8 +1/level
damage (max +20).

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Inflict Critical Wounds(PH p217) — Touch attack, 4d8
+ Ulevel (max +20).

Poison(PH p236) — Touch deals 1d10 Con damage,
repeatsin 1 minute.

Summon Monster |V(PH p259) — Calls an Outsider to
fight for you.

Vile LanceBovD p108) — Creates a +2 Shortspear
that deals Vile Damage.

Weapon of the Deity(MoF p132) — Gives your weapon
magical powers appropriate to your patron.
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Bladesinger Spell List

Prepared Arcane spells based on Intelligence. (r&8-p56) (T&.Bep21)

1* Level

Expeditious Retreat(PH p202) — Doubles your speed.

Mage Armor (PH p223) — Gives subject +4 armor
bonus.

Magic Weapon(PH p225) — Weapon gains +1
enchantment bonus.

Shield(PH p251) (DR280 p107)+ (DR282 p106)+ — INvisible
disc gives +7 AC cover bonus against half the
battlefield, and blocks Magic Missiles.

True Strike(PH p267) — Add +20 insight bonus to
your next attack roll.

2" | evel

Blur (PH p181) — Attacks miss subject 20% of the
time.

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Blighter Spell List

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Mirror Image(PH p229) — Creates decoy duplicates of
you (1d4 + 1 per 3 levels (max 8)).

Protection from Arrows(PH p239) — Subject immune
to most ranged attacks.

3L evel

Displacement(PH p197) — Attacks miss subject 50%
of the time.

Greater Magic Weapon(pH p210) — Enchants a
weapon be +1 per 3 levels (max +5).

Haste(PH p212) — Extra partial action and +4 AC.

Keen Edge(PH p219) — Doubles normal weapon’s
threat range.

4" | evel

Dimension Door (PH p195) — Teleports you and up to
500 pounds to alocation within 400" + 40’ per
level.

Fire Shield(PH p204) — Creatures attacking you take
1d6 + 1 per level damage (fire damage for a
Warm Shield, cold damage for a Chill Shield);
you are protected from cold (in the case of a
Warm Shield) or heat (in the case of a Chill
Shield).

Improved Invisibility(PH p217) — As Invisibility, but
subject can attack and stay invisible.

Stoneskin(PH p257) — Stops blows, cuts, stabs, &
slashes.

Prepared Divine spells based on Wisdom. (motw p4g)

Spells per Day by Level

Lv Oth 15( 2nd 3l’d 4th 5th 6th
2 1 0 - - - -
2 2 2 1 0 - - -
3 3 2 2 0 - -

4 3 3 2 1 0 - -
5 4 3 3 2 0 - -
66 4 4 3 3 1 0 -
7 5 4 4 3 2 0 -
8 5 5 4 4 2 1 O
9 6 5 5 4 3 2 1
10. 6 6 5 5 3 2 2
0" Level

Darkseed(Motw pge) — Slow-kills plants.

Detect Magic(PH p193) — Detects spells and magic
items within 60’.

Detect Poison(PH p193) — Detects poison in one
creature or small object.

Flare(PH p2os) — Dazzles one creature (-1 attack).

Ghost Sound(PH p209) — Figment sounds.

Inflict Minor Wounds(PH p217) — Touch attack, 1
point of damage.

Read Magic(PH p243) — Read scrolls and spellbooks.

1* Level

Bane(PH p177) — Enemies suffer —1 morale penalty
on attacks & —1 morale penalty on saves vs.
fear.

Burning Hands(pH p181) — 1d4 fire damage per level
(max 5d4).

Curse Water (PH p190) — Makes Unholy Water.

Decomposition(Motw p87) — \Wounded creatures
suffer 1 extra hp/round.

Detect Undead(PH p194) — Reveal's undead within
60",

Doom(PH p198) — One subject suffers—2 morale
penalty on attacks, damage, saves, and checks.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Inflict Light Wounds(PH p217) — Touch, 1d8 +1/level
(max +5).

Invisibility to Animals(PH p218) — Animals can’'t
perceive one subject per level.

Prestige Classes Spell Lists

Ray of Enfeeblement(PH p242) — Ray reduces
Strength by 1d6 points +1 per 2 levels (max +5).

2" | evel

Chill Metal (PH p183) — Cold metal damages those
who touch it.

Chill Touch(PH p183) — 1 touch per level deals 1d6
damage and possibly 1 Strength damage.

Darkness(PH p190) — 20" radius of supernatural
darkness.

Death Knell(PH p191) — Kills dying creature; you
gain 1d8 temporary hp, +2 Strength, and 1 level.

Fire Trap(PH p203) — Opened object deals 1d4 + 1
per level damage.

Flaming Sphere(PH p206) — Rolling ball of fire, 2d6
damage, lasts 1 round per level.

Heat Metal (PH p213) — Hot metal damages those
who touch it.

Inflict Moderate Wounds(PH p217) — Touch attack,
2d8 +1/level (max +10).

Miasma(Motw pa1) — Gas cloud suffocates target.

Produce Flame(PH p238) — 1d4 + 1 per 2 levels
damage, touch or thrown.

Resist Elements(PH p246) — Ignores first 12 damage
from one energy type each round.

Warp Wood(PH p271) — Bends wood (shaft, handle,
door, plank).

39 evel

Contagion(PH p187) — Inflicts subject with chosen
disease.

Deeper Darkness(PH p191) — Object sheds absolute
darknessin 60 radius.

Desecrate(PH p192) — Fills area with negative
energy, making undead stronger.

Diminish Plants(PH p195) — Reduces size or blights
growth of normal plants.

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Inflict Serious Wounds(PH p217) — Touch attack, 3d8
+1/level (max +15).

Poison(PH p236) — Touch deals 1d10 Constitution
damage, repeatsin 1 minute.

Protection from Elements(PH p240) — Absorb 12
damage per level from on kind of energy.

Stinking Cloud(PH p2s6) — Nauseating vapors, 1
round per level.

Vampiric Touch(PH p268) — Touch deals 1d6 per 2
caster levels (max 10d6); caster gains damage as
hit points.

4" | evel

Antiplant Shell(PH p175) — Keeps animated plants at
bay.

Animate Dead(PH p174) — Creates undead skeletons
and zombies.

Blight(DotF ps1)(Motw pg4) — Deal 1d6 per level to
plant creatures, or blight a 100" spread.

Death Ward(PH p191) — Grants immunity to all death
spells and effects.

Flame Strike(PH p20s) — Smites foes with divine fire
(1d6 / level).

Inflict Critical Wounds(PH p217) — Touch attack, 4d8
+ 1llevel (max +20).

Kiss of Death(motw p8g) — Creates reusable poison,
delivered by touch attack.

Languor (Motw pg9) — Causes short-term Strength
loss and slowing.

Repel Vermin(PH p245) — Insects stay 10° away.

Rusting Grasp(PH p247) — Y our touch corrodes iron
and aloys.

Transmute Mud to Rock(PH p266) — Transforms two
10’ cubes per level.

Transmute Rock to Mud(PH p266) — Transforms two
10" cubes per level.

Unhallow(PH p268) — Designates location as unholy.
Wall of Fire(rH p269) — Dedls 2d4 fire damage out to
10" and 1d4 out to 20'. Passing through wall

deals 2d6 + 1 per level.

5" Level

Acid Fog(PH p172) — Fog deals acid damage.

Antilife Shell(PH p174) — 10 field hedges out living
creatures.

Circle of Death(PH p184) — Kills 1d4 HD per level
(max 20d4).

Contagious Touch(Motw pgs) — Infects one touched
creature / round with chosen disease.

Create Undead(PH p189) — Create ghouls, shadows,
ghasts, wights, or wraiths.
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Firestorm(pH p205) — Deals 1d6 fire damage per
level.

Forbiddance(rH p206) — Denies area to creatures of
another alignment.

Greater Dispelling(PH p210) — As Dispel Magic, but
up to +20 on the check.

Protection from All Elements(motw p92) — Reduces
the effects of all elemental spells.

Repel Wood(PH p245) — Pushes away wooden
objects.

Consecrated Harrier Spell List

6" Level

Antipathy(PH p175) — Object or location affected by
spell repels certain creatures.

Control Undead(PH p188) — Undead don’t attack you
while under your command.

Earthquake(PH p198) — Intense tremor shakes 5’ per
level radius.

Epidemic(motw pgg) — Infects subject with chosen
disease, and subject can infect others.

Finger of Death(PH p203) — Kills one subject.

Foresight(pH p207) — “ Sixth sense” warns of
impending danger.

Horrid Wilting(PH p215) — Deals 1d8 damage per
level (max 25d8) within 30'.

Invulnerability to Elements(Motw p89) — Grants
immunity to energy damage.

Prepared Divine spells based on Wisdom. (potr ps4)

1¥ Leve

Alter Self(PH p172) — As Change Self, plus more
drastic changes.

Animate Rope(PH p174) — Makes a rope move at your
command.

Calm Emotions(PH p182) — Calms 1d6 subjects per
level, negating emotion effects.

Command(PH p185) — One subject obeys one-word
command for 1 round.

Doom(PH p198) — One subject suffers —2 on attacks,
damage, saves, and checks.

2" Level
Charm Person(PH p183) — Make one person your
friend.

Demonologist Spell List

Daylight(PH p191) — 60" radius of bright light.

Detect Thoughts(PH p194) — Allows listening to
surface thoughts.

Hold Person(pH p214) — Holds one person helpless
for 1 round per level.

3 Leve

Death Ward(PH 191) — Grants immunity to death
spells and effects.

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Dismissal(PH p196) — Forces a creature to return to
its native plane.

Legend Lore(PH p219) — Learn tales about a person,
place, or thing.

4" | evel

Dominate Person(pPH p197) — Controls humanoid
telepathically.

Mark of Justice(PH p225) — Designates action that
will trigger Bestow Curse(PH p177) on subject.

5" Level

Antimagic Field(PH p175) — Negates magic within
10'.

Banishment(PH p177) — Banishes 2 HD per level
extraplanar creatures.

Impromptu Arcane spells based on Charisma. (8ovD pss)

¥ Level

Bane(PH p177) — Enemies suffer —1 morale penalty
on attacks & —1 morale penalty on saves vs.
fear.

Demonflesh(BovD p92) — Caster gains +1 natural
armor per 5 caster levels.

Doom(PH p198) — One subject suffers —2 on attacks,
damage, saves, and checks.

Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out
Elementals & Outsiders.

Protection from Good(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against good, counters mind control, & hedges
out Elementals & Outsiders.

Soores of the Vrock(BovD p10s) — All within 5’ take
1d8 damage and 1d2 damage each round
thereafter for 10 rounds.

Summon Monster |(PH p258) — Summons an Outsider
to fight for you.

Unnerving GazeBovD p108) — Subject takes —1
penalty on attacks for 1d3 rounds.

2" L evel

Bestow Curse(PH p177) — -6 on one ability; -4
enhancement penalty on attacks, saves, and skill
checks; or 50% chance of losing each action.

Prestige Classes Spell Lists

Dance of Ruin@ovD po) — Nondemons take 2d20
damage.

Demoncall(BovD p91) — Caster gains +10 on one
Knowledge (the planes), Knowledge (arcana), or
Knowledge (religion) check.

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Magic Circle against Good(PH p223) — As Protection
from Good, but 10’ radius and 10 minutes per
level.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.
Stunning Screech(BovD p106) — All within 30 are

stunned for 1 round.
Summon Monster |1 (PH p258) — Summons an
Qutsider to fight for you.

3L evel

Abyssal Might(BovD ps4) — Caster gains +2 to Str,
Con, Dex, and SR.

Call Dretch Horde(BovD pgs) — Summon 2d3
dretches.

Demon Wings(BovD po1) — Caster flies as hisland
speed.

Dread Word(BovD p93) — 1d3 Charisma drain on one
target.

Dimensional Anchor (PH p195) — Bars
extradimensional movement.

Lesser Planar Binding(PH p221) — Traps an Outsider
until it performs a task.

Summon Monster |11 (PH p259) — Summons an
Outsider to fight for you.

4" | evel

Bestow Greater Curse(BovD p8s) — Subject takes -6
penalty to two abilities; -8 penalty on attacks,
saves, and checks; or 75% chance of taking no
action.

Call Nightmare(BovD pg7) — Summon a nightmare.

Cloud of the Achaierai(govD pss) — Cloud deals 2d6
damage plus Confusion.

Dismissal (PH p196) — Forces a creature to return to
native plane.

Impotent Possessor (BovD p98) — Subject that can
possess creatures is rendered powerless.

Imprison Possessor (BovD p98) — Subject that can
possess creatures is trapped in current body.

Planar Binding(PH p23s) — As Lesser Planar
Binding, but up to 16 HD.

Summon Monster |V(PH p259) — Calls an outsider to
fight for you.
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Fiend Slayer Spell List

Impromptu Arcane spells based on Charisma. All spells on thelist are available. (pr2s7 pss)

1 Level

Detect Evil(PH p192) — Reveals evil creatures, spells,
or objects.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out
Elementals & Outsiders.

Remove Fear (PH p245) — +4 morale bonus on saves
vs. fear for one subject +1/four levels.

Summon Monster |(PH p258) — Summons an Outsider
to fight for you.

Flame Steward Spdll List

2" | evel

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Cat's Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Resist Elements(PH p246) — Ignores first 12 damage
from one energy type each round.

See Invisibility(PH p248) — Reveasinvisible
creatures or objects.

Summon Monster |1 (PH p258) — Summons an
Outsider to fight for you.

3 Level

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Magic Vestment(pH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

Summon Monster |11 (PH p259) — Summons an
Qutsider to fight for you.

4" | evel

Banishment(pH p177) — Banishes 2 HD per level
extraplanar creatures.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Summon Monster |V(PH p259) — Summons an
Qutsider to fight for you.

Prepared Divine spells based on Wisdom. (pr2s3 pes)

1% Level

Bless(PH p180) — Allies gain+1 morale bonus to
attacks & savesvs. fear.

Cure Light Wounds(pH p190) — Cures 1d8 +1/level
damage (max +5).

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Light(PH p222) — Object shines like atorch.

Summon Monster | (fire only)(PH p258) — Summons
a Fire Outsider to fight for you.

2" | evel

Consecrate(PH p187) — Fills area with positive
energy, making undead weaker.

Continual Flame(PH p188)(DR276 p107)+ — Makes a
permanent, heatless torch.

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level damage (max +10).

Resist Elements(PH p246) — Ignores 12 damage/round
from one energy type.

Prestige Classes Spell Lists

Summon Monster 11 (fire only)(PH p258) — Summons
afire outsider to fight for you.

39 evel

Cure Serious Wounds(PH p190) — Cures 3d8 +1/level
damage (max +15).

Protection from Elements(PH p240) — Absorb 12
damage/level from one kind of energy.

Remove Blindness/Deafness(PH p244) — Cures
normal or magica conditions.

Remove Disease(PH p244) — Cures all diseases
affecting subject.

Summon Monster [11(PH p258) — Summons evil
outsider to fight for you.

4" | evel

Cure Critical Wounds(PH p190) — Cures 4d8 +1/level
damage (max +20).

Quench(PH p241) — Extinguishes nonmagical fires or
one magic item.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

Summon Monster 1V(fire only)(PH p258) — Summons
evil outsider to fight for you.

5" Level

Fire Shield(pH p204) — Creatures attacking you take
1d6 + 1 per level damage (fire damage for a
Warm Shield, cold damage for a Chill Shield);
you are protected from cold (in the case of a
Warm Shield) or hesat (in the case of a Chill
Shield).

Healing Circle(PH p213) — Cures 1d8 + L/level (max
+20) damage in al directions.

Summon Monster V (fire only)(PH p258) — Summons
afire outsider to fight for you.

Wall of Fire(rH p269) — Dedls 2d4 fire damage out to
10" and 1d4 out to 20'. Passing through wall
deals 2d6 + 1 per level.
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Gnome Artificer Device Powers List

Powers that can be built into Gnome Artificer Devices. (MoF p25)

Any power marked with an ¥ requires ‘ Shadow Effect Ability’, which is not available until 9" level Artificer.

Device Powers Per Level
L o & 20 A

L 4 2 - - -
2 5 2 - - -
3 5 3 1 - -
4 6 3 2 - -
5 6 4 2 1 -
66 7 4 3 2 -
7 7 5 3 2 1
& 8 5 4 3 2
9 8 5 4 3 2
100 9 5 5 4 3
0" Level

Acid Splash(MoF p76) — Missile deals 1d3 acid
damage.

Detect Poison(PH p193) — Detects poison in one
creature or small object.

Electric Jolt(MoF po1) — Ranged touch attack deals
1d3 electrical damage.

Flare(PH p2o6) — Dazzles one creature (-1 attack).

Horizikaul’s Cough(MoF p101) — Target takes 1 point
of sonic damage and are deafened for 1 round.

Launch Bolt(MoF p105) — Launches a crosshow bolt
asif from alight crossbow up to 100" + 10’ per
level.

Light(PH p222) — Object shines like atorch.

Mage Hand(PH p223) — 5 pound telekinesis.

Ray of Frost(pH p243) — Ray deals 1d3 cold damage.

1% Level
Burning Hands(PH p181) — 1d4 fire damage per level
(max 5d4).

Detect Undead(PH p194) — Reveals undead within 60’.

Corrosive Grasp(MoF pgs) — 1 touch per level deals
1d6+1 acid damage.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Expeditious Retreat(PH p202) — Doubles your speed.

Feather Fall(PH p203) — Objects or creatures fall
slowly.

Harper Scout Spell List

Grease(PH p210) — Makes 10’ square or 1 object
slippery.

Horizikaul’ s Boom(MoF p100) — Target takes 1d4
sonic damage per 2 levels (max 5d4), plus
deafness.

Jump(PH p219) — Subject gets +30 on Jump checks.

Kaupaer’s Skittish Nerves(MoF p103) — Target gains
+5 bonus on initiative checks.

Launch Item(MoF p10s) — Hurls Fine-sized item (10
pounds or less) up to 400" + 40’ per level.

Low-Light Vision(MoF p106) — See twice as far under
current light.

Obscuring Mists(PH p233) — Fog surrounds you.

Shocking Grasp(PH p251) — Touch delivers 1d8 + 1
per level (max +20) of electricity damage.

Spider Climb(PH p2ss) — Grants ability to walk on
walls & ceilings.

2" | evel

Battering Ram(MoF pgo) — Deals 1d6 damage plus
bull rush.

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Cat's Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Darkvision(PH p190) — See 60’ in total darkness.

Daylight(PH p191) — 60’ radius of bright light.

Flame Dagger (MoF p94) — Touch attack deals 1d4 +
1 per level (max +10) fire damage.

Fog Cloud(PH p206) — Fog obscures vision.

Glitterdust(PH p209) — Blinds creatures, outlines
invisible creatures.

Melf's Acid Arrow(PH p227) — Ranged touch attack;
2d4 acid damage for 1 round + 1 round per 3
levels (7 rounds max).

See Invisibility(PH p248) — Reveadsinvisible
creatures or objects.

Shatter (PH p250) — Sonic vibration damages objects
or crystalline creatures.

Soeed SwimMoF p121) — Target gains swim speed 30°.

39 evel

Flame Arrow(PH p205) — Either cause 1 arrow per
level to catch fire, doing +1 fire damage per 2
levels (max +10), -or- ranged touch attack with
one fiery bolt per 4 levels that does 4d6 fire
damage.

FlyF(PH p206) — Subject flies at a speed of 90'.

Gust of Wind(PH p212) — Blows away or knocks
down smaller creatures.

Hastet(PH p212) — Extra partial action and +4 AC.

Lightning Bolt(PH p222) — Electricity deals 1d6
damage per level (max 10d6).

Shatterfloor (MoF p116) — Deal's 1d4 sonic damage
per level (max 10d4), plus damages floor
surfaces 6” deep.

Seet Sormi(PH p253) — Hampers vision and
movement.

Stinking Cloud(PH p2s6) — Nauseating vapors, 1
round per level.

Water Breathing(PH p271) — Subject can breathe
underwater.

4" | evel

|ce Storm¥(PH p216) — Hail deals 5d6 damage in
cylinder 40’ across.

Quench(PH p241) — Extinguishes nonmagical fires or
one magic item.

Rusting Grasp(PH p247) — Y our touch corrodes iron
and aloys.

Shout(PH p252) — Deafens all within cone and deals
2d6 damage.

Solid Fog(PH p253) — Blocks vision and slows
movement.

Wall of Firef(PH p269) — Deals 2d4 fire damage out
to 10’ and 1d4 out to 20'. Passing through wall
deals 2d6 + 1 per level.

Wall of Icet(PH p270) — Cresates either an ice plane
with 15 hp + 1 per level, or a hemisphere which
can trap creatures inside.

Impromptu Arcane spells based on Charisma. (FR p46)

1* Level

Camouflage(MoF pg3) — +10 bonus on Hide checks.

Change Self(PH p183) — Changes your appearance in
basic ways (add or loose 1' of height, switch
between fat & thin, etc.) for up to 10 min/level.
Gives a +10 bonus on Disguise checks.

Charm Person(PH p183) — Make one person your friend.

Comprehend Languages(rH p186) — Understand all
spoken and written languages.

Erase(PH p200) — Mundane or magical writing vanishes.

Feather Fall(PH p203) — Objects or creatures fall slowly.

Handfire(mor pgg) — Y our hand glows and can make
atouch attack dealing 1d4 +1/level, more
against undead.

Herald's Call(MoF p100) — Shout dazes those within 30°.

Jump(PH p219) — Subject gets +30 on Jump checks.

Light(PH p222) — Object shines like atorch.

Low-Light Vision(MoF p106) — See twice as far under
current light.

Message(PH p227) — Whispered conversation at a
distance.

Mount(PH p231) — Summons riding horse for 2 hours
per level.

Prestige Classes Spell Lists

Read Magic(PH p243) — Read scrolls and spellbooks.

Scatterspray(FR p73) — Targeted items scatter in a
burst dealing 1d8 normal or subdual damage.

Seep(PH p252) — Put 2d4 HD of creatures into
comatose slumber.

Soider Climb(PH p2ss) — Grants ability to walk on
walls & cellings.

2" L evel

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Darkvision(PH p190) — See 60’ in total darkness.

Detect Thoughts(PH p194) — Allows listening to
surface thoughts.

Eagle's Splendor (FR p68)(T&B p87) — Subject gains
1d4+1 Charismafor 1 hour per level.

Easy Trail(MoF po1) — Makes atrail easier to track.

Invisibility(PH p217) — Subject is invisible for 10
minutes per level or until it attacks.

Knock(PH p219) — Opens locked or magically sealed
door.

Locate Object(PH p223)(DR276 p107)+ — Senses
direction toward object (specific or type).

Magic Mouth(PH p224) — Speaks once when
triggered.

Misdirection(PH p230) — Misleads divinations for 1
creature or object.

See Invisibility(PH p248) — Revedls invisible
creatures or objects.

Shadow Mask(Fr p73) — Shadows hide your face and
protect against darkness, light, and gazes.

39 evel

Clairaudience/Clairvoyance(PH p184) — Hear or see
at a distance for 1 minute per level.

Living Prints(MoF p106) — Y ou perceive tracks as if
they had just been made.

Mass Camouflage(MoF p106) — As Camouflage, but
affectsal in range.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Suggestion(PH p257) — Compel' s subject to follow
stated course of action.

Tongues(PH p265) — Speak any language.

Undetectable Alignment(pPH p267) — Conceals
alignment for 24 hours.
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Hathran Supplemental Spell List

Arcane spellsthat are added to the available list from which Arcane spells can be learned. (FR p48) (MoF p72)

0" Level

Necromancy

Naturewatch(MoF p110) — As Deathwatch, but only
for animals and plants.

1* Level

Abjuration

Low-Light Vision(MoF p106) — See twice as far under
current light.

Evocation

Handfire(mor pgg) — Y our hand glows and can make
atouch attack dealing 1d4 +1/level (max +5),
more against undead.

Holy Liberator Spell List

Transmutation

Scatterspray(FR p73) — Targeted items scatter in a
10" burst dealing 1d8 normal or subdual
damage.

2" Level

Evocation

Flame Dagger (MoF p94) — Touch attack deals 1d4 +
1 per level (max +10) fire damage.

Moonbeam(FRr p73) — Moveable beam of light that
penetrates darkness and forces lycanthropes to
change shape.

Transmutation

One with the Land(MoF p111) — Link with nature
gives a+2 bonus on nature-related skill checks.

39 evel

Evocation

Flashburst(Fr p70) — Flash of light dazzles and
blindsin a20’ burst.

Moon Blade(rr p72) — Touch attack deals 1d8 +1
per 2 levels, more to undead, plus scrambles
spellcasting.

4" | evel

Abjuration

Land Womb(moF p104) — Y ou and one creature/level
hide within the earth.

Evocation

Moon Path(Fr p72) — Form a bridge of moonlight

Prepared Divine spells based on Wisdom. (potr ps9)

1% Level

Bless(PH p180) — Allies gain+1 morale bonus to
attacks & savesvs. fear.

Bless Weapon(PH p180) — Weapon gains +1 bonus.

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Detect Poison(PH p193) — Detects poison in one
creature or small object.

Detect Undead(PH p194) — Reveal's undead within
60'.

Divine Favor (PH p197) — Y ou gain attack & damage
bonus of +1/three levels.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Remove Fear (PH p245) — +4 morale bonus on saves
vs. fear for one subject +1/four levels.

Resistance(PH p245) — Subject gains +1 resistance
bonus on saving throws for 1 minute.

Virtue(PH p269) — Subject gains 1 temporary hp.

Hunter of the Dead Spell List

2" | evel
Aid(PH p172) — +1 attack & +1 savesvs. fear and
+1d8 temporary hp.

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Calm Emotions(PH p182) — Calms 1d6 subjects per
level, negating emotion effects.

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level (max +10).

Delay Poison (PH p191) — Stops poison from harming
subject for 1 hour per level.

Remove Paralysis(PH p245) — Frees one or more
creatures from paralysis, hold, or Sow.

Resist Elements(PH p246) — Ignores 12 damage/round
from one energy type.

Shield Other (PH p251) — Y ou take half of subject’s
damage.

39 evel

Cure Serious Wounds(PH p190) — Cures 3d8 +
Llevel damage (max +15).

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Prayer (PH p23g) — Allies gain +1 luck bonus on most
rolls, enemies suffer —1 luck penalty.

Remove Curse(PH p244) — Frees object or person
from curse.

4" | evel

Cure Critical Wounds(PH p190) — Cures 4d8 +
1/level damage (max +20).

Death Ward(PH p191) — Grants immunity to death
spells and effects.

Dispel Evil(PH p196) — +4 bonus vs. evil attackers.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Holy Sword(pH p215) — Weapon becomes +5, does
double damage against evil.

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Prepared Divine spells based on Wisdom. (pr276 pst) (DotF p63s)

1% Level

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Invisibility to Undead(PH p218) — Undead can't
perceive one subject per level.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Remove Fear (PH p245) — +4 morale bonus on saves
vs. fear for one subject +1/four levels.

2" L evel
Bull’s Strength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Prestige Classes Spell Lists

Continual Flame(PH p188)(DR276 p107)+ — Makes a
permanent, heatless torch.

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level (max +10).

Darkvision(PH p190) — See 60’ in total darkness.

3“Leve

Cure Serious Wounds(PH p190) — Cures 3d8 +
1/level damage (max +15).

Halt Undead(PH p212) — Immobilizes undead for 1
round per level.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

4" | evel

Cure Critical Wounds(PH p190) — Cures 4d8 +
Llevel damage (max +20).

Death Ward(PH p191) — Grants immunity to death
spells and effects.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.
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Justicar of TaiiaSpell List

Prepared Divine spells based on Wisdom. (oD p206)

1* Level

Bane(PH p177) — Enemies suffer —1 morale penalty
on attacks & —1 morale penalty on saves vs.
fear.

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Command(PH p185) — One subject obeys one-word
command for 1 round.

Deathwatch(pH p191) — See how wounded subjects
within 30" are.

Divine Favor (PH p197) — You gain attack & damage
bonus of +1/three levels.

Doom(PH p198) — One subject suffers—2 morale
penalty on attacks, damage, saves, and checks.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

2" Level

Aid(PH p172) — +1 morale bonus to attack & saves
vs. fear and +1d8 temporary hp.

Knight of the Chalice Spdll List

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Enthrall(PH p200) — Captivates al within 100" + 10’
per level.

Hold Person(pH p214) — Holds one person helpless
for 1 round per level.

Soiritual Weapon(PH p2s6) — Magical weapon
attacks on its own.

Zone of Truth(PH p274) — Subjects within range
cannot lie.

3“Leve

Bestow Curse(PH p177) — -6 on one ability; -4
enhancement penalty on attacks, saves, and skill
checks; or 50% chance of losing each action.

Blindness/Deafness(PH p180) — Makes subject blind
or deaf.

Contagion(PH p187) — Infects subject with chosen
disease.

Magic Vestment(pH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Prayer (PH p238) — Allies gain +1 luck bonus on most
rolls, enemies suffer —1 luck penalty.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

4" | evel

Commune(PH p186) — Deity answers one yes-or-no
guestion per level.

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Divine Power (PH p197) — Y ou gain attack bonus, 18
Strength, and 1 hp per level.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Prepared Divine spells based on Wisdom. (potr pss)

1% Level

Bless Water (PH p180) — Makes Holy Water.

Bless Weapon(PH p180) — Weapon gains +1 bonus.

Detect Chaos(PH p192) — Reveals chaotic creatures,
spells, or objects.

Detect Evil(PH p192) — Reveals evil creatures, spells,
or objects.

Divine Favor (PH p197) — You gain attack & damage
bonus of +1/three levels.

Doom(PH p198) — One subject suffers —2 on attacks,
damage, saves, and checks.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Protection from Evil(PH p240) — +2 AC & saves
against evil, counters mind control, & hedges
out elements & outsiders.

Remove Fear (PH p245) — +4 morale bonus on saves
vs. fear for one subject +1/four levels.

Summon Monster |(PH p258) — Summons an Outsider
to fight for you.

2" | evel
Aid(PH p172) — +1 attack & +1 savesvs. fear and
+1d8 temporary hp.

Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Prestige Classes Spell Lists

Consecrate(PH p187) — Fills area with positive
energy, making undead weaker.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Resist Elements(PH p246) — Ignores 12 damage/round
from one energy type.

Sound Burst(PH p254) — Deal's 1d8 sonic damage to
subjects; may stun them.

Soiritual Weapon(PH p2s6) — Magical weapon
attacks on its own.

Summon Monster |1 (PH p258) — Summons an
Outsider to fight for you.

Undetectable Alignment(pPH p267) — Conceals
alignment for 24 hours.

Zeal(DotF p92) — You gain +4 AC against attacks of
opportunity, move through enemies.

3“Leve

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Invisibility Purge(PH p218) — Dispelsinvisibility
within 5" per level.

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Magic Vestment(pH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Prayer (PH p23g) — Allies gain +1 luck bonus on most
rolls, enemies suffer —1 luck penalty.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

Shout(PH p252) — Deafens all within cone and deals
2d6 damage.

Summon Monster 111(PH p259) — Summons an
Qutsider to fight for you.

4" | evel

Dimensional Anchor (PH p195) — Bars
extradimensional movement.

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Dismissal(PH p196) — Forces a creature to return to
its native plane.

Dispel Evil(PH p196) — +4 bonus vs. evil attackers.

Holy Smite(PH p214) — Damages and blinds evil
creatures.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Lesser Aspect of the Deity(DotF p87) — Y our form
becomes more like your deity’s.

Lesser Planar Ally(PH p221) — Exchange services
with an 8 HD Outsider.

Weapon of the Deity(DotF pg2) — +1 to your
weapon’s attack and damage, plus a special
ability.

Page 80




Dungeons & Dragons 3¢ Edition Index — Prestige Classes

March 15, 2003

Knight of the Middle Circle Spell List

Prepared Divine spells based on Wisdom. (potr pss)

1% Level

Bless(PH p180) — Allies gain+1 morale bonus to
attacks & savesvs. fear.

Bless Weapon(PH p180) — Weapon gains +1 bonus.

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Detect Poison(PH p192) — Detects poison in once
creature or object.

Detect Undead(PH p194) — Reveals undead within
60'.

Divine Favor (PH p197) — You gain attack & damage
bonus of +1/three levels.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Mask of Johydee Spell List

Protection from Evil(PH p240) — +2 AC & saves
against evil, counters mind control, & hedges
out elements & outsiders.

Read Magic(PH p243) — Read scrolls and spellbooks.

2" Level

Augury(PH p177) — Leans whether an action will be
good or bad.

Shield Other(PH p251) — Y ou take half of subject’s
damage.

Undetectable Alignment(pH p267) — Conceals
alignment for 24 hours.

3“Leved

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level (max +10).

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Prayer (PH p238) — Allies gain +1 luck bonus on most
rolls, enemies suffer —1 luck penalty.

Prepared Divine spells based on Wisdom. (orsoz p100)

1* Level

Change Self(PH p183) — Changes your appearance in
basic ways (add or loose 1' of height, switch
between fat & thin, etc.) for up to 10 min/level.
Gives a +10 bonus on Disguise checks.

Comprehend Languages(PH p18s) — Understand all
spoken and written languages.

Detect Chaos(PH p192) — Reveal's chaotic creatures,
spells, or objects.

Detect Evil(PH p192) — Reveals evil creatures, spells,
or objects.

Detect Good(PH p193) — Reveals good creatures,
spells, or objects.

Detect Law(PH p193) — Reveals lawful creatures,
spells, or objects.

Detect Undead(PH p194) — Reveals undead within
60'.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Obscuring Mists(PH p233) — Fog surrounds you.

Protection from Chaos(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against chaos, counters mind control, & hedges
out Elementals & Outsiders.

Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out
Elementals & Outsiders.

Protection from Good(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against good, counters mind control, & hedges
out Elementals & Outsiders.

Protection from Law(PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
law, counters mind control, & hedges out
Elementals & Outsiders.

Sanctuary(PH p247) — Opponents can't attack you
and you can't attack.

Shield of Faith(PH p251) — Aura grants +2 (or higher)
deflection bonus.

Prestige Classes Spell Lists

2" Level

Aid(PH p172) — +1 morale bonus to attack & saves
vs. fear and +1d8 temporary hp.

Alter Self(PH p172) — As Change Self, plus more
drastic changes.

Augury(PH p177) — Leans whether an action will be
good or bad.

Find Traps(PH p203) — Notice traps as a rogue does.

Invisibility(PH p217) — Subject isinvisible for 10
minutes per level or until it attacks.

Resist Elements(PH p246) — Ignores 12 damage per
round from one energy type.

Shield Other(PH p251) — Y ou take half of subject’s
damage.

Undetectable Alignment(pPH p267) — Conceals
alignment for 24 hours.

Zone of Truth(PH p274) — Subjects within range
cannot lie.

3“Leve

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Glyph of Warding(PH p209) — Inscription harms
those who passit.

Locate Object(PH p223)(DR276 p107)+ — Senses
direction toward object (specific or type).

Magic Circle against Chaos(PH p223) — As
Protection from Chaos, but 10’ radius and 10
minutes per level.

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Magic Circle against Good(PH p223) — As Protection
from Good, but 10’ radius and 10 minutes per
level.

Magic Circle against Law(PH p223) — As Protection
from Law, but 10’ radius and 10 minutes per
level.

Magic Vestment(pH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Obscure Object(PH p232) — Masks object against
divination.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.

4" | evel

Confusion(PH p186) — Makes subject behave oddly
for 1 round per level.

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Divination(pH p197) — Provides useful advice for
specific proposed actions.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Holy Smite(PH p214) — Damages and blinds evil
creatures.

Repel Vermin(pH p245) — Insects stay 10° away.

Sending(PH p248) — Delivers short message
anywhere instantly.

Spell Immunity(PH p255) — Subject isimmune to one
spell per four levels.

Satus(PH p256) — Monitors condition & position of
alies.

5" Level

Break Enchantment(pH p181) — Frees subject from
enchantments, aterations, curses, and
petrifaction.

Commune(PH p186) — Deity answers one yes-or-no
guestion per level.

Dispel Evil(PH p196) — +4 deflection bonus vs. evil
attackers, can send Evil Outsiders back to their
home plane, or can dispel aevil spell.

False Vision(PH p202) — Fools scrying with an
illusion.

Scrying(PH p247) — Spies on subject from a distance.

Sell Resistance(PH p2s5) — Subject gains +12 + 1/
level SR.

True Seeing(PH p267) — See al things as they really
are.
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Master of Shrouds Supplemental Spell List

Divine spells that are added to the Master of Shrouds available spell list. (Dotr pss)

1% Level

Disrupt Undead(PH p197) — Deals 1d6 damage to
one undead.

Chill Touch(PH p183) — 1 touch per level deals 1d6
damage and possibly 1 Strength damage.

Ray of Enfeeblement(PH p242) — Ray reduces

Strength by 1d6 points +1 per 2 levels (max +5).

2" | evel

Ghoul Touch(PH p209) — Paralyzes one subject, who
exudes stench (-2 penalty) nearby.

Scare(PH p247) — Panics creatures up to 5 HD within
al5' radius.

Mortal Hunter Spdll List

Spectral Hand(PH p254) — Creates disembodied
glowing hand to deliver touch attacks.

3 Leved

Contagion(PH p187) — Infects subject with chosen
disease.

Gentle Repose(PH p208) — Preserves one corpse.

Halt Undead(PH p212) — Immobilizes undead for 1
round per level.

Vampiric Touch(PH p268) — Touch deals 1d6 per 2
caster levels (max 10d6); caster gains damage as
hit points.

4" | evel

Enervation(PH p199) — Subject gains 1d4 negative
levels.

Fear (PH p203) — Subjects within cone flee for 1
round per level.

5" Level
Magic Jar (PH p224) — Enables possession of another
creature.

Impromptu Arcane spells based on Charisma. (8ovD pés)

1¥ Leve

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Charm Person(PH p183) — Make one person your
friend.

Detect Good(PH p193) — Reveals good creatures,
spells, or objects.

HeartacheBovD p97) — Subject helpless for 1 round.

Protection from Good(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against good, counters mind control, & hedges
out Elementals & Outsiders.

Seep(PH p252) — Put 2d4 HD of creatures into
comatose slumber.

Unnerving GazeBovD p108) — Subject takes —1
penalty on attacks for 1d3 rounds.

2" Level

Detect Thoughts(PH p194) — Allows “listening” to
surface thoughts.

Evil Eye(BovD p94) — Subject takes —4 penalty on
attacks, saves, and checks.

Prestige Classes Spell Lists

Hold Person(pH p214) — Holds one person helpless
for 1 round per level.

Magic Circle against Good(PH p223) — As Protection
from Good, but 10’ radius and 10 minutes per
level.

See Invisibility(PH p248) — Revedls invisible
creatures or objects.

Web(PH p271) — Fills 10" cube per level with sticky
spider webs.

Wither Limb(BovD p110) — Caster reduces subject’s
speed to 5 or makes it impossible for subject to
use objects or caster somatic spells.

39 evel

Flesh Ripper(BovD p96) — Black claw deals 1d8
damage per level and critical hits deal bleeding
damage.

Mirror Sending(BovD p99) — Caster sends her image
to amirror and cans see and speak through it.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Scrying(PH p247) — Spies on subject at a distance.

Suggestion(PH p257) — Compel' s subject to follow
stated course of action.

Vile LanceBovD p108) — Creates a +2 Shortspear
that deals Vile Damage.

Wrack(BovD p110) — Blinds subject and renders it
helpless for 1 round per level, then —2 on
attacks, saves, and checks for 3d10 minutes.

4" | evel

Arcane Eye(PH p175) — Invisible floating eye moves
30" per round.

Call Dretch Horde(BovD pss) — Summon 2d3
dretches.

Locate Creature(PH p223) — Indicates direction to
familiar creature.

Morality UndoneBovD p99) — Subject becomes evil.

Phantasmal Killer(PH p235) — Fearsome illusion kill
subject or deals 3d6 damage.

Resonating Resi stance(BovD p102) — Foes must
check spell resistance twice against caster.
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Psi-Hunter Spell List

Prepared Arcane spells based on Intelligence. (orost pss)

1¥ Leve

Alarm(pH p172) — Wards an area for 2 hours per
level.

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Command(PH p185) — One subject obeys one-word
command for 1 round.

Doom(PH p198) — One subject suffers—2 morale
penalty on attacks, damage, saves, and checks.

Hypnotism(PH p215) — Fascinates 2d4 HD of
creatures.

Magic Weapon(PH p225) — Weapon gains +1
enchantment bonus.

Obscuring Mists(PH p233) — Fog surrounds you.

True Strike(PH p267) — Add +20 insight bonus to
your next attack roll.

Shield(PH p251) (DR280 p107)+ (DR282 p106)+ — INvisible
disc gives +7 AC cover bonus against half the
battlefield, and blocks Magic Missiles.

2" Level

Blur (PH p181) — Attacks miss subject 20% of the
time.

Bull’s Strength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Detect Thoughts(PH p194) — Allows “listening” to
surface thoughts.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Prestige Classes Spell Lists

Hypnotic Pattern(pH p215) — Fascinates 2d4+1 HD
per level of creatures.

Locate Object(PH p223)(DR276 p107)+ — Senses
direction toward object (specific or type).

See Invisibility(PH p248) — Revedls invisible
creatures or objects.

39 evel

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Note: When cast by a Psi-Hunter, this spells
applies to Psionic effects too.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Hold Person(pH p214) — Holds one person helpless
for 1 round per level.

Minor Globe of Invulnerability(pH p22s) — Stops 1%
—3"“|evel spell effectsina 10’ radius around
you for 1 round per level.

Note: When cast by a Psi-Hunter, this spells
applies to Psionic effects too.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Spell Immunity(PH p255) — Subject isimmune to one
spell per four levels.

Note: When cast by a Psi-Hunter, this spells
applies to Psionic effects too.

4" | evel

Emotion(PH p199) — Arouses strong emotion in
subject.

Detect Scrying(PH p193) — Alerts you to magical
eavesdropping.
Note: When cast by a Psi-Hunter, this spells
applies to Psionic effects too.

Dimensional Anchor (PH p195) — Bars
extradimensional movement.

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Haste(PH p212) — Extra partia action and +4 AC.

Locate Creature(PH p223) — Indicates direction to
familiar creature.

Scrying(PH p247) — Spies on subject at a distance.

5" Level

Antimagic Field(PH p175) — Negates magic within
10'.

Globe of Invulnerability(PH p2og) — Stops 1% — 4™
level spell effectsin a 10’ radius around you for
1 round per level.
Note: When cast by a Psi-Hunter, this spells
applies to Psionic effects too.

Magic Jar (PH p224) — Enables possession of another
creature.

Mind Fog(PH p228) — Subjects in fog get —10
Wisdom, Wisdom checks.

Rary' s Telepathic Bond(PH p242) — Link lets alies
communicate.

True Seeing(PH p267) — See all things as they redlly
are.
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Rage Mage Spell List

Impromptu Arcane spells based on Charisma. (or277 pg)

1% Level

Animate Rope(PH p174) — Makes a rope move at your
command.

Burning Hands(PH p181) — 1d4 fire damage per level
(max 5d4).

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Chill Touch(PH p183) — 1 touch per level deals 1d6
damage and possibly 1 Strength damage.

Enlarge(PH p200) — Object or creature grows +10%
per level (max +50%).

Erase(PH p200) — Mundane or magical writing
vanishes.

Feather Fall(PH p203) — Objects or creatures fall
slowly.

Grease(PH p210) — Makes 10" square or 1 object
slippery.

Hold Portal (PH p214) — Holds one door shut.

Jump(PH p219) — Subject gets +30 on Jump checks.

Mage Armor (PH p223) — Gives subject +4 armor
bonus.

Magic MissilePH p224) — 1d4+1 damage; +1 missile
per two levels above 1% (max 5 missiles).

Magic Weapon(PH p225) — Weapon gains +1
enchantment bonus.

Mount(PH p231) — Summons riding horse for 2 hours
per level.

Obscuring Mists(PH p233) — Fog surrounds you.
Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out

Elementals & Outsiders.

Protection from Good(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against good, counters mind control, & hedges
out Elementals & Outsiders.

Protection from Law(PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
law, counters mind control, & hedges out
Elementals & Outsiders.

Ray of Enfeeblement(PH p242) — Ray reduces
Strength by 1d6 points +1 per 2 levels (max +5).

Reduce(PH p243) — Object or creature shrinks 10%
per level (max 50%).

Shield(PH p251) (DR280 p107)+ (DR282 p106)+ — INvisible
disc gives +7 AC cover bonus against half the
battlefield, and blocks Magic Missiles.

Shocking Grasp(PH p251) — Touch delivers 1d8 + 1
per level (max +20) of electricity damage.

Soider Climb(PH p2ss) — Grants ability to walk on
walls & cellings.

Summon Monster |(PH p258) — Summons an Outsider
to fight for you.

Unseen Servant(pH p268) — Creates invisible force
that obeys your commands.

2" Level

Alter Self(PH p172) — As Change Self, plus more
drastic changes.

Blindness/Deafness(PH p180) — Makes subject blink
or deaf.

Bull’s Strength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Prestige Classes Spell Lists

Darkness(PH p190) — 20" radius of supernatural
darkness.

Darkvision(PH p190) — See 60’ in total darkness.

Daylight(PH p191) — 60" radius of bright light.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Flaming Sphere(PH p206) — Rolling ball of fire, 2d6
damage, lasts 1 round per level.

Fog Cloud(PH p206) — Fog obscures vision.

Ghoul Touch(PH p209) — Paralyzes one subject, who
exudes stench (-2 penalty) nearby.

Glitterdust(PH p209) — Blinds creatures, outlines
invisible creatures.

Knock(PH p219) — Opens locked or magically sealed
door.

Levitate(PH p222) — Subject moves up and down at
your direction.

Melf's Acid Arrow(PH p227) — Ranged touch attack;
2d4 acid damage for 1 round + 1 round per 3
levels (7 rounds max).

Obscure Object(PH p232) — Masks object against
divination.

Protection from Arrows(PH p239) — Subject immune
to most ranged attacks.

Pyrotechnics(PH p241) — Turns fire into blinding
light or choking smoke.

Scare(PH p247) — Panics creatures up to 5 HD within
al5 radius

Shatter (PH p250) — Sonic vibration damages objects
or crystalline creatures.

Spectral Hand(PH p254) — Creates disembodied
glowing hand to deliver touch attacks.

Summon Monster |1 (PH p258) — Summons an
Outsider to fight for you.

Summon Swar m(pPH p261) — Summons swarm of
small crawling or flying creatures.

Web(PH p271) — Fills 10" cube per level with sticky
spider webs.

39 evel

Blink(PH p180) — Y ou randomly vanish and reappear
for 1 round per level.

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Fireball(PH p203) — 1d6 fire damage per level (max
10d6), 20’ radius.

Flame Arrow(PH p205) — Either cause 1 arrow per
level to catch fire, doing +1 fire damage per 2
levels (max +10), -or- ranged touch attack with
one fiery bolt per 4 levels that does 4d6 fire
damage.

Fly(PH p206) — Subject flies at a speed of 90'.

Gaseous Form(pH p207) — Subject becomes
insubstantial and can fly at a speed of 10'.

Greater Magic Weapon(PH p210) — Enchants a
weapon be +1 per 3 levels (max +5).

Gust of Wind(PH p212) — Blows away or knocks
down smaller creatures.

Halt Undead(PH p212) — Immobilizes undead for 1
round per level.

Haste(PH p212) — Extra partia action and +4 AC.

Keen Edge(PH p219) — Doubles normal weapon’'s
threat range.

Magic Circle against Chaos(PH p223) — As
Protection from Chaos, but 10’ radius and 10
minutes per level.

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Magic Circle against Good(PH p223) — As Protection
from Good, but 10’ radius and 10 minutes per
level.

Magic Circle against Law(PH p223) — As Protection
from Law, but 10’ radius and 10 minutes per
level.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Phantom Steed(PH p235) — Magical horse appears for
1 hour per level.

Seet Sorm(pH p253) — Hampers movement.

Sow(PH p253) — One subject per level takes only
partia actions, -2 AC, -2 meleerolls.

4" | evel

Bestow Curse(PH p177) — -6 on one ability; -4
enhancement penalty on attacks, saves, and skill
checks; or 50% chance of losing each action.

Contagion(PH p187) — I nfects subject with disease.

Dimension Door (PH p195) — Teleports you and up to
500 pounds to a location within Long Range.

Dimensional Anchor (PH p195) — Bars
extradimensional movement.

Enervation(PH p199) — Subject gains 1d4 negative
levels.

Evard's Black Tentacles(PH p201) — 1d4 + 1 per
level tentacles grapple randomly within 15'.

Fear (PH p203) — Subjects within cone flee for 1
round per level.

Fire Shield(PH p204) — Creatures attacking you take
1d6 + 1 per level damage (fire damage for a
Warm Shield, cold damage for a Chill Shield);
you are protected from cold (in the case of a
Warm Shield) or heat (in the case of a Chill
Shield).

|ce StormyPH p216) — Hail deals 5d6 damage in
cylinder 40’ across.

Minor Globe of Invulnerability(PH p228) — Stops 1%
—3"“|evel spell effectsina10' radius around
you for 1 round per level.

Otiluke's Resilient Sphere(PH p233) — Force globe
protects but traps one subject.

Polymorph Other (PH-p236)(T& B p94 or DR280 p45) —
Gives one subject a new form permanently.

Polymorph Self(rd-p237) (T&.B po4) — Y ou assume a
new form.

Shout(PH p252) — Deafens all within cone and deals
2d6 damage.

Solid Fog(PH p253) — Blocks vision and slows
movement.

Soneskin(PH p257) — Stops blows, cuts, & stabs

Summon Monster 1V(PH p259) — Calls an outsider to
fight for you.

Wall of Fire(rH p269) — Dedls 2d4 fire damage out to
10" and 1d4 out to 20'. Passing through wall
deals 2d6 + 1 per level.

Wall of Ice(PH p270) — Creates either an ice plane
with 15 hp + 1 per level, or a hemisphere which
can trap creatures inside.
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Roya Herald Spell List

Impromptu Arcane spells based on Charisma. (or-As ps7)

0" Level

Dancing Lights(PH p190)(DR277 p119)+ — Lights that
resemble torches.

Daze(PH p191) — Creature loses next action.

Distract(br-A5 p87) — Target gets a—10 penalty on
Spot or Listen checks for 1 round.

Ghost Sound(PH p209) — Figment sounds.

Guidance(PH p211) — +1 competence bonus on one
roll, save, or check.

Know Direction(PH p219) — Y ou discern north.

Light(PH p222) — Object shines like a torch.

Mage Hand(PH p223) — 5 pound telekinesis.

Open/Close(PH p233) — Opens or closes small or
light things.

Prestidigitation(pH p238) — Performs minor tricks.

1* Level

Alarm(pH p172) — Wards an area for 2 hours per
level.

Change Self(PH p183) — Changes your appearance in
basic ways (add or loose 1" of height, switch
between fat & thin, etc.) for up to 10 min/level.
Gives a +10 bonus on Disguise checks.

Charm Person(PH p183) — Make one person your
friend.

Comprehend Languages(PH p18s) — Understand all
spoken and written languages.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Detect Secret Doors(PH p193) — Reveals hidden
doors within 60’.

Glib Tongue(DR-A5 p87) — +4 competence bonus on
Diplomacy and Bluff checks. Bonus goes up by
+2 every odd Class Level (+6 at 3, etc.) (max
+16).

Message(PH p227) — Whispered conversation at a

distance.

Prestige Classes Spell Lists

Seep(PH p252) — Put 2d4 HD of creatures into
comatose slumber.

Soider Climb(PH p2ss) — Grants ability to walk on
walls & ceilings.

2" | evel

Arcane Lock(PH p176) — Magically locks a portal or
chest.

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Darkness(PH p190) — 20" radius of supernatural
darkness.

Detect Thoughts(PH p194) — Allows “listening” to
surface thoughts.

Invisibility(PH p217) — Subject isinvisible for 10
minutes per level or until it attacks.

Knock(PH p219) — Opens locked or magically sealed
door.

Locate Object(PH p223)(DR276 p107)+ — Senses
direction toward object (specific or type).

Lord’s Charisma(DR-A5 p87) — Subject gains 1d4+1

Charismafor 1 hour/level.

Slence(PH p252) — Negate sound in 15’ radius.

Suggestion(PH p257) — Compels subject to follow
stated course of action.

39 evel

Clairaudience/Clairvoyance(PH p184) — Hear or see
at a distance for 1 minute per level.

Darkvision(PH p190) — See 60’ in total darkness.

Detect Scrying(PH p193) — Alerts you to magica
eavesdropping.

Eagle Eyes(DR-A5 pg7) — +20 bonus on Search and

Spot checks for 10 minutes per level.

Hold Person(pH p214) — Holds one person helpless

for 1 round per level.

Illusory Script(PH p216) — Only intended reader can
decipher.

Leomund’s Tiny Hut(PH p220) — Creates shelter for
10 creatures.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Shrink Item(PH p252) — Object shrinks to 1/12" its
normal size.

Tongues(PH p265) — Speak any language.

4" | evel

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Dimension Door (PH p195) — Teleports you and up to
500 pounds to a location within 400" + 40’ per
level.

Dominate Person(PH p197) — Controls humanoid
telepathically.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Legend Lore(PH p219) — Learn tales about a person,
place, or thing.

Modify Memory(PH p230) — Changes 5 minutes of
subject’s memories.

Scrying(PH p247) — Spies on subject from a distance.

Sending(PH p248) — Delivers a short message
anywhere, instantly.

Speak with Dead(PH p254) — Corpse answer one
guestion per two levels.

Sudden Mastery(DR-A5 p87) — +20 competence

bonusto asingle skill available to you for 10
minutes per level.
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Sacred Fist Spell List

Prepared Divine spells based on Wisdom. (potr pr1)(oress per)+. The specific sub-set of these spells available is based on the Sacred Fist’ sfaith.

1* Level

Bless Water (PH p180) — Makes Holy Water.

Burial Blessing(DotF p83) — Prevents a corpse from
rising as undead.

Comprehend Languages(PH p18s) — Understand all
spoken and written languages.

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Curse Water (PH p190) — Makes Unholy Water.

Divine Favor (PH p197) — You gain attack & damage
bonus of +1/three levels.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Entropic Shield(PH p200) — Ranged attacks against
you suffer 20% miss chance.

Inflict Light Wounds(PH p217) — Touch, 1d8 +L/level
(max +5).

Invisibility to Undead(PH p218) — Undead can't
perceive one subject per level.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Protection from Chaos(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against chaos, counters mind control, & hedges
out elements & outsiders.

Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out
elements & outsiders.

Protection from Good(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against good, counters mind control, & hedges
out elements & outsiders.

Protection from Law(PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
law, counters mind control, & hedges out
elements & outsiders.

Sanctuary(PH p247) — Opponents can't attack you
and you can't attack.

Shield of Faith(pH p251) — Aura grants +2 (or higher)
deflection bonus.

2" L evel
Aid(PH p172) — +1 attack & +1 savesvs. fear and
+1d8 temporary hp.

Augury(PH p177) — Leans whether an action will be
good or bad.

Brambles(DotF p82) — Blunt wooden weapon +1
attack & +1/level damage (max +10).

Bull’s Srength(PH p181) — Subject gains 1d4+1 Str
for 1 hr/level.

Cure Moderate Wounds(PH p190) — Cures 2d8
+Llevel (max +10).

Prestige Classes Spell Lists

Death Knell(PH p191) — Kills dying creature; you
gain 1d8 temporary hp, +2 Str, and 1 level.

Delay Poison (PH p191) — Stops poison from harming
subject for 1 hour per level.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Gentle Repose(PH p208) — Preserves one corpse.

Inflict Moderate Wounds(PH p217) — Touch attack,
2d8 +l/level (max +10).

Lesser Restoration(PH p222) — Dispels magic ability
penalty or repairs 1d4 ability damage.

Resist Elements(PH p246) — Ignores 12 damage/round
from one energy type.

Soeak with Animal s(PH p254) — Y ou may
communicate with natural animals.

Undetectable Alignment(pPH p267) — Conceals
alignment for 24 hours.

39 evel

Bestow Curse(PH p177) — -6 on ahility; -4 on attacks,
saves, and skill checks; or 50% chance of losing
each action.

Chain of Eyes(DotF p84) — Scrying sensor passed
along by touch.

Contagion(PH p187) — Infects subject with chosen
disease.

Continual Flame(PH p188)(DR276 p107)+ — Makes a
permanent, heatless torch.

Cure Serious Wounds(PH p190) — Cures 3d8 +
Llevel damage (max +15).

Curse of the Brute(DotF pg4) — Up to +1 per level to
Str, Dex, or Con, but both Int and Cha go down
by the same amount.

Daylight(PH p191) — 60" radius of bright light.

Deeper Darkness(PH p191) — Object sheds absolute
darknessin 60’ radius.

Flame of Faith(DotF pg8s) — Normal or masterwork
weapon becomes a temporary Flaming Burst
weapon.

Glyph of Warding(PH p209) — Inscription harms
those who passiit.

Inflict Serious Wounds(PH p217) — Touch attack, 3d8
+1/level (max +15).

Invisibility Purge(PH p218) — Dispelsinvisibility
within 5" per level.

Magic Circle against Chaos(PH p223) — As
Protection from Chaos, but 10’ radius and 10
minutes/ level.

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes/ level.

Magic Circle against Good(PH p223) — As Protection
from Good, but 10" radius and 10 minutes /level.

Magic Circle against Law(PH p223) — As Protection
from Law, but 10’ radius and 10 minutes/ level.

Magic Vestment(PH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Meld into Stone(PH p226) — Y ou and your gear merge
with stone.

Negative Energy Protection(pH p231) — Subject
resists level and ability drains.

Obscure Object(PH p232) — Masks object against
divination.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.

Remove Curse(PH p244) — Frees object or person
from curse.

Foeak with Plants(PH p254) — Y ou can talk to normal
plants and plant creatures.

Spikes(DotF p90) — As Brambles(DotF ps2), but +2
attack and lasts longer.

Sone Shape(PH p257) — Sculpts stone in any form.

Water Breathing(PH p271) — Subjects can breathe
underwater.

Water Walk(PH p271) — Subject walks on water.

4" | evel

Air Walk(PH p172) — Subject treads on air as if solid.

Beast Claws(DotF pa1) — Y our hands become
slashing weapons (1d6).

Cure Critical Wounds(PH p190) — Cures 4d8 +
Llevel damage (max +20).

Death Ward(PH 191) — Grants immunity to death
spells and effects.

Divination(pPH p197) — Provides useful advice for
specific proposed actions.

Divine Power (PH p197) — Y ou gain attack bonus, 18
Str, and 1 hp per level.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Imbue with Spell Ability(PH p216) — Transfer spells
to subject.

Inflict Critical Wounds(PH p217) — Touch attack, 4d8
+ 1llevel (max +20).

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Poison(PH p236) — Touch deals 1d10 Con damage,
repeatsin 1 min.

Restoration(pH p246) — Restores level and ability
score drains.

Satus(PH p2s6) — Monitors allies condition/position.

Tongues(PH p265) — Speak any language.

Unfailing Endurance(DotF p91) — +4 bonus against
weakness or fatigue, endurance bonuses.
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Sinker Spell List

Prepared Arcane spells based on Charisma. (pr2s7 pso)

1% Level

Chill Touch(PH p183) — 1 touch per level deals 1d6
damage and possibly 1 Strength damage.

Doom(PH p198) — One subject suffers—2 morale
penalty on attacks, damage, saves, and checks.

Erase(PH p200) — Mundane or magical writing
vanishes.

Soldier of Light Spell List

Inflict Light Wounds(PH p217) — Touch, 1d8 +L/level
(max +5).

True Strike(PH p267) — Add +20 insight bonus to
your next attack roll.

2" Level
Blindness/Deafness(PH p180) — Makes subject blind
or deaf.

Death Knell(PH p191) — Kills dying creature; you
gain 1d8 temporary hp, +2 Strength, and 1 level.

Inflict Moderate Wounds(PH p217) — Touch attack,
2d8 +1/level (max +10).

Shatter (PH p250) — Sonic vibration damages objects
or crystalline creatures.

Prepared Divine spells based on Wisdom. (p&Db p209)

1% Level

Bless(PH p180) — Allies gain+1 morale bonus to
attacks & savesvs. fear.

Bless Water (PH p180) — Makes Holy Water.

Bless Weapon(PH p180) — Against an evil opponent,
all “threats” become criticals, damage reduction
is negated, and it can hit incorporeal enemies as
if it had a +1 enhancement bonus.

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Detect Evil(PH p192) — Reveals evil creatures, spells,
or objects.

Invisibility to Undead(PH p218) — Undead can't
perceive one subject per level.

Magic Weapon(PH p225) — Weapon gains +1
enhancement bonus.

Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out
Elementals & Outsiders.

Shield of Faith(PH p251) — Aura grants +2 (or higher)
deflection bonus.

Taker Spell List

2" | evel

Aid(PH p172) — +1 morale bonus to attack & saves
vs. fear and +1d8 temporary hp.

Consecrate(PH p187) — Fills area with positive
energy, making undead weaker.

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level (max +10).

Daylight(PH p191) — 60" radius of bright light.

Lesser Restoration(PH p222) — Dispels magic ability
penalty or repairs 1d4 ability damage.

Make Whol e(PH p225) — Repairs an object.

Shield Other (PH p251) — Y ou take half of subject’s
damage.

39 evel

Cure Serious Wounds(PH p190) — Cures 3d8 +
1/level damage (max +15).

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Negative Energy Protection(pH p231) — Subject
resists level and ability drains.

Prayer (PH p23g) — Allies gain +1 luck bonus on most
rolls, enemies suffer —1 luck penalty.

Remove Disease(PH p244) — Cures all diseases
affecting subject.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

4" | evel

Cure Critical Wounds(PH p190) — Cures 4d8 +
1/level damage (max +20).

Death Ward(PH 191) — Grants immunity to death
spells and effects.

Holy Smite(PH p214) — Damages and blinds evil
creatures.

Holy Sword(PH p215) — Weapon becomes +5, does
double damage against evil.

Lesser Planar Ally(PH p221) — Exchange services
with an 8 HD Outsider.

Restoration(pH p246) — Restores level and ability
score drains.

Impromptu Arcane spells based on Charisma.

Theentirelist isavailable to the caster, but all spells are treated as having range of ‘ personal’ (i.e., they cannot be cast on others).(or2s7 ps2)

1* Level

Cure Light Wounds(pH p190) — Cures 1d8 +1/level
damage (max +5).

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Enlarge(PH p200) — Object or creature grows +10%
per level (max +50%).

Expeditious Retreat(PH p202) — Doubles your speed.

Jump(PH p219) — Subject gets +30 on Jump checks.

Sanctuary(PH p247) — Opponents can't attack you
and you can't attack.

True Strike(PH p267) — Add +20 insight bonus to
your next attack roll.

2" Level
Bull’s Srength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Prestige Classes Spell Lists

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Cure Moderate Wounds(PH p190) — Cures 2d8
+Llevel (max +10).

Darkvision(PH p190) — See 60’ in total darkness.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Lesser Restoration(PH p222) — Dispels magic ability
penalty or repairs 1d4 ability damage.

Resist Elements(PH p246) — Ignores 12 damage/round
from one energy type.

3 Leved

Cure Serious Wounds(PH p190) — Cures 3d8 + 1 per
level (max. +15).

Haste(PH p212) — Extra partia action and +4 AC.

Protection from Elements(PH p240) — Absorb 12
damage per level from one kind of energy.

Nondetection(PH p232) — Hides subject from
divination, scrying.

Remove Disease(PH p244) — Cures all diseases
affecting subject.

Tongues(PH p265) — Speak any language.

4" | evel

Cure Critical Wounds(PH p190) — Cures 4d8 +
Llevel damage (max +20).

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Remove Curse(PH p244) — Frees object or person
from curse.

Restoration(PH p246) — Restores level and ability
score drains.

Stoneskin(PH p257) — Stops blows, cuts, stabs, &
slashes.
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Templar Spell List

Prepared Divine spells based on Wisdom. (potF p73)

1% Level

Bless(PH p180) — Allies gain+1 morale bonus to
attacks & savesvs. fear.

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Command(PH p185) — One subject obeys one-word
command for 1 round.

Divine Favor (PH p197) — Y ou gain attack & damage
bonus of +1/three levels.

Entropic Shield(PH p200) — Ranged attacks against
you suffer 20% miss chance.

Magic Weapon(PH p225) — Wegpon gains +1
enhancement bonus.

Mount(PH p231) — Summons riding horse for 2 hours
per level.

Shield of Faith(pPH p251) — Aura grants +2 (or higher)
deflection bonus.

2" | evel
Aid(PH p172) — +1 morale bonus to attack & saves
vs. fear and +1d8 temporary hp.

Bull’s Strength(PH p181) — Subject gains 1d4+1
Strength for 1 hour per level.

Calm Emotions(PH p182) — Calms 1d6 subjects per
level, negating emotion effects.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Enthrall(PH p200) — Captivates al within 100° + 10’
per level.

Hold Person(pH p214) — Holds one person helpless
for 1 round per level.

Shield Other (PH p251) — Y ou take half of subject’s
damage.

Spiritual Weapon(pH p2s6) — Magical weapon
attacks on its own.

3¢ Level

Blindness/Deafness(PH p180) — Makes subject blind
or deaf.

Daylight(PH p191) — 60" radius of bright light.

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Temple Raider of Olidammara Spell List

Invisibility Purge(PH p218) — Dispelsinvisibility
within 5" per level.

Magic Vestment(pH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Negative Energy Protection(PH p231) — Subject
resists level and ability drains.

Prayer (PH p23g) — Allies gain +1 luck bonus on most
rolls, enemies suffer —1 luck penalty.

Searing Light(PH p248) — Ray deals 1d8 per two
levels, more against undead.

4" | evel

Divine Power (PH p197) — Y ou gain attack bonus, 18
Strength, and 1 hp per level.

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Satus(PH p256) — Monitors condition & position of
alies.

Prepared Divine spells based on Wisdom. (szspis)

1% Level

Cure Light Wounds(PH p190) — Cures 1d8 +1/level
damage (max +5).

Detect Chaos(PH p192) — Reveals chaotic creatures,
spells, or objects.

Detect Evil(PH p192) — Reveals evil creatures, spells,
or objects.

Detect Good(PH p193) — Reveals good creatures,
spells, or objects.

Detect Law(PH p193) — Reveals lawful creatures,
spells, or objects.

Detect Secret Door s(PH p193) — Reveals hidden
doors within 60’.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Entropic Shield(PH p200) — Ranged attacks against
you suffer 20% miss chance.

Inflict Light Wounds(PH p217) — Touch, 1d8 +1/level
(max +5).

Invisibility to Undead(PH p218) — Undead can't
perceive one subject per level.

Obscuring Mists(PH p233) — Fog surrounds you.
Protection from Evil (PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
evil, counters mind control, & hedges out

Elementals & Outsiders.

Protection from Good(PH p240) — +2 deflection
bonusto AC & +2 resistance bonus to saves
against good, counters mind control, & hedges
out Elementals & Outsiders.

Protection from Law(PH p240) — +2 deflection bonus
to AC & +2 resistance bonus to saves against
law, counters mind control, & hedges out
Elementals & Outsiders.

Random Action(PH p242) — One creature acts
randomly for one round.

Remove Fear (PH p245) — +4 morale bonus on saves
vs. fear for one subject +1/four levels.

Sanctuary(PH p247) — Opponents can't attack you
and you can't attack.

Prestige Classes Spell Lists

Shield of Faith(PH p251) — Aura grants +2 (or higher)
deflection bonus.

Soider Climb(PH p2ss) — Grants ability to walk on
walls & ceilings.

2" | evel

Augury(PH p177) — Leans whether an action will be
good or bad.

Cat’s Grace(PH p182) — Subject gains 1d4+1
Dexterity for 1 hour per level.

Cure Moderate Wounds(PH p190) — Cures 2d8
+1/level (max +10).

Darkness(PH p190) — 20’ radius of supernatural
darkness.

Darkvision(PH p190) — See 60’ in total darkness.

Delay Poison (PH p191) — Stops poison from harming
subject for 1 hour per level.

Fog Cloud(PH p206) — Fog obscures vision.

Hold Person(pH p214) — Holds one person helpless
for 1 round per level.

Inflict Moderate Wounds(PH p217) — Touch attack,
2d8 +1/level (max +10).

Knock(PH p219) — Opens locked or magically sealed
door.

Lesser Restoration(PH p222) — Dispels magic ability
penalty or repairs 1d4 ability damage.

Misdirection(PH p230) — Misleads divinations for 1
creature or object.

Resist Elements(PH p246) — Ignores 12 damage per
round from one energy type.

Slence(PH p252) — Negate sound in 15’ radius.

Undetectable Alignment(PH p267) — Conceals
alignment for 24 hours.

39 evel

Blindness/Deafness(PH p180) — Makes subject blind
or deaf.

Cure Serious Wounds(PH p190) — Cures 3d8 +
1/level damage (max +15).

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Inflict Serious Wounds(PH p217) — Touch attack, 3d8
+1/level (max +15).

Locate Object(PH p223)(DR276 p107)+ — Senses
direction toward object (specific or type).

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Magic Circle against Good(PH p223) — As Protection
from Good, but 10’ radius and 10 minutes per
level.

Magic Circle against Law(PH p223) — As Protection
from Law, but 10’ radius and 10 minutes per
level.

Magic Vestment(pH p225) — Armor, shield, or
clothes gain +1 enhancement per 3 levels.

Negative Energy Protection(PH p231) — Subject
resists level and ability drains.

Protection from Elements(PH p240) — Absorbs 12
damage per level from one kind of energy.

Remove Curse(PH p244) — Frees object or person
from curse.

4" | evel

Air Walk(PH p172) — Subject treads on air asif solid
(climb at 45° angle).

Cure Critical Wounds(PH p190) — Cures 4d8 +
1/level damage (max +20).

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Inflict Critical Wounds(PH p217) — Touch attack, 4d8
+ 1level (max +20).

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Restoration(PH p246) — Restores level and ability
score drains.

Soell Immunity(PH p255) — Subject is immune to one
spell per four levels.
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Vigilante Spell List

Impromptu Arcane spells based on Charisma. (s&.sp20)

Spells per Day / Spells Known
LV 15( 2nd 3l’d 4lh

1. 0/2 - - -
2 1/2 - - —
3 1/3 0/1 - -
4. 1/3 1/2 - —
5 1/4 1/2 0/1 -

6. 2/4 1/3 1/2 -

7. 2/5 1/3 1/2 0/1
8 2/5 2/4 1/3 1/2
9 2/5 2/5 2/4 1/2
10. 3/5 2/5 2/4 2/3
1% Level

Cause Fear (PH p182) — One creature flees for 1d4
rounds.

Change Self(pH p183) — Changes your appearance in
basic ways (add or loose 1' of height, switch
between fat & thin, etc.) for up to 10 min/level.
Gives a +10 bonus on Disguise checks.

Detect Magic(PH p193) — Detects spells and magic
items within 60'.

Windrider Spell List

Detect Secret Door s(PH p193) — Reveals hidden
doors within 60’.

| dentify(PH p216) — Determines a single features of a
magic item.

Light(PH p222) — Object shines like atorch.

Obscuring Mists(PH p233) — Fog surrounds you.

2" | evel

Darkvision(PH p190) — See 60’ in total darkness.

Daylight(PH p191) — 60" radius of bright light.

Detect Thoughts(PH p194) — Allows “listening” to
surface thoughts.

Locate Object(PH p223)(DR276 p107)+ — Senses
direction toward object (specific or type).

Scare(PH p247) — Panics creatures up to 5 HD within
al5’ radius.

See Invisibility(PH p248) — Revedls invisible
creatures or objects.

Zone of Truth(PH p274) — Subjects within range
cannot lie.

39 evel
Clairaudience/Clairvoyance(PH p184) — Hear or see
at adistance for 1 minute per level.

Discern Lies(PH p195) — Reveals deliberate
falsehoods.

Dispel Magic(PH p196) — Cancels magical spells and
effects.

Emotion(PH p199) — Arouses strong emotion in
subject.

Magic Circle against Evil(PH p223) — As Protection
from Evil, but 10’ radius and 10 minutes per
level.

Foeak with Dead(PH p254) — Corpse answer one
guestion per two levels.

Tongues(PH p265) — Speak any language.

4" | evel

Arcane Eye(PH p175) — Invisible floating eye moves
30" per round.

Detect Scrying(PH p193) — Alerts you to magical
eavesdropping.

Dimensional Anchor (PH p195) — Bars
extradimensional movement.

Fear (PH p203) — Subjects within cone flee for 1
round per level.

Locate Creature(PH p223) — Indicates direction to
familiar creature.

Scrying(PH p247) — Spies on subject at a distance.

Prepared Divine spells based on Wisdom. (motw p79)

Spells per Day by Level

LV 15( 2nd 3l’d 4lh
1. 0 - - -
2 1 - -

3 1 0 - -
4 1 1 - -
5 1 1 0 -
6. 1 1 1 -
7. 2 1 1 0
8 2 1 1 1
9 2 2 1 1
10. 2 2 2 1
1¥ Leve

Alarm(PH p172) — Wards an area for 2 hours per
level.

Animal Trick(Motw p82) —Animal companion
performs a trick.

Calm Animal s(PH p182) — Calms 2d4 +1 per level
animals, beasts, and magical beasts.

Detect Poison(PH p193) — Detects poison in one
creature or small object.

Endure Elements(PH p199) — Ignore 5 damage/round
from one energy type.

Know Direction(PH p219) — Y ou discern north.

Prestige Classes Spell Lists

Remove Fear (PH p245) — +4 morale bonus on saves
vs. fear for one subject +1/four levels.

Resistance(PH p245) — Subject gains +1 resistance
bonus on saving throws.

Speak with Animals(PH p254) — Y ou can
communicate with natural animals.

2" | evel

Bottle of Smokemotw ps4) — Creates a steed made of
smoke.

Delay Poison (PH p191) — Stops poison from harming
subject for 1 hour per level.

Endurance(PH p199) — Gain 1d4+1 Constitution for 1
hour per level.

Resist Elements(PH p246) — Ignores 12 damage per
round from one energy type.

Magic Fang(PH p223) — One natural weapon of
subject creature gets +1 enhancement bonus to
attack and damage.

Mage Armor (PH p223) — Gives subject +4 armor
bonus.

Nature's Favor (Motw pg2) — Target animal gains
attack and damage bonus of +1/two levels.

Protection from Arrows(PH p239) — Subject immune
to most ranged attacks.

Shield Other (PH p251) — Y ou take half of subject’s
damage.

3L evel

Heal Mount(PH p213) — As Heal on war-horse or
other mount.

Neutralize Poison(pH p232) — Detoxifies venom in or
on subject.

Pass without Trace(PH p234) — One subject per level
leaves no tracks or scent trail for 10 min/level.
Phantom Steed(PH p235) — Magical horse appears for

1 hour per level.
Protection from Elements(PH p240) — Absorb 12
damage per level from one kind of energy.

4" | evel

Freedom of Movement(PH p207) — Subject moves
normally despite impediments.

Greater Magic Fang(PH p210) — One natural weapon
of subject creature gets +1 enhancement bonus
to attack and damage per 3 caster levels (max.
+5).

Greater Magic Weapon(PH p210) — +1 bonus per
three levels (max +5).

Repel Vermin(pH p245) — Insects stay 10° away.
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Tainted Powers Table
Powers & physical changes gained by Tainted Spellcasters and Tainted Warriors. (pr302 p39)
Fiend Power | Minor Change Power 11 Mod. Change Power 111 Major Change Power IV
Claws do 1d4.
Change Self, Class - Polymorph Self Ableto speak & N
Succubus levelstimes per day Grow vesiigial bat (humanoid only), +2 Charisma. understand any Grow wings that fly & Charm Monster, 2/day.
(MM p43) (max 5) wings. 3/day language. 50" with a;glf_:ge
) ) ) maneuverability.
Proctr?ctlonEfr_clumG 0od Web, 4/day from Barbsenlarge, +8 Racial bonus to Grows mandibles that
Bebilith {Lawe)losélag o Limbs sprout barbs. barbs, Webbing is resulting in +1d6 Climb checks & a do 246 bite. Plane Shift. 2/d
(MM p44d) i ’ d ® non-magical, has piercing damage 20’ climb Climb speed increases /0.
5|)mes per day (max 30’ range. on unarmed attacks movement. to 2 ground speed
! By dancing for 3
Gain beak that does
] . rounds, al non-
! Grow wingsthat fly at Teleport without Error 1d6. A
Vrock a?rrrmm&lﬁmﬂga)]ljd Nose curves beak-like. Ga ra'nn\;ricg/;qjmre 50" with average (self + 50 pounds), Screech stuns all gggotr;i:gglzg
(MM p4s) ge, Uday. ) 3lagy. maneuverability. 1day. within 30" for 1rnd d Refs DC
(For17), 1/hour. 1gr)nage( &
Stench, 1/combat.
Any within 10’ . Summon Swarm,
Hezrou receivea—2 Morale Body covered with 2/day. +3 Natural Armor. Gaseous Form, 3/day Bite does 4d4. Blasphemy, 2/day.
(MM p4s) penalty to attacks for warts. Gaseous Form, 2/day.
1 min (Fort DC17).
Confusion, 2/day. Hands become crab- ;
Glabrezu Ezgrmé:g?n' Vday. Eyes become violet. Deeper Darkness, like claws that do Rw;rse Gravity, +7 Natural Armor. Chaos Hammer, 5/day.
(MM p4s) ge, Lday. 2day. 204 dmg Q.
Detect {Ch Evil All within 60" around
Nalfeshnee Good{ La:f)ﬁc'g Lower canine teeth caster take 15 hp +2 Strenth Call Lightning, 1/day. +2 Congtitution. See Invisibility, dways
(MM p46) Jevel fimes p’er day enlarge into tusks. (RefY2 DC18), ot Feeblemind, 1/day. +2 additiona Strength. on.
) 2/day
: . Grow a3%arm. ) Legs replaced by atail
Marilith Gain Two-Weapon SKin becomes green & Animate Dead, 2/day. Gain Multi-W n Teleport without Error egtha?pcanéa?nyfor
(MM pds) Fighting and scaly Inflict Serious Fi—ea&htin and (self + 50 pounds), 1d6 & constricts Bestow Curse, 5/day.
Ambidexerity. Wounds, 2/day Multi-Dexterity. Liday. for 4d6.
Body surrounded by
) . Grow wingsthat fly at flamesfor Class vl
Balor See Invisible, 2/day Skin becomes red. Gregter Dispelling, +3 Natural Armor. Firestorm, 1/day. 90" with good rnds that do 4d6 to
d
(MM p46) Y- maneuverability. any grappler,
1/day.
Fear, 5' radius around L .
Osyluth caster, 2/day. DCis Body becomes Fly, J/day. Grotvv_ﬁts;]x;trgpn»h:(e S ngter/ gszd;c&s(lM +5 Natural Armor. Know Alignment,
(MM p50) 13 + Charisma emaciated. Wall of Ice, day. 2% 4 damaglggs or D é 14) poi;’on +2 DC on Fear. alwayson.
modifier. ) )
Climb chains at Canfuse chainsto Opponents seeing face A wielded Spiked
Kyton Gain Exotic Weapon Eyesglow yellow standard move. body asaFull- receivea—1 Morale Fused chains now give Chain getsan
Y Proficiency (Spiked Rair falls out : Touched chai nscaﬁ Round Action, penalty to attacks +9 Natural Armor additional attack at
(MM p51) Chain). artaisout. lengthen 10 gaining +3 Natural for 1d3 rnds (Will bonus. the highest attack
Armor bonus. vs. 15) bonus.
} . ; +6 Circumstance L .
Hair grows quickly, When charging, can : On agrapple, you can Invisible, in well lit ! :
Hellcat +4 Competence bonus but becomes make a Full-Round borus to Hide rake with back feet areas. Inthedark, Gain th? Scent specid
MM p51) on Listen checks. checksdueto quality.
(MM p51) translucent. Attack. translucent body for 1d4 dmg. visibleat 30'. :
Beard is diseased.
A Grappled opponent Barbarian Rage, 1/day, Gain Cold Resistance
Barbazu Barbarian Rage, 1/day Grcwl\?ll(sea:)lgrg, snake- m%ﬁcm 33//zay makes a Fort save but with noiill 20 & Acid Fear, by touch.
(MM pS1) » 0y vs. DC 14 to avoid after-effects. Resistance 20.
Devil Chills.
. Charm Person, Class S Grow wingsthat fly at
Eri nyes levels times per day Grow_ vestigial bird Suggestion, 3/day. 50" with average Animate Rope, at will. +4 Charisma. Charm Monster, 5/day.
(MM pS2) (max 5). wings. maneuverability.
Grows claws that do . Body barbs now do s
Hamatula Hold Person, 1/day Body sprouts small Doom, 2/day. 1d6 dashing Improved Grab with odg/m edradmg ona Order sWrath, 2/day.
(MM p52) Produce Flame, 1/day barbs. Major Image, 2/day. damage claws. grapple Unholy Blight, 2/day.
. Tail attack Stunsfor 1 )
Cornugon ’ ! f Tail does 1d3 dmg. Fireball, 3/day.
(MM p52) Detect Thoughts, 2/day | Gainsashort tail. Dispel Chaos, 1/day. +2 Natural Armor, rlr],(il'(Fort vs.DC +4 Strength. Lightning Bolt, /day.
Every biterequiresthe
Sow (dueto cold) for
Gelugon 1d6 rnds, 1/day by a Mouth changesinto Mandibles can now Teleport without Error %?FS;%T\ZI(ED&C Ely. 3d
g touch or melee 1ang Cone of Cold, 1/day. bitefor 2d4 (self + 50 pounds), ¥, Y.
(MM p53) attack. Will savevs mandibles. damage. Uday 13 + Chamod or Suggestion, 3/day.
DC 13 + Chamod. ' ' be Slowfor 1d6
- Grapple checks to . ; Teleport without Error Biteinflicts (1d4 Con/
F(?\E h';'fgg damage do an extra Te?iggir('jp afoul Wall of Fire, 1/day. Grogizéﬂéhat does (self + 50 pounds), 1d4 Con, DC21) Unholy Aura, 1/day.
2d4 damage. i ’ 1/day. poison.
L ! Tongue does 1d4 . +5 Natural Armor. Tongue attack
Canoloth Gain Blind-Fight. Tongg(urtzgeﬁom&s long Gai gbiBlli'tnd'S ght dashing & gains gg$ ﬁ:O?C a;tv\\;\ll: :I Movement on all-fours paralyzesfor 1 min
(MotP p185) gh. Y- Improved Grab. gic, : is+20'. (Fort DC15)
Mezzoloth i Eyes glow red when ' ) ) Gain Damage Gain SR of 10 + Class
(MotP p186) SeeInvisible, 2/day angry. Dispel Magic, 3/day. +3 Natural Armor. Cloudkill, 2/day. Reduction 15/+1 level.
Additional arms grow
Fear, 1/day. full-size. Teleport without Error Grow wingsthat fly at
N,\XCS\ID o:tLgG Invisibility, 2/day Grow 2 vestigial arms. Deeper Darkness, Gain Multi-Weapon (self + 50 pounds), 90" with good GrO\lAégLa\‘}szttjrrE gg
(MotP p186) Uday. Fighting and Uday. maneuverability. :
Multi-Dexterity.
Alter Seif, 1/day . Geas/Quest, 1/day.
Ultroloth Hypnotic Pattern, Eyes change color at Prying Eyes, day. +2 Inherent bonusto Serying, 3day. +4 additional bonusto Mass uggestion,
(MotP p188) ey random. Intelligence. Intelligence. ey,
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Prestige Class Availability

Barbarian

In-Class Skills— Str: Climb, Jump, Swim. Dex: Ride. Int: Craft. Wis: Intuit Direction, Listen, Wilderness Lore. Cha: Handle Animals, Intimidate.
Weapons — All Simple & Martial.

Level Feats Special BAB Fort Ref Will Skill Skill cc | Classes
1 1 Rage 1 2 0 0 4 20
2 1 - 2 3 0 0 5 25
3 2 - 3 3 1 1 6 3.0 Divine Champion, Tainted Warrior
4 2 - 4 4 1 1 7 35 Hospitaler

Berserk, Bloodhound, Devoted Defender, Fist of Hextor, Gladiator, Halfling
Qutrider, Lasher, King/Queen of the Desert, King/Queen of the Forest,
King/Queen of the Hills, King/Queen of the Marsh, King/Queen of the
Mountains, King/Queen of the Plains, King/Queen of the Sea, King/Queen of
the Skies, King/Queen of Underground, Occult Slayer, Prairie Runner,
Soldier of Light, Stonelord, Warrior of Darkness

Ancestral Avenger, Bloodsister, Deepwood Sniper, Disciple of Dispater,
Disciple of Mephistolpheles, Dragon Warrior, Dragonkith, Exotic Weapon

6 3 - 6 5 2 2 9 45 Master, Eye of Gruumsh, Forsaker, Ghostwalker, Giant-Killer, Gnome Giant-

Killer, Knight of the Chase, Knight of the Middle Circle, Knight of the Scale,

Purple Dragon Knight, Ravager, Tribal Protector, Xaostict

Blackguard, Blessed of Gruumsh, Brawler, Cave Stalker, Darkwood Stalker,
Deep Avenger, Deep Thrall, Disciple of Asmodeus, Duelist, Fierce Grappler,

7 e - 7 5 2 2 10 50 Holy Liberator, Hordebreaker, Outlaw of the Crimson Road, Sinker, Taker,
Thrall of Juiblex, Waker of the Beast

8 3 - 8 6 2 2 11 55 Primal Rager, Purple Dragon Highknight

Cancer Mage, Disciple of Mamon, Frenzied Berserker, Ghost-Faced Killer,

9 4 - 9 6 3 3 12 6.0 Justicar of Taiia, Keshen Blademaster, Knight-Errant of Silverymoon, Mask
of Johydee, Orc Scout, Peerless Archer, Royal Herald, Spur Lord, Windrider

10 - 10 7 3 3 13 6.5

11 4 - 11 7 3 3 14 70 Sensate

12 5 - 12 8 4 4 15 75 Dwarven Thane, Orc Blademaster

Assassin, Dread Pirate, Flame Steward, Flesh Eater, Guild Thief, Harper Scout,
Horned Harbinger, Invisible Blade, Lightbearer, Ocular Adept, Poison Fist,
13 5 - 13 8 4 4 16 8.0 Red Avenger, Siege Master, Spellfire Channeler, Templar, Temple Raider of
Olidammara, Reaping Mauler, Thayan Knight, Truth Seeker, Ur-Priest,

Vigilante, Watch Detective, Wild Scout

14 5 - 14 9 4 4 17 85

15 6 - 15 9 5 5 18 9.0 Master Samurai, Tempest, Weapon Master

16 6 - 16 10 5 5 19 95

Cipher, Disciple of Baalzebul, Divine Seeker, Dungeon Delver, Gloomblade,

e 6 - 17 10 5 5 2 100 Nightsong Enforcer, Nightsong Infiltrator, Shadowdancer

18 7 - 18 11 6 6 21 10.5

19 7 - 19 11 6 6 22 11.0

20 7 - 20 12 6 6 23 115

Barbarian

Never: Acolyte of the Fist, Acolyte of the Skin, Alienist, Apelord, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Arcanopath Monk, Athar,
Auspician, Bane of Infidels, Bearlord, Beholder Mage, Birdlord, Bladesinger, Blighter, Blood Magus, Candle Caster, Catlord, Cavalier, Church Inquisitor, Consecrated Harrier,
Contemplative, Dancer of Sharess, Darkmask, Demonologist, Diabolist, Divine Agent, Divine Disciple, Divine Oracle, Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic,
Dragon Scribe, Dreadmaster, Drunken Master, Dwarven Defender, Dweomer Keeper, Elder Druid, Elemental Archon of Air, Elemental Archon of Earth, Elemental Archon of Fire,
Elemental Archon of Water, Eldritch Master, Elemental Savant, Entropist, Equinelord, Faceless One, Fatespinner, Fang of Lolth, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna,
Foe Hunter, Forest Master, Gatecrasher, Geomancer, Glaive of Azharadian, Gnome Artificer, Gnome Trickster, Goldeye, Gray Sage, Green Hunter, Guild Wizard of Waterdeep,
Harper Mage, Harper Priest, Hathran, Heartseeker, Heartwarder, Hexer, Hierophant, Hunter of the Dead, Illithidkin, Incantatrix, Justicar, Kabuki Warrior, Knight of the Chalice,
Knight Protector of the Great Kingdom, Life Drinker, Loremaster, Mage of the Arcane Order, Mage-Killer, Marinelord, Master Alchemist, Master of Chains, Master of the Secret
Sound, Master of Shrouds, Mighty Contender of Kord, Mindbender, Monk of the Enabled Hand, Mystic, Mystic Wanderer, Nightcloak, Nightshade, Ninja of the Crescent Moon,
Oozemaster, Order of the Bow Initiate, Pale Master, Planar Champion, Planeshifter, Psi-Hunter, Radiant Servant of Pelor, Rage Mage, Reaper’s Child, Red Wizard of Thay, Royal
Explorer, Runecaster, Sacred Exorcist, Sacred Fist, Shadow Adept, Shifter, Shinning Blade of Heironeous, Shoal Servant, Silverstar, Snakelord, Snake Servant, Spelldancer,
Spellsword, Sphere Minion, Spymaster, Stormlord, Strifeleader, Sword Dancer, Tainted Spellcaster, Tamer of Beasts, Techsmith, Thief-Acrobat, Thrall of Demogorgon, Thrall of
Graz' zt, Thrall of Orcus, Tiger Mask, True Necromancer, VVengeance Sworn, Verdant Lord, Vermin Lord, Virtuoso, Warmaster, Warpriest, War Wizard of Cormyr, Waveservant,
Wayfarer Guide, Wearer of Purple, Weightless Foot, Windsinger, Windwalker, Wolflord, Zerth Cenobite, Zhentarim Skymage

Barbarian
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Bard

In-Class Skills— Str: Climb, Jump, Swim. Dex: Balance, Escape Artist, Hide, Move Silently, Pick Pocket, Tumble. Int: Alchemy, Appraise, Craft, Decipher Script,
Know(any), Scry, Spellcraft. Wis: Intuit Direction, Listen, Profession, Sense Motive. Con: Concentration. Cha: Bluff, Diplomacy, Disguise, Gather Information,
Perform, Use Magic Device.

Weapons — Simple + one of the following: longbow, longsword, rapier, sap, shortbow, shortsword, whip.

Level Feats Specia BAB Fort Ref Will Skill Skill cc | Classes
1 1 A0 0 0 2 2 4 2.0
2 1 Al 1 0 3 3 5 25 Divine Champion
3 2 Al 2 1 3 3 6 3.0 Tainted Spellcaster, Tainted Warrior
4 2 A2 3 1 4 4 7 35 Gnome Trickster, Nightshade.

Assassin, Deep Thrall, Dragon Disciple, Eldritch Master, Gnome Artificer,
5 2 A2 3 1 4 4 8 4.0 Guild Thief, Harper Scout, Horned Harbinger, Lightbearer, Siege Master,
Spellfire Channeler

Bloodhound, Disciple of Asmodeus, Disciple of Mamon, Dread Pirate, Flesh
6 3 A2 4 2 5 5 9 45 Eater, Forsaker, Gatecrasher, Invisible Blade, Justicar of Taiia, Purple Dragon
Knight, Royal Herald, Thrall of Orcus, Xaostict, Vigilante, Wearer of Purple

Acolyte of the Skin, Alienist, Ancestral Avenger, Berserk, Blood Magus,
Candle Caster, Cave Stalker, Cipher, Darkwood Stalker, Deepwood Sniper,
Demonologist, Devoted Defender, Disciple of Baalzebul, Divine Oracle,
Divine Seeker, Elder Druid, Elemental Savant, Fatespinner, Fist of Hextor,
Giant-Killer, Gladiator, Gloomblade, Gnome Giant-Killer, Guild Wizard,
Harper Mage, Heartseeker, Heartwarder, Holy Liberator, Hordebreaker,

7 3 A3 5 2 5 5 10 50 Hospitaler, Incantatrix, Lasher, Loremaster, Mask of Johydee, Mindbender,

Nightsong Enforcer, Occult Slayer, Oozemaster, Orc Scout, Outlaw of the

Crimson Road, Pale Master, Psi-Hunter, Ravager, Reaping Mauler, Red

Avenger, Royal Explorer, Shadow Adept, Shadowdancer, Sinker, Soldier of

Light, Spelldancer, Stonelord, Taker, Templar, Thayan Knight, Thrall of

Demogorgon, Thrall of Graz' zt, Tribal Protector, Truth Seeker, Virtuoso,

Warrior of Darkness, Wild Scout, Windsinger, Zhentarim Skymage

Arcane Archer, Blessed of Gruumsh, Bloodsister, Disciple of Dispater,
8 3 A3 6 2 6 6 11 55 Disciple of Mephistolpheles, Dragonkith, Duelist, Eye of Gruumsh, Fierce
Grappler, Ghostwalker, Knight of the Chase

Blackguard, Dragon Warrior, Halfling Outrider, Kabuki Warrior, Keshen

9 4 A3 6 3 6 6 © 60 Blademaster, Mystic, Ghost-Faced Killer, Spur Lord, Ur-Priest
Arcane Devotee, Brawler, Contemplative, Deep Avenger, Dragon Scribe, Gray
10 4 A4 7 3 7 7 13 6.5 Sage, Mage-Killer, Master Alchemist, Peerless Archer, Sacred Exorcist,
Waker of the Beast, War Wizard of Cormyr
11 4 A4 8 3 7 7 14 7.0 Knight of the Middle Circle, Purple Dragon Highknight, Sensate
Bladesinger, King/Queen of the Desert, King/Queen of the Forest, King/Queen
of the Hills, King/Queen of the Marsh, King/Queen of the Mountains,
12 5 A4 9 4 8 8 15 75 King/Queen of the Plains, King/Queen of the Sea, King/Queen of the Skies,
King/Queen of Underground, Knight-Errant of Silverymoon, Ocular Adept,
Poison Fist
Flame Steward, Master of the Secret Sound, Planeshifter, Prairie Runner,
13 5 A5 9 4 8 8 16 80 Temple Raider of Olidammara, Watch Detective, Windrider
14 5 A5 10 4 9 9 17 85
15 6 A5 1 5 9 9 18 20 Caqcer Mage, Knight of the Scale, Orc Blademaster, Tempest, Thrall of
Juiblex, Weapon Master
16 6 A6 12 5 10 10 19 95 Doomdreamer
17 6 A6 12 5 10 10 20 10.0 Dungeon Delver, Nightsong Infiltrator
18 7 A6 13 6 1 1 21 105 Dwarven Thane, Master Samurai
19 7 A6 14 6 11 1 22 11.0
20 7 A6 15 6 12 12 23 115
Bard

Never: Acolyte of the Fist, Apelord, Arachne, Arachnemancer, Archmage, Arcane Trickster, Arcanopath Monk, Athar, Auspician, Bane of Infidels, Bearlord, Beholder Mage, Birdlord,
Blighter, Catlord, Cavalier, Church Inquisitor, Consecrated Harrier, Dancer of Sharess, Darkmask, Diabolist, Divine Agent, Divine Disciple, Doomguide, Dragon Mystic, Dreadmaster,
Drunken Master, Dwarven Defender, Dweomer Keeper, Elemental Archon of Air, Elemental Archon of Earth, Elemental Archon of Fire, Elemental Archon of Water, Entropist,
Equinelord, Exotic Weapon Master, Faceless One, Fang of Lolth, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna, Foe Hunter, Forest Master, Frenzied Berserker, Geomancer,
Glaive of Azharadian, Goldeye, Green Hunter, Harper Priest, Hathran, Hexer, Hierophant, Hunter of the Dead, Illithidkin, Justicar, Knight of the Chalice, Knight Protector of the Great
Kingdom, Life Drinker, Mage of the Arcane Order, Marinelord, Master of Chains, Master of Shrouds, Mighty Contender of Kord, Monk of the Enabled Hand, Mystic Wanderer,
Nightcloak, Ninja of the Crescent Moon, Order of the Bow Initiate, Planar Champion, Primal Rager, Radiant Servant of Pelor, Rage Mage, Reaper’s Child, Red Wizard, Runecaster,
Sacred Fist, Shifter, Shinning Blade of Heironeous, Shoal Servant, Silverstar, Snakelord, Snake Servant, Spellsword, Sphere Minion, Spymaster, Stormlord, Strifeleader, Sword
Dancer, Tamer of Beasts, Techsmith, Thief-Acrobat, Tiger Mask, Vengeance Sworn, Verdant Lord, Vermin Lord, Warpriest, Waveservant, Wayfarer Guide, Weightless Foot,
Windwalker, Wolflord, Zerth Cenobite

Bard
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Cleric

In-Class Skills— Int: Craft, Know (arcana, religion), Scry, Spellcraft. Wis: Heal, Profession. Con: Concentration. Cha: Diplomacy.
Weapons—Simple.

Level Feats Special BAB Fort Ref Will Skill Skill cc | Classes
Turn
1 1 0 2 0 2 4 20
D1
2 1 D1 1 0 3 5 25
2 D2 2 1 6 30 Divine Champion, Tainted Spellcaster, Tainted Warrior
4 2 D2 3 1 4 7 35
Church Inquisitor, Flame Steward, Gnome Artificer, Goldeye, Harper Priest,
5 2 D3 3 4 1 a 8 40 Lightbearer, Mystic Wanderer, Ocular Adept, Oozemaster, Runecaster,
: Shadow Adept, Sphere Minion, Siege Master, Spellfire Channeler, Thrall of
Graz' zt
Bane of Infidels, Bloodhound, Dancer of Sharess, Devoted Defender, Disciple
6 3 D3 4 5 2 5 9 45 of Asmodeus, Divine Agent, Doomdreamer, Forsaker, Justicar of Taiia,
’ Mighty Contender of Kord, Purple Dragon Knight, Radiant Servant of Pelor,
Sacred Fist, Silverstar, Stormlord, Thrall of Orcus, Xaostict
Ancestral Avenger, Berserk, Cave Stalker, Consecrated Harrier, Darkwood
Stalker, Deepwood Sniper, Divine Disciple, Divine Oracle, Doomguide,
Dreadmaster, Elder Druid, Entropist, Fist of Hextor, Giant-Killer, Gladiator,
Gnome Giant-Killer, Gray Sage, Green Hunter, Harper Scout, Holy Liberator,
7 3 D4 5 5 2 5 10 50 Hordebreaker, Hospitaler, Hunter of the Dead, Lasher, Master of Shrouds,
' Occult Slayer, Outlaw of the Crimson Road, Ravager, Shoal Servant, Sinker,
Snake Servant, Soldier of Light, Stonelord, Taker, Techsmith, Templar,
Thayan Knight, Thrall of Demogorgon, Thrall of Juiblex, Tribal Protector,
Truth Seeker, Ur-Priest, Vermin Lord, Warpriest, Warrior of Darkness,
Waveservant, Wearer of Purple, Wild Scout
Blackguard, Blessed of Gruumsh, Bloodsister, Disciple of Dispater, Disciple of
8 3 D4 6 6 2 6 11 55 Mephistolpheles, Dragonkith, Eye of Gruumsh, Fierce Grappler, Fleet Runner
of Ehlonna, Ghostwalker, Justicar, Knight of the Chase, Mage-Killer
Arachne, Arcanopath Monk, Cancer Mage, Disciple of Mamon, Dragon
Warrior, Duelist, Ghost-Faced Killer, Glaive of Azharadian, Halfling
9 4 D5 6 6 3 6 12 6.0 Outrider, Heartwarder, Keshen Blademaster, Knight Protector of the Great
Kingdom, Loremaster, Mask of Johydee, Mystic, Nightcloak, Orc Scout,
Royal Herald, Spelldancer, Spur Lord, Strifeleader, Windwalker
Athar, Auspician, Brawler, Contemplative, Deep Avenger, Dwarven Defender,
10 4 D5 7 7 8 7 13 65 Shinning Blade of Heironeous, Waker of the Beast
Knight of the Chalice, Knight of the Middle Circle, Purple Dragon Highknight,
u 4 D6 8 7 8 7 14 70 Sacred Exorcist, Sensate
12 5 D6 9 8 4 8 15 75 Forest Master, Knight-Errant of Silverymoon, Peerless Archer, Sword Dancer
Acolyte of the Fist, Alienist, Assassin, Darkmask, Deep Thrall, Diabolist,
Dread Pirate, Elemental Archon of Air, Elemental Archon of Earth, Elemental
Archon of Fire, Elemental Archon of Water, Elemental Savant, Flesh Eater,
Guild Thief, Hierophant, Horned Harbinger, Illithidkin, Invisible Blade,
King/Queen of the Desert, King/Queen of the Forest, King/Queen of the
13 5 D7 9 8 4 8 16 80 Hills, King/Queen of the Marsh, King/Queen of the Mountains, King/Queen
of the Plains, King/Queen of the Sea, King/Queen of the Skies, King/Queen
of Underground, Master of the Secret Sound, Poison Fist, Prairie Runner,
Reaping Mauler, Red Avenger, Temple Raider of Olidammara, Tiger Mask,
Verdant Lord, Vigilante, Watch Detective, Windrider, Zerth Cenobite
14 5 D7 10 4 9 17 85
15 6 D8 11 9 18 9.0 Knight of the Scale, Orc Blademaster, Tempest, Weapon Master
16 6 D8 12 10 5 10 19 95
Cipher, Disciple of Baalzebul, Divine Seeker, Dungeon Delver, Gloomblade,
17 6 D9 12 10 5 10 20 10.0 Hexer, Master Alchemist, Nightsong Enforcer, Nightsong Infiltrator,
Shadowdancer, Wayfarer Guide
18 7 D9 13 11 6 11 21 10.5 Cavalier, Dwarven Thane, Master Samurai
19 7 D9 14 11 6 1 22 11.0
20 7 D9 15 12 6 12 23 115
Cleric

Never: Acolyte of the Skin, Apelord, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Bearlord, Beholder Mage, Birdlord, Bladesinger, Blighter, Blood
Magus, Candle Caster, Catlord, Demonologist, Dragon Disciple, Dragon Mystic, Dragon Scribe, Drunken Master, Dweomer Keeper, Eldritch Master, Equinelord, Exotic Weapon
Master, Faceless One, Fang of Lolth, Fatespinner, Fiend Binder, Fiend Slayer, Foe Hunter, Frenzied Berserker, Gatecrasher, Geomancer, Gnome Trickster, Guild Wizard of
Waterdeep, Harper Mage, Hathran, Heartseeker, Incantatrix, Kabuki Warrior, Life Drinker, Mage of the Arcane Order, Marinelord, Master of Chains, Mindbender, Monk of the
Enabled Hand, Nightshade, Ninja of the Crescent Moon, Order of the Bow Initiate, Pale Master, Planar Champion, Planeshifter, Primal Rager, Psi-Hunter, Rage Mage, Reaper’s Child,
Red Wizard, Royal Explorer, Shifter, Snakelord, Spellsword, Spymaster, Tamer of Beasts, Thief-Acrobat, True Necromancer, Vengeance Sworn, Virtuoso, Warmaster, War Wizard of

Cormyr, Weightless Foot, Windsinger, Wolflord, Zhentarim Skymage

Cleric
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Druid
In-Class Skills— Str: Swim. Int: Craft, Know (nature), Scry, Spellcraft. Wis: Heal, Intuit Direction, Listen, Profession, Wilderness Lore. Con: Concentration. Cha:
Animal Empathy, Diplomacy, Handle Animal.
Weapons— club, dagger, dart, halfspear, longspear, quarterstaff, scimitar, sickle, shortspear, sling.
Level Feats Special BAB Fort Ref Will Skill Skill cc | Classes

1 1 D1 0 2 0 2 4 20

2 1 D1 1 3 0 3 5 25

3 2 D2 2 3 1 3 6 3.0 Tainted Spellcaster, Tainted Warrior

4 2 D2 3 4 1 4 7 35

Blighter, Elemental Archon of Air, Elemental Archon of Earth, Elemental
Archon of Fire, Elemental Archon of Water, Fiend Binder, Gnome Artificer,
King/Queen of the Desert, King/Queen of the Forest, King/Queen of the

5 2 D3 3 4 1 4 8 40 Hills, King/Queen of the Marsh, King/Queen of the Mountains, King/Queen

of the Plains, King/Queen of the Sea, King/Queen of the Skies, King/Queen

of Underground, Mystic Wanderer, Ocular Adept, Oozemaster, Prairie

Runner, Runecaster, Shifter, Siege Master, Spellfire Channeler

Apelord, Bane of Infidels, Bearlord, Birdlord, Bloodhound, Catlord, Devoted
6 3 D3 4 5 2 5 9 45 Defender, Disciple of Asmodeus, Equinelord, Forsaker, Green Hunter,

’ Marinelord, Purple Dragon Knight, Sacred Fist, Snakelord, Stormlord, Thrall
of Orcus, Wolflord, Xaostict

Ancestral Avenger, Cave Stalker, Darkwood Stalker, Divine Oracle, Deep
Thrall, Elder Druid, Flame Steward, Giant-Killer, Gladiator, Gnome Giant-
Killer, Gray Sage, Harper Scout, Hordebreaker, Hospitaler, Occult Slayer,

7 s D4 5 5 2 5 10 50 Outlaw of the Crimson Road, Shoal Servant, Sinker, Snake Servant,
Stonelord, Taker, Tamer of Beasts, Thrall of Juiblex, Tribal Protector, Truth
Seeker, Verdant Lord, Vermin Lord, Warrior of Darkness
Blackguard, Disciple of Dispater, Disciple of Mephistolpheles, Dragonkith,
8 e D4 6 6 2 6 n 55 Fierce Grappler, Ghostwalker, Justicar, Knight of the Middle Circle
Cancer Mage, Disciple of Mamon, Ghost-Faced Killer, Halfling Outrider,
9 4 D5 6 6 3 6 12 6.0 Justicar of Taiia, Keshen Blademaster, Mage-Killer, Orc Scout, Royal Herald,
Spelldancer, Thrall of Graz' zt
10 4 D5 7 7 3 7 13 6.5 Brawler, Deep Avenger, Dwarven Defender, Waker of the Beast
1 4 D6 8 7 3 7 14 7.0 Purple Dragon Highknight, Sensate
12 D6 8 4 8 15 75

Alienist, Arcanopath Monk, Assassin, Dread Pirate, Elemental Savant, Forest
Master, Guild Thief, Harper Priest, Hierophant, Horned Harbinger, Invisible
13 5 D7 9 8 4 8 16 8.0 Blade, Lightbearer, Master of the Secret Sound, Poison Fist, Reaping Mauler,
Red Avenger, Shadow Adept, Ur-Priest, Vigilante, Watch Detective, Wearer

of Purple, Wild Scout, Windrider, Zerth Cenobite

14 5 D7 10 9 4 9 17 85
15 6 D8 11 9 5 9 18 9.0 Tempest, Weapon Master
16 6 D8 12 10 5 10 19 95

Athar, Cipher, Disciple of Baalzebul, Dungeon Delver, Gloomblade,
17 6 D9 12 10 5 10 20 10.0 Loremaster, Master Alchemist, Mystic, Nightsong Enforcer, Nightsong
Infiltrator, Shadowdancer

18 7 D9 13 11 6 11 21 105

19 7 D9 14 11 6 11 22 11.0

20 7 D9 15 12 6 12 23 115
Druid

Never: Acolyte of the Fist, Acolyte of the Skin, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Artificer, Arcane Trickster, Auspician, Berserk, Beholder
Mage, Bladesinger, Blessed of Gruumsh, Bloodsister, Blood Magus, Candle Caster, Cavalier, Church Inquisitor, Consecrated Harrier, Contemplative, Dancer of Sharess, Darkmask,
Deepwood Shiper, Demonologist, Diabolist, Divine Agent, Divine Champion, Divine Disciple, Divine Seeker, Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic, Dragon
Warrior, Dragon Scribe, Dreadmaster, Drunken Master, Duelist, Dwarven Thane, Dweomer Keeper, Eldritch Master, Entropist, Exotic Weapon Master, Eye of Gruumsh, Fatespinner,
Faceless One, Fang of Lolth, Fiend Slayer, Fist of Hextor, Fleet Runner of Ehlonna, Flesh Eater, Foe Hunter, Frenzied Berserker, Gatecrasher, Geomancer, Glaive of Azharadian,
Gnome Trickster, Goldeye, Guild Wizard of Waterdeep, Harper Mage, Hathran, Heartseeker, Heartwarder, Hexer, Holy Liberator, Hunter of the Dead, Illithidkin, Incantatrix, Kabuki
Warrior, Knight-Errant of Silverymoon, Knight of the Chalice, Knight of the Chase, Knight of the Scale, Knight Protector of the Great Kingdom, Lasher, Life Drinker, Mage of the
Arcane Order, Mask of Johydee, Master of Chains, Master Samurai, Master of Shrouds, Mighty Contender of Kord, Mindbender, Monk of the Enabled Hand, Nightcloak, Nightshade,
Ninja of the Crescent Moon, Orc Blademaster, Order of the Bow Initiate, Pale Master, Peerless Archer, Planar Champion, Planeshifter, Primal Rager, Psi-Hunter, Radiant Servant of
Pelor, Rage Mage, Ravager, Reaper’s Child, Red Wizard, Royal Explorer, Sacred Exorcist, Shinning Blade of Heironeous, Silverstar, Soldier of Light, Spur Lord, Spellsword, Sphere
Minion, Spymaster, Strifeleader, Sword Dancer, Techsmith, Templar, Temple Raider of Olidammara, Thayan Knight, Thrall of Demogorgon, Thief-Acrobat, Tiger Mask, True
Necromancer, Vengeance Sworn, Virtuoso, Warmaster, Warpriest, War Wizard of Cormyr, Waveservant, Wayfarer Guide, Weightless Foot, Windsinger, Windwalker, Zhentarim
Skymage.

Druid
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Fighter
In-Class Skills— Str: Climb, Jump, Swim. Dex: Ride. Int: Craft. Cha: Handle Animal.
Weapons — All Simple & Martial.

Level Feats Special BAB Fort Ref Will Skill Skill cc | Classes
1 1+1 - 1 2 0 0 4 20
2 1+2 - 2 3 0 0 5 25
3 2+2 - 3 3 1 1 6 3.0 Divine Champion, Tainted Warrior
4 243 - 4 4 1 1 7 35 Hospitaler
Berserk, Bloodhound, Deepwood Sniper, Devoted Defender, Fist of Hextor,
5 243 _ 5 4 1 1 8 40 Giant-Killer, Gladiator, Gnome Giant-Killer, Halfling Outrider, Knight-Errant
’ of Silverymoon, Lasher, Occult Slayer, Order of the Bow Initiate, Ravager,
Soldier of Light, Stonelord, Tribal Protector, Warrior of Darkness
Ancestral Avenger, Blessed of Gruumsh, Bloodsister, Disciple of Dispater,
Disciple of Mephistolpheles, Dragon Warrior, Dragonkith, Duelist, Eye of
6 344 _ 6 5 2 2 9 45 Gruumsh, Forsaker, Ghostwalker, Glaive of Azharadian, Keshen

Blademaster, Knight of the Chase, Knight of the Middle Circle, Knight of the
Scale, Master Samurai, Planar Champion, Purple Dragon Knight, Weapon
Master, Xaostict

Blackguard, Brawler, Cave Stalker, Consecrated Harrier, Darkwood Stalker,
Deep Avenger, Deep Thrall, Disciple of Asmodeus, Dwarven Defender,

7 3+4 - 7 5 2 2 10 5.0 Dwarven Thane, Fierce Grappler, Holy Liberator, Hordebreaker, Justicar, Orc

Blademaster, Outlaw of the Crimson Road, Peerless Archer, Sinker, Snake

Servant, Spur Lord, Taker, Thrall of Juiblex, Waker of the Beast, Warmaster

8 3+5 - 8 6 2 2 11 55 Cavalier, Purple Dragon Highknight
Cancer Mage, Disciple of Mamon, Justicar of Taiia, Knight Protector of the
9 4+5 - 9 6 3 3 12 6.0 Great Kingdom, Mask of Johydee, Master of Chains, Orc Scout, Royal
Herald, Ghost-Faced Killer, Tempest, Windrider
10 4+6 - 10 7 3 3 13 6.5
1 4+6 - 1 7 3 3 14 7.0 Sensate
12 5+7 - 12 8 4 4 15 75
Acolyte of the Fist, Arcanopath Monk, Assassin, Dread Pirate, Flame Steward,
Flesh Eater, Guild Thief, Harper Scout, Horned Harbinger, lithidkin,
Invisible Blade, King/Queen of the Desert, King/Queen of the Forest,
King/Queen of the Hills, King/Queen of the Marsh, King/Queen of the
_ Mountains, King/Queen of the Plains, King/Queen of the Sea, King/Queen of
13 57 B 8 4 4 16 80 the Skies, King/Queen of Underground, Lightbearer, Ocular Adept, Poison
Fist, Prairie Runner, Reaping Mauler, Red Avenger, Siege Master, Spellfire
Channeler, Sphere Minion, Templar, Temple Raider of Olidammara, Thayan
Knight, Truth Seeker, Ur-Priest, Vigilante, Watch Detective, Wild Scout,
Zerth Cenobite
14 5+8 - 14 9 4 4 17 85
15 6+8 - 15 9 5 5 18 9.0
16 6+9 - 16 10 5 5 19 95
_ Cipher, Disciple of Baalzebul, Divine Seeker, Dungeon Delver, Gloomblade,
7 6+9 v 10 5 5 0 100 Nightsong Enforcer, Nightsong Infiltrator, Shadowdancer
18 7+10 - 18 11 6 6 21 10.5
19 7+10 - 19 1 6 6 22 11.0
20 7+11 - 20 12 6 6 23 115
Fighter

Never: Acolyte of the Skin, Alienist, Apelord, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Athar, Auspician, Bane of Infidels, Bearlord,
Beholder Mage, Birdlord, Bladesinger, Blighter, Blood Magus, Candle Caster, Catlord, Church Inquisitor, Contemplative, Dancer of Sharess, Darkmask, Demonologist, Diabolist,
Divine Agent, Divine Disciple, Divine Oracle, Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic, Dragon Scribe, Dreadmaster, Drunken Master, Dweomer Keeper, Elder
Druid, Eldritch Master, Elemental Archon of Air, Elemental Archon of Earth, Elemental Archon of Fire, Elemental Archon of Water, Elemental Savant, Equinelord, Exotic Weapon
Master, Fatespinner, Faceless One, Fang of Lolth, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna, Foe Hunter, Forest Master, Frenzied Berserker, Gatecrasher, Geomancer,
Gnome Artificer, Gnome Trickster, Goldeye, Gray Sage, Green Hunter, Guild Wizard, Harper Mage, Harper Priest, Hathran, Heartseeker, Heartwarder, Hexer, Hierophant, Hunter of
the Dead, Incantatrix, Kabuki Warrior, Knight of the Chalice, Life Drinker, Loremaster, Mage of the Arcane Order, Mage-Killer, Marinelord, Master Alchemist, Master of the Secret
Sound, Master of Shrouds, Mighty Contender of Kord, Mindbender, Monk of the Enabled Hand, Mystic, Mystic Wanderer, Nightcloak, Nightshade, Ninja of the Crescent Moon,
Oozemaster, Pale Master, Planeshifter, Primal Rager, Psi-Hunter, Radiant Servant of Pelor, Rage Mage, Reaper’s Child, Red Wizard, Royal Explorer, Runecaster, Sacred Exorcist,
Sacred Fist, Shadow Adept, Shifter, Shinning Blade of Heironeous, Shoal Servant, Silverstar, Snakelord, Spelldancer, Spellsword, Spymaster, Stormlord, Strifeleader, Sword Dancer,
Tamer of Beasts, Techsmith, Thrall of Demogorgon, Thrall of Graz' zt, Thrall of Orcus, Thief-Acrobat, Tiger Mask, True Necromancer, Vengeance Sworn, Verdant Lord, Vermin
Lord, Virtuoso, Warpriest, War Wizard of Cormyr, Waveservant, Wayfarer Guide, Wearer of Purple, Weightless Foot, Windsinger, Windwalker, Wolflord, Zhentarim Skymage

Fighter
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Monk

In-Class Skills— Str: Climb, Jump, Swim. Dex: Balance, Escape Artist, Hide, Move Silently, Tumble. Int: Craft, Know (arcana). Wis: Listen, Profession. Con:
Concentration. Cha: Diplomacy, Perform.
Weapons — club, crossbow (light & heavy), dagger, handaxe, javelin, kama, nunchaku, quarterstaff, shuriken, siangham, sling.
Bold means that the Monk may freely cross-class with these prestige classes.

Level Feats Specia BAB Fort Ref Will Skill Skill cc | Classes
evasion
impro.
unarm
1 1+1 strike 0 2 2 2 4 20
stun
attack
2 14p | Defledt 1 3 3 3 5 25
arrows
2+2 2 3 3 3 6 30 Divine Champion, Tainted Warrior
4 242 3 4 4 4 7 35
Acolyte of the Fist, Arcanopath Monk, Assassin, Guild Thief, Harper Scout,
5 2+2 3 4 4 4 8 4.0 Ocular Adept, Siege Master, Spellfire Channeler, Sphere Minion, Thief-
Acrobat.
Imoro Bloodhound, Cancer Mage, Disciple of Asmodeus, Drunken Master, Forsaker,
6 3+3 tr‘i)p ’ 4 5 5 5 9 45 Monk of the Enabled Hand, Purple Dragon Knight, Reaper’s Child, Thrall of
Juiblex

Ancestral Avenger, Cave Stalker, Consecrated Harrier, Darkwood Stalker,
Deepwood Sniper, Devoted Defender, Divine Seeker, Fist of Hextor,
Giant-Killer, Gladiator, Gloomblade, Gnome Giant-Killer, Hordebreaker,

7 3+3 5 5 5 5 10 5.0 Hospitaler, Lasher, Nightsong Enforcer, Occult Slayer, Orc Scout, Outlaw of

the Crimson Road, Poison Fist, Reaping Mauler, Red Avenger,

Shadowdancer, Sinker, Snake Servant, Stonelord, Taker, Thayan Knight,

Tribal Protector, Truth Seeker, Warrior of Darkness, Wild Scout

Blackguard, Blessed of Gruumsh, Bloodsister, Disciple of Dispater, Disciple of
8 3+3 6 6 6 6 11 55 Mephistol pheles, Dragonkith, Fierce Grappler, Ghostwalker, Justicar, Knight
of the Chase, Ninja of the Crescent Moon

Disciple of Mamon, Duelist, Ghost-Faced Killer, Glaive of Azharadian,

9 4+3 6 6 6 6 12 6.0 Halfling Outrider, Justicar of Taiia, Keshen Blademaster, Royal Herald, Spur
Lord, Weightless Foot

10 443 7 7 7 7 13 6.5 Brawler, Deep Avenger, Dwarven Defender, Waker of the Beast

11 443 8 7 7 7 14 7.0 Knight of the Middle Circle, Purple Dragon Highknight, Sensate

12 5+3 9 8 8 8 15 75 Knight-Errant of Silverymoon, Peerless Archer

Flame Steward, Horned Harbinger, Illithidkin, Invisible Blade, King/Queen of
the Desert, King/Queen of the Forest, King/Queen of the Hills, King/Queen
of the Marsh, King/Queen of the Mountains, King/Queen of the Plains,

13 543 9 8 8 8 16 80 King/Queen of the Sea, King/Queen of the Skies, King/Queen of
Underground, Lightbearer, Prairie Runner, Templar, Ur-Priest, Vigilante,
Watch Detective, Windrider, Zerth Cenobite

14 5+3 10 9 9 9 17 85

15 6+3 1 9 9 9 18 20 Dwarven Thane, Knight of the Scale, Orc Blademaster, Tempest, Weapon
Master

16 6+3 12 10 10 10 19 95

17 6+3 12 10 10 10 20 10.0 Cipher, Disciple of Baalzebul, Dungeon Delver, Nightsong Infiltrator

18 7+3 13 1 1 1 21 105 Cavalier, Master Samurai

19 7+3 14 1 1 1 22 11.0

20 7+3 15 12 12 12 23 115

Monk

Never: Acolyte of the Skin, Alienist, Apelord, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Athar, Auspician, Bearlord, Berserk, Beholder
Mage, Bane of Infidels, Birdlord, Bladesinger, Blighter, Blood Magus, Candle Caster, Catlord, Church Inquisitor, Contemplative, Dancer of Sharess, Darkmask, Deep Thrall,
Demonologist, Diabolist, Divine Agent, Divine Disciple, Divine Oracle, Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic, Dragon Scribe, Dragon Warrior, Dreadmaster,
Dread Pirate, Dweomer Keeper, Elder Druid, Eldritch Master, Elemental Archon of Air, Elemental Archon of Earth, Elemental Archon of Fire, Elemental Archon of Water, Elemental
Savant, Entropist, Equinelord, Exotic Weapon Master, Eye of Gruumsh, Faceless One, Fang of Lolth, Fatespinner, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna, Flesh Eater,
Foe Hunter, Forest Master, Frenzied Berserker, Gatecrasher, Geomancer, Gnome Artificer, Gnome Trickster, Goldeye, Gray Sage, Green Hunter, Guild Wizard of Waterdeep, Harper
Mage, Harper Priest, Hathran, Heartseeker, Heartwarder, Hexer, Hierophant, Holy Liberator, Hunter of the Dead, Incantatrix, Kabuki Warrior, Knight of the Chalice, Knight Protector
of the Great Kingdom, Life Drinker, Loremaster, Mage of the Arcane Order, Mage-Killer, Marinelord, Master Alchemist, Mask of Johydee, Master of Chains, Master of the Secret
Sound, Master of Shrouds, Mighty Contender of Kord, Mindbender, Mystic, Mystic Wanderer, Nightcloak, Nightshade, Oozemaster, Order of the Bow Initiate, Pale Master, Planar
Champion, Planeshifter, Primal Rager, Psi-Hunter, Radiant Servant of Pelor, Rage Mage, Ravager, Red Wizard, Royal Explorer, Runecaster, Sacred Exorcist, Sacred Fist, Shifter,
Shadow Adept, Shinning Blade of Heironeous, Shoal Servant, Silverstar, Snakelord, Soldier of Light, Spelldancer, Spellsword, Spymaster, Stormlord, Strifeleader, Sword Dancer,
Tamer of Beasts, Techsmith, Temple Raider of Olidammara, Thrall of Demogorgon, Thrall of Graz' zt, Thrall of Orcus, Tiger Mask, True Necromancer, Vengeance Sworn, Verdant
Lord, Vermin Lord, Virtuoso, Warmaster, Warpriest, War Wizard of Cormyr, Waveservant, Wayfarer Guide, Wearer of Purple, Windsinger, Windwalker, Wolflord, Xaostict,
Zhentarim Skymage.

Monk
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Paladin

In-Class Skills— Dex: Ride. Int: Craft, Know (religion). Wis: Heal. Con: Concentration. Cha: Diplomacy, Handle Animal.
Weapons — All Simple & Martial.

Underline indicates that to take the prestige class, the Paladin must totally give up his’her ethics (i.e., alignment change, joining a thief’s guild, etc.).
Bold means that the Paladin may freely cross-class with these prestige classes.

Level Feats Specia BAB Fort Ref Will Skill Skill cc | Classes
Channel - ;
1 1 Positive 1 2 0 0 4 2.0 Divine Champion
2 1 - 2 3 0 0 5 25
Turn } .
3 2 Undead 3 3 1 1 6 30 Tainted Warrior
4 2 D1 4 4 1 1 7 35 Hospitaler, Tainted Spellcaster
Bloodhound, Devoted Defender, Gladiator, Halfling Outrider, Lasher,
5 2 D1 5 4 1 1 8 4.0 Lightbearer, Occult Slayer, Siege Master, Spellfire Channeler, Stonelord,

Templar, Truth Seeker

Ancestral Avenger, Deepwood Sniper, Dragonkith, Forsaker, Ghostwalker,

Giant-Killer, Glaive of Azharadian, Gnome Giant-Killer, Knight of the
6 e D1 6 5 2 2 9 45 Middle Circle, Knight of the Scale, Purple Dragon Knight, Sacred Fist,
Tribal Protector

Blackguard, Brawler, Cave Stalker, Consecrated Harrier, Darkwood Stalker,
7 3 D1 7 5 2 2 10 50 Deep Avenger, Duelist, Dwarven Defender, Fiend Slayer, Fierce Grappler,
' Flame Steward, Green Hunter, Harper Scout, Hordebreaker, Hunter of the
Dead, Justicar, Outlaw of the Crimson Road, Sinker, Taker

8 3 D2 8 6 2 2 1 55 Divine Agent, Knight of the Chalice, Purple Dragon Highknight
Keshen Blademaster, Knight-Errant of Silverymoon, Knight Protector of the
9 4 D2 9 6 3 3 12 6.0 Great Kingdom, Orc Scout, Peerless Archer, Roya Herald, Shinning Blade
of Heironeous, Windrider
10 4 D2 10 7 3 3 13 6.5 Contemplative
11 4 D3 11 7 3 3 14 70 Oozemaster, Sensate, Spelldancer
12 5 D3 12 8 4 4 15 75 Cavalier, Dwarven Thane, Orc Blademaster

Acolyte of the Fist, Arcanopath Monk, Church Inquisitor, Guild Thief, Harper
Priest, Invisible Blade, King/Queen of the Desert, King/Queen of the Forest,
King/Queen of the Hills, King/Queen of the Marsh, King/Queen of the

13 5 D3 13 8 4 4 16 8.0 Mountains, King/Queen of the Plains, King/Queen of the Sea, King/Queen of

the Skies, King/Queen of Underground, Prairie Runner, Reaping Mauler, Red

Avenger, Runecaster, Thayan Knight, Vigilante, Watch Detective, Wild

Scout, Zerth Cenobite

14 5 D4 14 9 4 4 17 85 Divine Disciple, Gray Sage, Sacred Exorcist
15 6 D4 15 9 5 5 18 9.0 Master Samurai, Tempest, Weapon Master
16 6 D4 16 10 5 5 19 95
Cipher, Divine Seeker, Dungeon Delver, Gloomblade, Loremaster, Master
7 6 D4 v 10 5 5 0 100 Alchemist, Mystic, Nightsong Enforcer, Nightsong Infiltrator, Shadowdancer
18 7 D4 18 11 6 6 21 105
19 7 D4 19 11 6 6 22 11.0
20 7 D4 20 12 6 6 23 115
Paladin

Never: Acolyte of the Skin, Alienist, Apelord, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Assassin, Athar, Auspician, Bane of Infidels,
Berserk, Bearlord, Beholder Mage, Birdlord, Bladesinger, Blessed of Gruumsh, Blighter, Bloodsister, Blood Magus, Cancer Mage, Candle Caster, Catlord, Dancer of Sharess,
Darkmask, Deep Thrall, Demonologist, Diabolist, Disciple of Asmodeus, Disciple of Baalzebul, Disciple of Dispater, Disciple of Mamon, Disciple of Mephistolpheles, Divine Oracle,
Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic, Dragon Scribe, Dragon Warrior, Dreadmaster, Dread Pirate, Drunken Master, Dweomer Keeper, Elder Druid, Eldritch
Master, Elemental Archon of Air, Elemental Archon of Earth, Elemental Archon of Fire, Elemental Archon of Water, Elemental Savant, Entropist, Equinelord, Exotic Weapon Master,
Eye of Gruumsh, Faceless One, Fang of Lolth, Fatespinner, Fiend Binder, Fist of Hextor, Fleet Runner of Ehlonna, Flesh Eater, Foe Hunter, Forest Master, Frenzied Berserker,
Gatecrasher, Geomancer, Ghost-Faced Killer, Gnome Artificer, Gnome Trickster, Goldeye, Guild Wizard of Waterdeep, Harper Mage, Hathran, Heartseeker, Heartwarder, Hexer,
Hierophant, Holy Liberator, Horned Harbinger, Illithidkin, Incantatrix, Justicar of Taiia, Kabuki Warrior, Knight of the Chase, Life Drinker, Mage of the Arcane Order, Mage-Killer,
Marinelord, Mask of Johydee, Master of Chains, Master of the Secret Sound, Master of Shrouds, Mighty Contender of Kord, Mindbender, Monk of the Enabled Hand, Mystic
Wanderer, Nightcloak, Nightshade, Ninja of the Crescent Moon, Ocular Adept, Order of the Bow Initiate, Pale Master, Planar Champion, Planeshifter, Primal Rager, Psi-Hunter,
Poison Fist, Radiant Servant of Pelor, Rage Mage, Ravager, Reaper’s Child, Red Wizard, Royal Explorer, Shadow Adept, Shifter, Shoal Servant, Silverstar, Snakelord, Snake Servant,
Soldier of Light, Spur Lord, Spellsword, Sphere Minion, Spymaster, Stormlord, Strifeleader, Sword Dancer, Tamer of Beasts, Techsmith, Temple Raider of Olidammara, Thrall of
Demogorgon, Thrall of Graz' zt, Thrall of Juiblex, Thrall of Orcus, Thief-Acrobat, Tiger Mask, Ur-Priest, Vengeance Sworn, Verdant Lord, Vermin Lord, Virtuoso, Waker of the
Beast, Warpriest, Warrior of Darkness, War Wizard of Cormyr, Waveservant, Wayfarer Guide, Wearer of Purple, Weightless Foot, Windsinger, Windwalker, Wolflord, Xaostict,
Zhentarim Skymage

Paladin
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Ranger

In-Class Skills— Str: Climb, Jump, Swim. Dex: Hide, Move Silently, Ride, Use Rope. Int: Craft, Know (nature), Search. Wis: Heal, Intuit Direction, Listen, Profession,
Spot, Wilderness Lore. Con: Concentration. Cha: Animal Empathy, Handle Animal.

Weapons — All Simple & Martial.

Level

Feats

Special

BAB

Fort

Wwill

Skill

Skill cc

Classes

Track

20

25

3.0

Divine Champion, Tainted Warrior

AlwW[IN]|

NIN|FP|PF

D1

1
2
3
4

Ml w|w

Ll Ll el o)
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~N|lo|lo

35

Green Hunter, Hospitaler, Sensate, Tainted Spellcaster, Thrall of Orcus

D1

4.0

Ancestral Avenger, Assassin, Berserk, Bloodhound, Cave Stalker, Darkwood
Stalker, Devoted Defender, Fiend Binder, Gladiator, Gnome Artificer, Guild
Thief, Halfling Outrider, Lasher, King/Queen of the Desert, King/Queen of
the Forest, King/Queen of the Hills, King/Queen of the Marsh, King/Queen of
the Mountains, King/Queen of the Plains, King/Queen of the Sea,
King/Queen of the Skies, King/Queen of Underground, Occult Slayer, Ocular
Adept, Prairie Runner, Shoal Servant, Siege Master, Soldier of Light,
Spellfire Channeler, Stonelord, Temple Raider of Olidammara, Thrall of
Demogorgon, Warrior of Darkness, Watch Detective, Wild Scout, Windrider,
Windwalker

D1

45

Apelord, Bearlord, Birdlord, Blackguard, Blessed of Gruumsh, Bloodsister,
Cancer Mage, Catlord, Deepwood Sniper, Disciple of Dispater, Disciple of
Mephistolpheles, Dragon Warrior, Dragonkith, Equinelord, Eye of Gruumsh,
Fist of Hextor, Flesh Eater, Forsaker, Ghostwalker, Giant-Killer, Glaive of
Azharadian, Gnome Giant-Killer, Knight of the Chase, Knight of the Middle
Circle, Knight of the Scale, Marinelord, Orc Scout, Purple Dragon Knight,
Ravager, Sacred Fist, Snakelord, Tribal Protector, Wolflord, Xaostict

D1

10

5.0

Brawler, Consecrated Harrier, Deep Avenger, Deep Thrall, Disciple of
Asmodeus, Divine Seeker, Duelist, Dwarven Defender, Dwarven Thane,
Fierce Grappler, Flame Steward, Foe Hunter, Gloomblade, Hordebreaker,
Holy Liberator, Justicar, Nightsong Enforcer, Outlaw of the Crimson Road,
Shadowdancer, Sinker, Snake Servant, Taker, Tamer of Beasts, Thrall of
Juiblex, Waker of the Beast

D2

11

55

Darkmask, Elemental Archon of Air, Elemental Archon of Earth, Elemental
Archon of Fire, Elemental Archon of Water, Purple Dragon Highknight,
Waveservant

D2

6.0

Disciple of Mamon, Fleet Runner of Ehlonna, Ghost-Faced Killer, Justicar of
Taiia, Keshen Blademaster, Knight-Errant of Silverymoon, Mask of Johydee,
Nightcloak, Peerless Archer, Roya Herald, Silverstar, Spur Lord, Sword
Dancer, Tempest

10

D2

10

13

6.5

11

D3

11

14

7.0

Bane of Infidels, Divine Agent, Dreadmaster, Goldeye, Forest Master,
Heartwarder, Oozemaster, Shinning Blade of Heironeous, Spelldancer,
Stormlord, Verdant Lord

D3

15

75

Knight Protector of the Great Kingdom, Orc Blademaster, Poison Fist

13

D3

16

8.0

Acolyte of the Fist, Alienist, Arcanopath Monk, Dread Pirate, Harper Priest,
Harper Scout, Horned Harbinger, Illithidkin, Invisible Blade, Lightbearer,
Mystic Wanderer, Reaping Mauler, Red Avenger, Runecaster, Shadow Adept,
Sphere Minion, Strifeleader, Templar, Thayan Knight, Tiger Mask, Truth
Seeker, Ur-Priest, Vigilante, Zerth Cenobite

14

D4

14

17

85

Divine Disciple, Gray Sage, Shifter

15

D4

18

9.0

Cavalier, Dancer of Sharess, Master Samurai, Mighty Contender of Kord,
Weapon Master, Wearer of Purple

16

D4

16

10

19

95

17

D4

17

10

10.0

Athar, Cipher, Disciple of Baalzebul, Dungeon Delver, Elder Druid,
Loremaster, Master Alchemist, Mystic, Nightsong Infiltrator

18

D4

11

21

10.5

D4

19

11

11.0

D4

20

23

115

Ranger

Never: Acolyte of the Skin, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Auspician, Beholder Mage, Bladesinger, Blighter, Blood Magus,
Candle Caster, Church Inquisitor, Contemplative, Demonologist, Diabolist, Divine Oracle, Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic, Dragon Scribe, Drunken
Master, Dweomer Keeper, Eldritch Master, Elemental Savant, Entropist, Exotic Weapon Master, Faceless One, Fang of Lolth, Fatespinner, Fiend Slayer, Frenzied Berserker,
Gatecrasher, Geomancer, Gnome Trickster, Guild Wizard of Waterdeep, Harper Mage, Hathran, Heartseeker, Hexer, Hierophant, Hunter of the Dead, Incantatrix, Kabuki Warrior,
Knight of the Chalice, Life Drinker, Mage-Killer, Mage of the Arcane Order, Master of Chains, Master of the Secret Sound, Master of Shrouds, Mindbender, Monk of the Enabled
Hand, Nightshade, Nightsong Infiltrator, Ninja of the Crescent Moon, Order of the Bow Initiate, Pale Master, Planar Champion, Planeshifter, Primal Rager, Psi-Hunter, Radiant
Servant of Pelor, Rage Mage, Reaper’s Child, Red Wizard, Royal Explorer, Sacred Exorcist, Spellsword, Spymaster, Techsmith, Thief-Acrobat, Thrall of Graz' zt, True Necromancer,
Vengeance Sworn, Vermin Lord, Virtuoso, Warmaster, Warpriest, War Wizard of Cormyr, Wayfarer Guide, Weightless Foot, Windsinger, Zhentarim Skymage

Ranger
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Rogue

In-Class Skills— Str: Climb, Jump, Swim. Dex: Balance, Escape Artist, Hide, Move Silently, Open Lock, Pick Pocket, Tumble. Int: Appraise, Craft, Decipher Script,
Disable Device, Forgery, Read Lips, Search. Wis: Innuendo, Intuit Direction, Listen, Profession, Sense Motive, Spot. Cha: Bluff, Diplomacy, Disguise, Gather
Information, Intimidate, Perform, Use Magic Device.

Weapons — crossbow (light & hand), dart, mace (light), sap, shortbow, shortsword.

If Medium, club, crossbow (heavy), mace (heavy), morningstar, quarterstaff, rapier.

Level Feats Specia BAB Fort Ref Will Skill Skill cc | Classes
1 1 0 0 2 2 4 2.0
2 1 evasion 1 0 3 3 5 25
3 2 2 1 3 3 6 3.0 Divine Champion, Tainted Warrior
4 2 3 1 4 4 7 35

Assassin, Deep Thrall, Guild Thief, Harper Scout, Siege Master,

5 2 3 1 4 4 8 40 Thief-Acrobat, Watch Detective

Acolyte of the Fist, Bloodhound, Disciple of Asmodeus, Disciple of Mamon,
6 3 4 2 5 5 9 45 Dread Pirate, Drunken Master, Flesh Eater, Forsaker, Gatecrasher, Invisible
Blade, Purple Dragon Knight, Royal Herald, Vigilante, Xaostict

Ancestral Avenger, Berserk, Cave Stalker, Consecrated Harrier, Darkwood
Stalker, Deepwood Sniper, Devoted Defender, Disciple of Baalzebul, Divine
Seeker, Dungeon Delver, Fang of Lolth, Fist of Hextor, Giant-Killer,
Gladiator, Gloomblade, Gnome Giant-Killer, Holy Liberator, Hordebreaker,
Hospitaler, Lasher, Mask of Johydee, Nightsong Enforcer, Nightsong
Infiltrator, Occult Slayer, Orc Scout, Outlaw of the Crimson Road, Ravager,
Reaping Mauler, Red Avenger, Royal Explorer, Sensate, Shadowdancer,
Sinker, Snake Servant, Soldier of Light, Spymaster, Stonelord, Taker, Temple
Raider of Olidammara, Thrall of Demogorgon, Triba Protector, Truth Seeker,
Warrior of Darkness, Wild Scout

Blackguard, Blessed of Gruumsh, Bloodsister, Disciple of Dispater, Disciple of
8 3 6 2 6 6 11 55 Mephistolpheles, Dragonkith, Duelist, Eye of Gruumsh, Fierce Grappler,
Ghostwalker, Justicar, Knight of the Chase, Ninja of the Crescent Moon

Dragon Warrior, Ghost-Faced Killer, Glaive of Azharadian, Halfling Outrider,

9 4 6 3 6 6 2 60 Justicar of Taiia, Keshen Blademaster, Spur Lord, Weightless Foot
10 4 7 7 7 13 6.5 Brawler, Deep Avenger, Dwarven Defender, Waker of the Beast

1 4 7 7 14 7.0 Knight of the Middle Circle, Purple Dragon Highknight

12 5 8 8 15 75 Cavalier, Knight-Errant of Silverymoon, Peerless Archer, Poison Fist

Arcanopath Monk, Flame Steward, Horned Harbinger, Illithidkin, King/Queen
of the Desert, King/Queen of the Forest, King/Queen of the Hills,
King/Queen of the Marsh, King/Queen of the Mountains, King/Queen of the

13 5 9 4 8 8 16 8.0 Plains, King/Queen of the Sea, King/Queen of the Skies, King/Queen of

Underground, Lightbearer, Ocular Adept, Prairie Runner, Spellfire Channeler,

Sphere Minion, Templar, Thayan Knight, Ur-Priest, Windrider, Zerth

Cenobite
14 5 10 4 9 9 17 85
Cancer Mage, Knight of the Scale, Knight Protector of the Great Kingdom, Orc
15 6 u 5 9 9 18 20 Blademaster, Tempest, Thrall of Juiblex, Weapon Master
16 6 12 5 10 10 19 95
17 6 12 5 10 10 20 10.0 Cipher
18 7 13 6 1 1 21 105 Dwarven Thane, Master Samurai
19 7 14 6 11 11 22 11.0
20 7 15 6 12 12 23 115
Rogue

Never: Acolyte of the Skin, Alienist, Apelord, Arachne, Arachnemancer, Arcane Archer, Arcane Devotee, Archmage, Arcane Trickster, Athar, Auspician, Bane of Infidels, Bearlord,
Beholder Mage, Birdlord, Bladesinger, Blighter, Blood Magus, Candle Caster, Catlord, Church Inquisitor, Contemplative, Dancer of Sharess, Darkmask, Demonologist, Diabolist,
Divine Agent, Divine Disciple, Divine Oracle, Doomdreamer, Doomguide, Dragon Disciple, Dragon Mystic, Dragon Scribe, Dreadmaster, Dweomer Keeper, Elder Druid, Eldritch
Master, Elemental Archon of Air, Elemental Archon of Earth, Elemental Archon of Fire, Elemental Archon of Water, Elemental Savant, Entropist, Equinelord, Exotic Weapon Master,
Faceless One, Fatespinner, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna, Foe Hunter, Frenzied Berserker, Geomancer, Gnome Artificer, Gnome Trickster, Goldeye, Gray Sage,
Green Hunter, Guild Wizard, Harper Mage, Harper Priest, Hathran, Heartseeker, Heartwarder, Hexer, Hierophant, Hunter of the Dead, Incantatrix, Kabuki Warrior, Knight of the
Chalice, Life Drinker, Loremaster, Mage of the Arcane Order, Mage-Killer, Marinelord, Master Alchemist, Master of Chains, Master of the Secret Sound, Master of Shrouds, Mighty
Contender of Kord, Mindbender, Monk of the Enabled Hand, Mystic, Mystic Wanderer, Nightcloak, Nightshade, Order of the Bow Initiate, Oozemaster, Pale Master, Planar
Champion, Planeshifter, Primal Rager, Psi-Hunter, Radiant Servant of Pelor, Rage Mage, Reaper’s Child, Red Wizard, Runecaster, Sacred Exorcist, Sacred Fist, Shadow Adept,
Shifter, Shinning Blade of Heironeous, Shoal Servant, Silverstar, Snakelord, Spelldancer, Spur Lord, Spellsword, Stormlord, Strifeleader, Sword Dancer, Tamer of Beasts, Techsmith,
Thrall of Graz'zt, Thrall of Orcus, Tiger Mask, True Necromancer, Vengeance Sworn, Verdant Lord, Vermin Lord, Virtuoso, Warmaster, Warpriest, War Wizard of Cormyr,
Waveservant, Wayfarer Guide, Wearer of Purple, Windsinger, Windwalker, Wolflord, Zhentarim Skymage.

Rogue
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Sorcerer

In-Class Skills— Int: Alchemy, Craft, Know (arcana), Scry, Spellcraft. Wis: Profession. Con: Concentration.
Weapons— All Simple.

Level Feats Special BAB Fort Ref Will Skill Skill cc | Classes
1 1 Al 0 0 0 2 4 20
2 1 Al 1 0 0 3 5 25
3 2 Al 1 1 1 3 6 3.0 Divine Champion
4 2 A2 2 1 1 4 7 35 Tainted Spellcaster, Tainted Warrior
5 2 A2 2 1 1 4 8 40 Arachnemancer, Dragon Disciple, Eldritch Master, Gnome Artificer, Siege

Master, Spellfire Channeler, Sphere Minion

Blood Magus, Candle Caster, Elemental Savant, Fatespinner, Forsaker, Guild
6 3 A3 3 2 2 5 9 45 Wizard of Waterdeep, Harper Mage, Incantatrix, Mindbender, Oozemaster,

’ Pale Master, Shadow Adept, Shifter, Techsmith, Thrall of Graz' zt, Wearer of
Purple, Zhentarim Skymage

7 3 A3 3 2 2 5 10 50 Disciple of Asmodeus, Divine Oracle, Elder Druid, Psi-Hunter

Bloodhound, Gray Sage, Hospitaler, Master Alchemist, Outlaw of the Crimson
8 3 A4 4 2 2 6 11 55 Road, Purple Dragon Knight, Thrall of Orcus, War Wizard of Cormyr,
Xaostict

Arcanopath Monk, Disciple of Mamon, Heartseeker, Heartwarder, Justicar of
Taiia, Kabuki Warrior, Mage-Killer, Royal Herald, Spelldancer, Spur Lord

Ancestral Avenger, Berserk, Cave Stalker, Consecrated Harrier, Darkwood
Stalker, Deepwood Sniper, Devoted Defender, Fist of Hextor, Ghost-Faced
Killer, Giant-Killer, Gladiator, Gnome Giant-Killer, Halfling Outrider, Holy
Liberator, Hordebreaker, Lasher, Mask of Johydee, Occult Slayer, Orc Scout,
Planeshifter, Ravager, Sinker, Snake Servant, Soldier of Light, Stonelord,
Taker, Thrall of Demogorgon, Tribal Protector, Warrior of Darkness

10 4 A5 5 3 3 7 13 6.5

11 4 A5 5 3 3 7 14 70 Dragon Scribe, Gnome Trickster, Nightshade, Sensate

Arcane Archer, Blackguard, Blessed of Gruumsh, Bloodsister, Disciple of

Dispater, Disciple of Mephistolpheles, Dragon Warrior, Dragonkith, Duelist,
12 5 A6 6 4 4 8 15 75 Eye of Gruumsh, Fierce Grappler, Ghostwalker, Glaive of Azharadian,
Justicar, Keshen Blademaster, Knight-Errant of Silverymoon, Knight of the
Chase, Ocular Adept, Knight of the Middle Circle

Acolyte of the Fist, Acolyte of the Skin, Alienist, Arcane Devotee, Assassin,
Deep Thrall, Demonologist, Diabolist, Dread Pirate, Faceless One, Flame
Steward, Flesh Eater, Guild Thief, Harper Scout, Horned Harbinger,
Ilithidkin, Invisible Blade, King/Queen of the Desert, King/Queen of the
Forest, King/Queen of the Hills, King/Queen of the Marsh, King/Queen of the

13 5 A8 6 4 4 8 16 80 Mountains, King/Queen of the Plains, King/Queen of the Sea, King/Queen of
the Skies, King/Queen of Underground, Lightbearer, Master of the Secret
Sound, Poison Fist, Prairie Runner, Reaping Mauler, Red Avenger, Templar,
Temple Raider of Olidammara, Thayan Knight, Tiger Mask, Truth Seeker,
Vigilante, Ur-Priest, Watch Detective, Wild Scout, Windrider, Zerth Cenobite
Archmage, Brawler, Deep Avenger, Dwarven Defender, Peerless Archer,
14 5 A7 7 4 4 9 17 85 Waker of the Beast
Bladesinger, Cancer Mage, Doomdreamer, Knight of the Scale, Orc
15 6 AT 7 5 5 9 18 20 Blademaster, Thrall of Juiblex, Weapon Master
16 6 A8 8 5 5 10 19 95 Purple Dragon Highknight
Cipher, Disciple of Baalzebul, Divine Seeker, Dungeon Delver, Gloomblade,
17 6 A8 8 5 5 10 20 10.0 Loremaster, Mystic, Nightsong Enforcer, Nightsong Infiltrator, Sacred
Exorcist, Shadowdancer, Virtuoso, Wayfarer Guide, Windsinger
18 7 A9 9 6 6 1 21 105 Cavaller,l Dwarven Thane, Knight Protector of the Great Kingdom, Master
Samurai, Tempest
19 7 A9 9 6 6 11 22 11.0
20 7 A9 10 6 6 12 23 115
Sorcerer

Never: Apelord, Arachne, Arcane Trickster, Athar, Auspician, Bane of Infidels, Bearlord, Beholder Mage, Birdlord, Blighter, Catlord, Church Inquisitor, Contemplative, Dancer of
Sharess, Darkmask, Divine Agent, Divine Disciple, Doomguide, Dragon Mystic, Dreadmaster, Drunken Master, Dweomer Keeper, Elemental Archon of Air, Elemental Archon of
Earth, Elemental Archon of Fire, Elemental Archon of Water, Entropist, Equinelord, Exotic Weapon Master, Fang of Lolth, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna, Foe
Hunter, Frenzied Berserker, Gatecrasher, Geomancer, Goldeye, Green Hunter, Harper Priest, Hathran, Hexer, Hierophant, Hunter of the Dead, Knight of the Chalice, Life Drinker,
Mage of the Arcane Order, Marinelord, Master of Chains, Master of Shrouds, Mighty Contender of Kord, Monk of the Enabled Hand, Mystic Wanderer, Nightcloak, Ninja of the
Crescent Moon, Order of the Bow Initiate, Planar Champion, Primal Rager, Radiant Servant of Pelor, Rage Mage, Reaper’s Child, Red Wizard, Runecaster, Sacred Fist, Shinning
Blade of Heironeous, Shoal Servant, Silverstar, Snakelord, Spellsword, Spymaster, Stormlord, Strifeleader, Sword Dancer, Tamer of Beasts, Thief-Acrobat, Vengeance Sworn, Verdant
Lord, Vermin Lord, Warmaster, Warpriest, Waveservant, Weightless Foot, Windwalker, Wolflord.

Sorcerer
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Wizard

In-Class Skills— Int: Alchemy, Craft, Know (any), Scry, Spellcraft. Wis: Profession. Con: Concentration.
Weapons — club, dagger, crossbow (light & heavy), quarterstaff .

Level Feats Specia BAB Fort Ref Will Skill Skill cc | Classes
1+
1 Scribe Al 0 0 0 2 4 20
Scroll
2 1+1 Al 1 0 0 3 5 25
2+1 A2 1 1 1 3 6 3.0 Arachnemancer, Divine Champion
4 2+1 A2 2 1 1 4 7 35 Tainted Spellcaster, Tainted Warrior

Acolyte of the Skin, Alienist, Blood Magus, Candle Caster, Eldritch Master,
Elemental Savant, Fatespinner, Gnome Artificer, Guild Wizard of Waterdeep,
Harper Mage, Horned Harbinger, Incantatrix, Illithidkin, Lightbearer, Mage

5 242 A3 2 1 1 4 8 40 of the Arcane Order, Oozemaster, Pale Master, Red Wizard, Shadow Adept,
Sphere Minion, Siege Master, Shifter, Spellfire Channeler, Thrall of Graz' zt,
Zhentarim Skymage

6 3+2 A3 3 2 2 5 9 45 Demonologist, Diabolist, Forsaker, Mindbender, Techsmith, Wearer of Purple

Arcane Devotee, Disciple of Asmodeus, Divine Oracle, Doomdreamer, Elder

7 3+2 A4 3 2 2 5 10 50 Druid, Gray Sage, Loremaster, Master Alchemist, Mystic, War Wizard of
Cormyr

8 342 A4 4 2 2 6 1 55 Bloodhound, Hospitaler, Outlaw of the Crimson Road, Purple Dragon Knight,

Thrall of Orcus, Xaostict

Arcanopath Monk, Disciple of Mamon, Heartseeker, Heartwarder, Justicar of
9 4+2 A5 4 3 3 6 12 6.0 Taiia, Kabuki Warrior, Mage-Killer, Planeshifter, Roya Herald, Sacred
Exorcist, Spelldancer, Spur Lord, Ur-Priest, Wayfarer Guide, Zerth Cenobite

Ancestral Avenger, Berserk, Bladesinger, Cave Stalker, Consecrated Harrier,
Contemplative, Darkwood Stalker, Deepwood Sniper, Devoted Defender, Fist
of Hextor, Ghost-Faced Killer, Giant-Killer, Gladiator, Gnome Giant-Killer,

10 4+3 A5 5 3 3 7 13 6.5 Halfling Outrider, Holy Liberator, Hordebreaker, Lasher, Mask of Johydee,

Occult Slayer, Orc Scout, Psi-Hunter, Ravager, Sinker, Snake Servant,

Soldier of Light, Stonelord, Taker, Templar, Thayan Knight, Thrall of

Demogorgon, Tribal Protector, Warrior of Darkness

11 4+3 A6 5 3 3 7 14 7.0 Dragon Scribe, Gnome Trickster, Nightshade, Sensate

Arcane Archer, Blackguard, Blessed of Gruumsh, Bloodsister, Disciple of

Dispater, Disciple of Mephistolpheles, Dragon Warrior, Dragonkith, Duelist,
12 5+3 A6 6 4 4 8 15 75 Eye of Gruumsh, Fierce Grappler, Ghostwalker, Glaive of Azharadian,
Justicar, Knight-Errant of Silverymoon, Keshen Blademaster, Knight of the
Chase, Knight of the Middle Circle, Ocular Adept

Acolyte of the Fist, Archmage, Assassin, Deep Thrall, Dread Pirate, Faceless
One, Flame Steward, Flesh Eater, Guild Thief, Harper Scout, Invisible Blade,
King/Queen of the Desert, King/Queen of the Forest, King/Queen of the
Hills, King/Queen of the Marsh, King/Queen of the Mountains, King/Queen

13 5+3 AT 6 4 4 8 16 80 of the Plains, King/Queen of the Sea, King/Queen of the Skies, King/Queen
of Underground, Master of the Secret Sound, Poison Fist, Prairie Runner,
Reaping Mauler, Red Avenger, Temple Raider of Olidammara, Tiger Mask,
Truth Seeker, Vigilante, Watch Detective, Wild Scout, Windrider
Brawler, Deep Avenger, Dungeon Delver, Dwarven Defender, Peerless Archer,
14 5+3 A7 7 4 4 9 17 85 Waker of the Beast
15 6+4 A8 7 5 5 9 18 90 Cancer Mage, Knight of the Scale, Orc Blademaster, Thrall of Juiblex, Weapon
Master
16 6+4 A8 8 5 5 10 19 95 Purple Dragon Highknight
Cipher, Disciple of Baalzebul, Divine Seeker, Gloomblade, Nightsong
w 6+4 A9 8 5 5 10 2 100 Enforcer, Nightsong Infiltrator, Shadowdancer, Virtuoso, Windsinger
18 7+4 AQ 9 6 6 1 21 105 Cavalier,l Dwarven Thane, Knight Protector of the Great Kingdom, Master
Samurai, Tempest
19 7+4 A9 9 6 6 11 22 11.0
20 7+5 A9 10 6 6 12 23 115
Wizard

Never: Apelord, Arachne, Arcane Trickster, Athar, Auspician, Bane of Infidels, Bearlord, Beholder Mage, Birdlord, Blighter, Catlord, Church Inquisitor, Dancer of Sharess, Darkmask,
Divine Agent, Divine Disciple, Doomguide, Dragon Disciple, Dragon Mystic, Dreadmaster, Drunken Master, Dweomer Keeper, Elemental Archon of Air, Elemental Archon of Earth,
Elemental Archon of Fire, Elemental Archon of Water, Entropist, Equinelord, Exotic Weapon Master, Fang of Lolth, Fiend Binder, Fiend Slayer, Fleet Runner of Ehlonna, Foe Hunter,
Frenzied Berserker, Gatecrasher, Geomancer, Goldeye, Green Hunter, Harper Priest, Hathran, Hexer, Hierophant, Hunter of the Dead, Knight of the Chalice, Life Drinker, Marinelord,
Master of Chains, Master of Shrouds, Might Contender of Kord, Monk of the Enabled Hand, Mystic Wanderer, Nightcloak, Ninja of the Crescent Moon, Order of the Bow Initiate,
Planar Champion, Primal Rager, Radiant Servant of Pelor, Rage Mage, Reaper’s Child, Runecaster, Sacred Fist, Shinning Blade of Heironeous, Shoal Servant, Silverstar, Snakelord,
Spellsword, Spymaster, Stormlord, Strifeleader, Sword Dancer, Tamer of Beasts, Thief-Acrobat, Vengeance Sworn, Verdant Lord, Vermin Lord, Warmaster, Warpriest, Waveservant,
Weightless Foot, Windwalker, Wolflord.

Wizard
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Appendix

Revision History

October 24, 2001 — Initial release of the Prestige Class Index.
Contains Dungeon Master’s Guide, Sword and Fist, Defenders of the Faith, Tome and Blood, Forgotten Realms Campaign Setting,
Magic of FaerGin, Manual of the Planes, Dragon Magazines from #267 - #288, Dragon Magazine Annual #5, and Dungeon Magazine
#82 - #89.
April 2, 2002 — Added Cross-Reference by Class.
Added Dragon Magazine #289 - #293, Dungeon Magazine #90 - #91, Ravenloft, Song & Silence, Lords of Darkness, and half of
Masters of the Wild.
August 24, 2002 — Added Magic of FaerGn errata.
Added Dragon Magazine #294 - #298 & Dungeon Magazine #92 - #93.
Added the remainder of Masters of the Wild.
Added Deities and Demigods, Faiths and Pantheons, & Silver Marches.
December 1,2002  — Added Dragon Magazine #299 - #302.
Added Dungeon Magazine #94 - #95.
Added the Book of Vile Darkness.
Fixed some errors.
March 15, 2003 — Added Dragon Magazine #303 - #305.
Added Dungeon Magazine #96 - #97.

Total # of Prestige Classes: 258.

Key to Sourcebooks
PH — Player’s Handbook —TRS 11550
DMG - Dungeon Master's Guide —TSR 11551
DMGe — Dungeon Master's Guide errata — http://shadow.wizards.com/dnd/filess DM GErrata.pdf
MM  —Monster Manual — TSR 11552
MM2 —Monster Manual 11 — 882680000
MotP  — Manual of the Planes —WTC11850
D&D - Deities and Demigods — 881650000
BoVD - Book of Vile Darkness — 881610000
S&F —Sword and Fist —WTC 11829
S&Fe —Sword and Fist Errata — http://www.wizards.com/dnd/files/SnFErrataV 2.pdf
DotF - Defenders of the Faith —WTC 11840
T&B —Tome and Blood —WTC 11844
T&Be —Tomeand Blood errata — http://www.wizards.com/dnd/filesTB_Enh.zip
S&S —Song and Silence —WTC 11857
MotW — Masters of the Wild — 881640000
FR — Forgotten Realms Campaign Book

FRe - Forgotten Realms Campaign Book errata — http://www.wizards.com/dnd/files/FRCSerrata.pdf
MMF —Monster Compendium: Monsters of Faer(in — WTC 11832
MoF —Magic of Faerln

MoFe —Magic of Faerln errata — http://www.wizards.com/dnd/files/M oFerratav3012002.zip
F&P  —Faiths and Pantheons

LoD  —Lordsof Darkness

SM — Silver Marches

RL — Ravenloft —WW 15099

RTEE - Return to the Temple of Elemental Evil —WTC 11843

DR### — Dragon Magazine (with issue number)
DR-A# — Dragon Magazine Annual (with issue number)
DU## — Dungeon Magazine (with issue number)

Note: If aKey referenceisfollowed by a“+", then is partially supercedes the entry aboveit.
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