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OPEN GAMING LICENSE

(version 1.0a)

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.
1. Definitions:

a) "Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;

b) "Derivative Material" means copyrighted material including derivative works and translations (including into other
computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted:;

c) "Distribute™ means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute;

d) "Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically excludes Product Identity.

"Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and
2. descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content;
"Trademark™ means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the Contributor
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content.
"You" or "Your" means the licensee in terms of this agreement.
The Llcense This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only
be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.
Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.
Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.
Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.
Product Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.
Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this
License.
Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.
Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.
Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.




Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

Copyright Notice

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System Reference Document Copyright 2000-2003, Wizards
of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman,
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Creature Collection Volume 1 Copyright 2000, Clark Peterson. Modern System Reference Document Copyright 2002, Wizards of the
Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based on material by Jonathan Tweet, Monte Cook, Skip
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker

Monster Manual 11 Copyright 2002, Wizards of the Coast, Inc. Swords of Our Fathers Copyright 2003, The Game Mechanics.
Mutants & Masterminds Copyright 2002, Green Ronin Publishing.

Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy Collins, Jesse Decker, David Noonan, Rich Redman.

The Hypertext d20 SRD Copyright 2004, Jans W Carton.

End of License




CHAPTER 1: AN INTRODUCTION

From the Author:

Firstly, I would like to welcome you to the world of Solinar! Initially, this world existed only as a single
continent upon which I ran various 2nd Edition Advanced Dungeons & Dragons games over the course of a few
years. Slowly I began to flesh out the entirety of the world itself, bringing more and more life to it as many of
those listed in the Play-testers credits helped to develop it with me. It couldn’t have been done without their
efforts and their willingness to game in a ‘non-canon’ gaming world.

Additionally, the entire Underdark (save a small bit under the tiny island of Tilun) has been left untouched even
upon those continents provided for you here to encourage your own imaginations to fill in the gaps, create an
Underdark to suit your campaigns, and not constrain you to what is already developed.

Lastly, as a long-time Dungeon Master myself, | want to remind you of that one Golden Rule that many of us
have lived by for years: “If you don’t like it, change it!”

This section will serve as an introduction to the world of Solinar for those never having been here before. Itis
my hope (as the creator of this world) that it becomes a familiar location and place you enjoy playing. Solinar
is a rich world, full of mystery and potential for those who seek it. The Prime Material Plane that Solinar
inhabits is one created by the Draconic Overgod, lo. In his efforts to enhance his Plane, to ensure his creations
can flourish, he has invited other beings of great power into the realm, though he remains one of five beings in
the Plane with near-absolute power. On par with lo stands the Elemental Lords & Ladies, something that
proved to be highly beneficial when Tiamat managed to shut out the other Gods & Goddesses with the help of
others.

Again, welcome to my world... welcome to Solinar!




HISTORY OF THE WORLD

What is a world to adventure upon without tales of the world in which to envision oneself? Herein I shall endeavor to tell you the tale
of Solinar, to paint the picture that is, so that you may find yourselves a home upon this world.

The Age of Mysteries

In times long forgotten, 1o looked about himself, seeing none that looked as he imagined himself. Huge of form, glittering in color,
and fierce of appearance, lo wanted others who would worship him that were similar to himself. The issue he saw was that his
creations would find no peace in the lands that were. Using his power, lo crafted for his children a world where they could flourish
without hurt from others. By his will, Solinar was created. With great waves of his wings and claws, water would spread to cover the
world, landmasses rising from their depths, the sky painted in blue above it all. It was then that lo looked about himself in
satisfaction. This world would serve nicely to play host to the being he envisioned.

Using various portions of the world beneath him, be it the rock of the mountains, the fire of the volcano, the wind blowing, or the
water that covered the world, he shaped a being that pleased his senses. A being that looked as he imagined himself. Once created, he
would infuse these with but a drop of his own blood, bringing forth a living form before him. Naming them Dragons, he released
them upon the world below, watching as they spread and populated Solinar. So it would be for many millennia, the Dragons
flourishing and pleased for the most part, unmolested by others. Until one day his children came to him in supplication. Many were
unhappy at the state of the world around them, desiring more. Servants and enemies to unite against, new cultures and new ideas were
needed they insisted for the Dragon to grow and prosper as a race. And to this end, lo could see the wisdom of it. Without conflict,
without pain, without fought for happiness eventually his children would grow complacent and weak.

The Age of Dawning

So Io would reach out across the cosmos, seeking others like himself who held the power of creation... other Gods and Goddesses
from across the wide multiverse around him. Approaching these beings, o made a deal with them: he would bring forth new lands for
their creations to populate and allow them to live upon his world... but they must recognize the supremacy of the Dragon. Many
refused though many more would accept. So it was that the First Broods came to reside upon Solinar, bringing with them their own
hopes and desires, conflicts and joys, hatreds and wants, and the 1% Celestial Pact was signed. Dragons would now encounter these
new beings, and thus come into conflict with them eventually. Many years would pass in relative peace as the First Broods honored
the words of their Gods and Goddesses, recognizing the supremacy of the Dragon as agreed upon with lo.

Over the course of many generations, a darkness would creep into the hearts of the First Broods. Many coveted what the Dragon had.
Many wished their places to be elevated in the world. So it was that the Neogi, ever the sly and power hungry, along with their allies
of all the other races would start the initial conflict, quickly threatening to overcome the less populace Dragons. lo, seeing this, would
cause a great rain to erupt across Solinar, his tears falling upon his children and changing them, making them stronger. lo did not wish
to see his creations destroyed and thus made them stronger. This was the fire the Dragons needed, allowing them to fight back most
effectively indeed. Along with this new power came a rage burning within them never known before, a rage that threatened to lash
out and obliterate all that stood before it, the first Dragon Rage. Soon the Neogi and the others were all but eradicated on Solinar, the
rest driven off the world, whisked away by their Gods to other worlds. Seeing this, the remainder of the First Broods knew fear. The
Dragons had become more powerful while their own Gods failed to compensate. Most who know the story agree it was punishment
from the other Gods for their treachery, for their refusal to adhere to the pact made with lo, and abandoned them to their fates. Many
would hide, many more would flee the world, but not all could escape. What was a conflict started by a few quickly became a great
war that spread across Solinar.

Centuries and then millennia would pass as the Dragons slowly destroyed, drove off of Solinar, or subjugated the other races. Only
then did a calm spread among the Dragons, Io appeased by the punishment of the transgressors, and the “Great Dragon Rage” as it
was later named came to an end. It is said that a Dragon chronicler once made record of this time, of all that transpired, though none
have met this chronicler nor found his records. Regardless of records kept or not, it is known that the Dragon fire within was sated,
and a new era of peace was upon them. It was then that lo created the other Dragon Gods to help watch over the realms below him,
giving to them different aspects of what it meant to be a Dragon to preside over. Then lo, knowing that his children would eventually
grow to feel the same as they did in previous ages again reached out to find new Gods and Goddesses, hoping to find other beings to
populate his world.

The Aqge of Glories

lo, having found a Second Brood that would populate Solinar, returned to the world he created, only to discover the Dragons at war
with each other. A side effect of his blessing, the Dragon Rage apparently would rise within them at random. Seeing this, lo would
work to remove this rage from his creations, soon learning it could not be done without weakening them again. Fearful of another
great war, lo refused to do so, instead making it so that the Dragon Rage would only rear its head rarely. He soon discovered that
some of his creations were more prone than others to the Rage, and further marked them so that all would know not to anger these




Dragons needlessly. No more was their only Dragons of a metallic sheen, now Dragons of varying hues populated the length and
breadth of the world below him, marking them so that their dispositions could easy be determined.

Only then did lo open Solinar to the Second Broods, signing the 2" Celestial Pact, and bringing EIf, Dwarf, Gnome, Halfling, & Orc
upon the world. Others soon followed, and Solinar became vibrant in its flora and fauna as these other Gods and Goddesses left their
mark upon the world. Wishing to give of these other species a place to call their own, lo created other lands upon the world. No
longer was Draconis Major and Draconis Minor the only landmasses upon the world. Aver, Tyrnus, the Dragon Isles, and others soon
came into being. It was during this time that it was discovered that Dragons could father new creatures with these other races, and
thus the Half-Dragon came into being. Seeing not an abomination but a hope for the future of coexistence, lo would bless these
beings with the ability to eventually become true Dragons if they desired to by dedicating themselves to him.

The other races would occasionally grow to despise each other, fighting battles amongst themselves as they spread across Solinar.
Remembering times of the past, lo did not allow these other races to populate Draconis Major nor Draconis Minor, instead giving to
them the other lands of Solinar and letting them develop as their Gods and Goddesses saw fit. Though some would come to worship
lo and the other Dragon Gods, these were few and far between, and these he would allow to settle upon the “Dragon Lands” as the
other races called the two continents on the other side of the world. They joined the Genasi there, subservient to the Dragon, but
living in peace with them as well.

After approximately 500 years as hunter/gatherers, the Elves would settle into the lands now called Quinvala, founding a great nation
of their kind called Quinvo. Elves more willing to live beneath the waves founded Anjala to the south of Quinvala, and the two joined
forces to become the first Elven Nation. About this time, another group of Elves founded Illustus on the continent of Aver, coming
into contact with the Dwarves of Earth Home who had been there for some time. The War of Pick and Arrow would erupt shortly
afterwards, a conflict started over the rights of the water beneath northern Aver, a conflict that erupted because each side suspected the
other of contaminating the water source. None knew that this conflict was due to Tiamat’s baleful influence. The hills that make up
what is now called Waterton, home of the Halflings, served as the battleground for these two races until the Halflings threw in their
efforts with the Elves. The war ended in a truce after Tiamat’s involvement was discovered, but it would serve to be known as the
first ever war waged between members of the Second Brood.

Millennia afterwards, the second of the wars waged between members of the Second Brood erupted between the Gnomes and the
Orecs, reflecting the greater conflict being waged in the cosmos between their Gods and Goddesses. The results of this war were
particularly devastating to the Gnomes, illustrating to the others what can happen to them should they fail to keep reign on their
creations. The Orcs nearly eradicated the Gnomes of Solinar with the survivors fleeing to an island in the Ugh’Ratha island chain.
Garl Glittergold, in a desperate attempt save his Gnomes, raised the island to form great cliffs to further protect his people.

Due to these great conflicts, a calm seemed to settle over the lands. Fifteen millennia of relative peace would settle across Solinar
with but small skirmishes here and their over petty reasons. It is known that Humans arrived on Solinar during this Age, though near
to the end of it, settling upon Tyrnus and the Dragon Isles.

The Age of Mortals

It is because of the appearance of Humans that Valn’Trava would come to be known. Valn’Trava was a great Elven Seer who always
before had foretold of great events that would happen to his people. But now, something had happened. Chronepsis, the Dragon God
of Time, had blessed the humble Valn’Trava with a sight stronger than before, allowing him to make the Trava Prophecies. These
predictions would time and again prove to be true, making Valn’Trava famous against his wishes. He used this new-found fame to
create the Unified Calendar, symbolizing his desire for all races to come together. This Unified Calendar soon became the standard by
which all races would mark time. Two events would occur that marked this most auspicious time.

The first event to occur was the birth of Emperor Xun Tia’s son and heir upon the Dragon Isles. Xun had established himself as
Emperor of these lands, looking after and guiding the Humans there. For Dragon Islanders, this was a time of great celebration for
their benevolent leader.

The second event to occur was the first ever appearance of the island that would be known as Phase. None know where Phase came
from, nor why it would disappear from Solinar periodically, but it has become a feared place, avoided by others.

About a decade after the founding of the Unified Calendar, Tiamat hatched a plan while lo underwent the Dragon Sleep, successfully
sealing away the Human Gods from Solinar. This seal would last for ninety years, with many Humans turning to the Dragon Gods for
power. Eliphasilantix, son of Bahamut, would assist the Humans with knowledge and power in order for the Humans to break the seal
that bound their Gods and Goddesses from them. During this time Bahamut and Tiamat would battle, and Bahamut would fall.
Before dying, Bahamut bequeathed his power to his son Eliphasilantix, thus allow him to overpower Tiamat and finally break the seal
to allow the Human Gods to return to Solinar. To would awaken due to this conflict, seeing Bahamut’s lifeless form, and decreed that




no Dragon God may directly war with another. Instead their followers could choose to do so on their behalf, a decree which the other
Deities saw and quickly adopted for themselves, shaken by the death of a divine being.

Many things would come to pass in the first three centuries of the Age of Mortals. This is the time you find yourselves in, this is the
time to make your own mark upon the annals of history... if you can.

ROLL OF YEARS

This roll of years shows major events that have occurred throughout the history of Solinar. It has been converted to the Unified
Calendar for ease of use, though other cultures may still mark time differently.

AGE OF MYSTERY

-50,000 BC and before: There are no records that discuss anything before this point in time. It is assumed that no races existed on
Solinar before this point; however none can say with any certainty that this is the case.

AGE OF DAWNING

-45,000 BC: The First Broods are assumed to have begun populating Solinar around this period of time, after the 1% Celestial Pact is
made with lo. There is no exact basis for this, except for a stone tablet found written in Draconic text. This text references the next
entry, but given the timeline proposed in the text, this is the best estimate that can be made.

-44,000 BC: Elder Tablet is written. The Elder Tablet was a stone tablet the size of a barn door discovered high in the mountains of
Tyrnus. It seems to be some sort of written account by a dying Dragon that states:

“The Lumins have finally driven me to my death. For a thousand years, since the founding of their nation,
and my own hatching fully grown into this world, I have fought against their encroachment... and now I lay
dying... having failed in keeping them from my very doorstep.”

-44,000 to -19,000 BC: First Brood Wars. Limited scraps of information are available to detail this period of time in any accurate
fashion. Of what has been found, only the Draconic texts are able to be translated, and there is little to no reference to timelines in
these texts. It is known that the First Broods fought across the length and breadth of Solinar, seeking to establish dominance and
rulership over the lands... and that all the races battled fiercely against each other.

-19,000 BC: The First Broods die out? No one is sure what happened to the First Brood. Of the meager gathering of written
accounts discovered, it is known that for approximately 25,000 years they reigned across Solinar and that great wars were fought
amongst them. The only text able to be found from this period is again Draconic and gives this timeline:

“After 25 millennia we have finally won. The rest have been driven out of this world or destroyed. The Lumins,
the last remnant, has finally been crushed beneath our claws and burned away by our breath. We have won.
There may be survivors, but none will threaten us again. ”

AGE OF GLORIES

About -18,000 BC: Coming of the Second Brood and the formation of the 2" Celestial Pact. Around this time (again there are very
few written accounts to verify this) the Second Brood began to populate Solinar after being created by the Gods. One Draconic text
discovered pointed to a period of 1000 years in which only the Wyrms ruled the length and breadth of Solinar, having driven out all

other claimants... until the arrival of the Second Brood.




-17,500 BC: After 500 years as hunter-gatherers and nomadic movements, the Elves founded Quinvala on the continent of Tyrnus. It
remains the oldest nation of Elves in existence today. During this period, unified by the first king of Earth Home, the first caverns
were hollowed out to form Earth Home for the Dwarves who lived in a small collection of caves in the mountains before this point.

-17,400 BC: 100 years after the founding of Quinvala, the Sea Elves found the great coral city of Anjala beneath the waves south of
Quinvala. It is the first such settlement and the center of Sea Elven culture to this day.

-17,250 BC: The Dwarves of Earth Home are first encountered by the Elves of Illustus as the Dwarves were logging on the western
edges of the Illustus Forest on Aver. Tensions begin to rise during this period and the area becomes a disputed zone where both races
stake claims. It would remain this way for two and a half centuries before western forests were depleted and the Dwarves needed
wood for construction.

-17,000 BC: War of Pick and Arrow erupts on Aver. A great war between the Dwarves of Earth Home and the Elves of Illustus
erupts over the disputed territory. The hills that are now known to hold Waterton served as a battleground between the two warring
races, each seeking to lay claim to the vast underground lake found there. Halflings, who until this point had lived unnoticed in the
hills threw in their lot with the Elves in order to survive the conflict.

About -16,000 BC: After careful thought and consideration, the Gnomish Deities create the Gnomes in their image, populating
Ugh’Ratha and Tyrnus. Unfortunately, the Gnomes came into almost immediate dispute with the then peaceful Green Orcs, who the
Orcish Gods placed in locations nearby. Arguments over disputed territory begins, though most encounters between the two races
remains conflict-free. The Gnomish Gods, satisfied with their level-headed creations, remain out of the issue. Unlike them though, the
Orcish Gods stew over the matter... growing increasingly frustrated.

-15,992 to -15,876 BC: Gnomes and Green Orcs battle across Ugh’Ratha and Tyrnus in what would be called the Rain of Blood to
both the Gnomes and the Orcs. Some say the Gnomish and Orcish Gods themselves started the war due their disagreement, wanting
to finally settle matters... but none know for sure. What is known is the results of this devastating war. The Green Orcs nearly
eradicated the Gnomes of Solinar... driving them to near-extinction. This resulted in Gnomes across Solinar consolidating on a
mountainous island in Ugh'Ratha, and founding a city. It is from this time forward that Ghomes began their decline. To this day the
site of a Gnome is cause for any race to display curiosity.

-15,875 to -5001 BC: Not much is known about during this period. It is known that there were minor conflicts here and there... but
that the races lived relatively peacefully among themselves during this time frame. Nations rose and fell through various means be it
by famine, drought, war, pestilence, or lack of resources.

-5000 BC: Humans are brought to Solinar after their Gods and Goddesses came to terms with lo, forming the 3™ Celestial Pact.
These Humans settle in Tyrnus and the Dragon Isles, spreading from there over the centuries ahead.

-3110 BC: Humans settle upon Aver for the first time, refugees fleeing the slavery of Tyrnus. The small group sets up on the southern
edge of the Illustus Forest, upon the ruins of an ancient civilization.

-3108 BC: Humans moved southward, joined by others from Tyrnus, and found the village of Raran after the leader of the Tyrnus
group.

-3105 BC: After initial conflicts, mainly caused by misunderstanding (and Tiamat's baleful influence), the Humans and Elves of
Illustus come to a peaceful coexistence plan.

-3087 BC: The Humans of Raran establish a defensive wooden palisade around their growing town, establishing a more militaristic
outlook and increasing tensions with lllustus. This town would grow dramatically over the course of the next few decades.

-3001 BC: Official non-aggression treaties are put in place between Illustus and Raran. Raran turns to southern expansion to allow
their populations to grow even more.

-2987 BC: The founding of the coastal city of Netal in Raran-controlled southern Aver.
-2985 BC: Human settlers of Raran found the Kingdom of Raran officially, installing the Raran family as the monarchy.
-2903 BC: The founding of Halleh by the Kingdom of Raran.

-2876 BC: The city of Halleh is destroyed in a night of terror and fire by the ancient Red Dragon Askoni after his awakening from a
long slumber.

-2803 BC: The mining town of Miner’s Rest is founded to allow those plumbing the depths of the southern hills of the Shield
Mountains to have a place of rest. The town soon grows larger and becomes a city unto itself.



-2673 BC: The town of New Halleh is founded upon the bones of Halleh, commanding a dominate position on the river delta. Fishing
and farming form the backbone of the new town, making it a hub from which flows food to all of Raran.

-2600 BC: Official founding of the fledgling Raran Navy.
-2586 BC: Birth of the Raran twins, Ulif and Thalis.

-2568 BC: Disagreement between Ulif and Thalis leads to a confrontation. Defeated, Ulif would retreat over the Shield Mountains
and disappear for a time. Thalis is officially proclaimed King of Raran.

-2504 BC: Ulif Raran officially becomes a Lich now calling himself Yardran and founding the stronghold of Nephidia on an island
off southern Aver.

-2067 BC: Birth of Ebarin Izarephel on Aver.
-2021 BC: Ebarin Izarephel is granted immortality by the Human God Artinus for services to the God.

-1501 BC: New magic, called a Mythal, is created to combat the growing expansion of violent Humans and other races into Elven
lands, making Illustus Isle a safe haven for those seeking peace and cooperation between all races.

-1500 BC: The Queen of Illustus, with the newly laid Mythal in place, announces her plans to open the borders of Illustus to non-
Elves in a bid for peace and understanding between all races.

-1499 BC: Most Elves withing Illustus see the Queen’s actions as prudent and necessary given the fall of the Dragons, though some
stand against the idea.

-1485 BC: Tensions within Elven society continue to rise with many smaller villages in the eastern portion of Illustus Forest banning
other races from entering their territories.

-1403 BC: Fouding of the village of Riverbend in the Kingdom of Raran. The town remains to this day, serving as the primary source
of wood for the Kingdom.

-1341 BC: The first appearance of a group calling itself "The Pure" rears its head in Illustus, violently opposing Humans and other
races within Illustus. Importantly, this group takes no direct action against sympathizers, though are saddened by their refusal to see
their wisdom.

-1307 BC: The Pure has grown into a shadowy force within Illustus, thwarting the plans of the Queen repeatedly. No Elf-on-EIf
violence has occurred beyond a few, minor, incidents resulting in bruised egos and the occasional bump or scratch.

-1201 BC: After decades of internal strife, Ebarin Izarephel unmasks and is forced to slay the leader of the Pure... who turns out to be
the grandchild of the queen of Illustus. Though this was a huge victory for those seeking cooperation, the Queen is forced to adhere to
Elven Law, and banishes Ebarin from Illustus Isle, sending him to the mainland to serve as the Queen's Ambassador within the
settlement of Elfhome.

-1184 BC: Founding of the village of Hap in the Kingdom of Raran. This village serves as the primary horse and livestock producer
to the kingdom to this day.

-1103 BC: Birth of the Princess of Illustus, Jianna Irinalu. Death of King Anitalus Irinalu, consort to the Queen. Expansion of
Elfhome sees the first forest floor dwellings and buildings made. The few Humans who made their homes within Elfhome are seeing
the birth of Half-Elves, who will eventually form the majority of the population of Elfhome.

-1000 BC: Ebarin lays a second Mythal on the Isle of Lakeview, the summer retreat of the Royal Family, as a result of assassination
attempts against the Queen and the yound Princess of Illustus. The newly laid Mythal becomes a safehaven and a portal is quickly
established between Illustus Isle and Lakeview for easier travel.

-753 BC: After a tragic misunderstanding ending in the deaths of 3 Dwarves and 4 Elves, both races withdraw from trade agreements.

-752 BC: Open conflict between the Dwarves and Elves of Aver erupts during this year, seeing the deaths of more than a few.

-750 BC: After two years of minor skirmishes a true battle between the might of the Dwarves and Elves erupts near what is now
called Waterton. A curious Halfling youth, a race neither of the other two realized existed yet, is caught in the crossfire between the
races resulting in his death. This single act brought a screeching halt to the war.




-502 BC: In his role as Queen's Ambassador, and at her behest, Ebarin oversees the settlement of the western reaches of Illustus by
Centaurs and a tribe of Felians.

-501 BC: Resurgeance of the Pure. A new leader steps forth from the shadows as a direct result of the Queen's continued acceptance
of other races. It is known that the first internal Elven civil war erupted under the tree canopy in this year... pitting EIf against EIf...
sometimes within the same family.

-483 BC: At the end of this year that Princess Jianna is killed by members of the Pure. In an act of grief, the Queen of Illustus struck
out in magical fury. Because of her inconsolable status and her raging power, Ebarin is forced to place the Queen into a deep slumber
lasting 10 days at the end of the year in order to calm her as her people needed her.

-482 BC: The Queen enters a period of quiet contemplation and prayers to Corellan. Her pleas to the Elven Deity are heard and
Corellan steps in to end the Elven civil war. Those willing to stand down and come to terms with the Queen were allowed to stay.
Those refusing to put down their swords, including the Goddess Lloth and her followers, were forever marked, becoming black of
skin and white of hair to visibly mark their stances against the Elven God. Thus were the Dark Elves created and banished.

INTRODUCTION OF THE UNIFIED CALENDAR

As previously mentioned, the Unified Calendar was created initially by the great Elven Seer, Valn’Trava, who also provided a vast
collection of prophecies. Known as the Trava Prophecies, these have guided through counsel many nations that have risen or fallen
since their recording. .. regardless of their racial background. Even Dragons harken to the Prophecies... too many have been proven
as factual to ignore them. The Unified Calendar was instituted across the length and breadth of Solinar and was quickly adopted by
most every race in existence. The starting point, or year Zero of the Calendar, is marked by two significant events on Solinar; the
birth of the Emperor of the Dragon Isles’ son, and the appearance of Phase.

AGE OF MORTALS

0 UC: Founding of the Unified Calendar. Birth of Emperor Xun Tia’s son and heir. First appearance of Phase on Solinar. Humans
begin settling on the Dragon Isles, Tyrnus, and Ugh'Ratha.

11 UC: Tiamat's Wrath in which the Human Gods are locked away from Aver occurs.
23 UC: Founding of Shi Jin on the Island of Sands.
48 UC: Shi Jin gains independence from the Dragon Isles and becomes a princedom.

53 UC: Founding of the Knightly Orders across the face of Solinar after much fighting among the more militant members of former
Human churches, each choosing a land to rule and build a place of training.

57 UC: A charismatic Felian named Scarath forms a new pack, departing to the Bastion Mountains on Aver and founding a new
community there.

88 UC: The Scorpion Clan rises to power in Shi Jin. Death of Scarath, his new tribe remain within the Bastions.
100 UC: The Human Gods are released from their blockade, returning to Solinar to guide their creations.
102 UC: The Human Gods take up Demigods that serve in their name for the first time.

103 UC: The Felian followers of Scarath suffer defeat at the hands of a surprise attack. Calling themselves the "Raven Clan", a band
of Dragon Islanders conquer the unprepared tribe.

321 UC: Dragon's Den is re-founded upon the bones of an ancient ruin of the First Broods on Aver after the slaying of the Adult Red
Dragon Karsteine the Terrible. Dragon's Den, Xulin, and Trademeet for the Northern Alliance to combat the forces of Nephidia. A
Dragon Islander of royal blood, Sho Jurou, arrives in the Bastion Mountains, taking over the Raven Clan for his own nefarious
purposes.

327 UC: The MoonStone Dragons first appears in Dragon's Den, serving as agents of the Lords of the Den. Discovery of ancient
Villika in the Bastion Mountains by the MoonStone Dragons, who dub the region "Westreach". Awakening and reinvigoration of a
Dwarven clan, the Stonehearths, after being driven underground in ancient times. At the end of this year, Xulin becomes encased in a
gem-like field of power allowing none to enter or leave it. Refugees from outside the field travel to Westreach to settle. MoonStone
Dragons succeed in removing the field of power.




328 UC: The Northern Alliance (Dragon's Den and Trademeet) spend the majority of the year facing both Nephidian forces pushing
north to attempt to take the only pass through the Shield Mountains as well as Lizardfolk from Ssilass Swamp. Overtures are made
by the Northern Alliance to enlist Westreach into their coalition as Xulin has fallen. A mysterious plague has hit the Stormtrees,
ravaging through the Barbarian tribes there. Additionally, a similarly virulent plague has hit Raran. All suspect Nephidia of course,
but none know for sure who is at fault.

329 UC: With Westreach joining the Northern Alliance, the Black Dragons finally gaining full control of Ssilass Swamp, and the
curing of the magical plague wrought by Nephidia, the evil southern nation has suffered set-backs in their plans. Pulling back their
forces, a relative calm settles over the disputed region of Aver. Xulin remains isolated, though beings have been witnessed to fly from
their borders... great, shadowy things that watch for a time then depart. Though their intentions are unknown, many in Westreach and
the Stormtrees wonder what new horrors reside there... and what their plans will be for the future.

330 UC: The current year.




Solinar is a planet with many similarities to Earth. Solinar’s rotational cycle, gravitation, and other worldly mechanics are exactly the
same as what you would expect walking out your own front door. Solinar has one moon that is known as Elanna. Elanna is one of the
original Deities of the world, the Goddess of the Moon. Additionally, Solinar revolves through the cosmos around a singular sun
called Elia after the Goddess of the Dawn, sister to Elanna of the Moon.

A few centuries ago, the Unified Calendar was created and has spread across the face of the planet so much so that the majority of the
world utilizes this same method of marking the days and years. The Unified Calendar was created initially by the great Seer,
Valn’Trava, who also provided a vast collection of prophecies. Time has shown them to be accurate... and sometimes

frightening. Valn’Trava was, after all, the man that foretold the Fall of the Gods, and the Dragon Age of Man. Though many of his
prophecies have yet to be satisfied, all have been proven to be completely accurate, if vague in their depiction. People from Earth
might consider him Solinar’s version of Nostradamus, however it should be noted that Valn’Trava’s prophecies are completely true
and accurate... even if they have not been identified and linked to an event currently.

By the Unified Calendar, there are 10 days in a week, which is called a Ride on Solinar. The days were named for some of the Human
Gods that watch over Solinar. A month on Solinar is called a Moon, is 30 days in length, and consists of 3 Rides. When referencing
time, it is not uncommon to hear a farmer say “in the second Ride of the Moon”, meaning that in the second 10-day period of the
month. A year is 365 days in length, consists of 12 Moons, and is called a Winter as that is the easiest season of the year to properly
mark no matter where one finds themselves.

U.C. Name of Day Earth Equivalent

Artuun Monday
Batuun Tuesday
Ixtuun Wednesday
Lituun Thursday
Nituun Friday
Shetuun Saturday
Wotuun Sunday
Yutuun No Equivalent
Eltuun No Equivalent
Vatuun No Equivalent

U.C. Name of Month Earth Equivalent

Deep Winter (30 days) January
Winter’s Turning (30 days) February
Rainfall (30 days) March
Spring’s Light (30 days) April

High Festival (5 days)

None, Festival

Lord’s March (30 days) May
God’s Watch (30 days) June
Sun’s Fury (30 days) July
Harvest Moon (30 days) August
Autumn’s Coming (30 days) September
Hunter’s Moon (30 days) October
Winter’s Coming (30 days) November
Year Ending (30 days) December

The High Festival is a holiday that celebrates many things. Farmers mark this as the time to celebrate the planting of their fields and
the hopes for a good crop. City dwellers mark this time by conducting ballots for their elected officials. Elves celebrate this as a time
to thank the Elven Gods for the rains of the previous month which has renewed their green environment. Desert folk mark this as the
end of the monsoon season which has replenished life in their world. Every culture and race celebrates High Festival... sometimes in
a different way than anywhere else and sometimes called by another name.

As you can see, High Festival is an important time of year on Solinar. One other thing occurs during High Festival which is important
no matter where you are. Rulers of all cultures and races use this festive time to conduct their great meetings, discussing politics and
trade. During this time contracts are renewed, Knights are appointed, apprentices released, vows made between lovers, and a whole
host of important events that mark the lives of all on Solinar.



A COMMONER’S LIFE*

*Thanks to Medieval-Life.net for their excellent resource of daily life during the medieval period of Earth. It was used almost
exclusively for this section.

Life in Solinar can be very much like life in the medieval period of our own world, Earth, in many locations. Feudalism is alive and
well in places like Aver, and are very near what life would be like in ancient European kingdoms oftentimes. In this section, I will
endeavor to give you an idea of what life is like for much of the ‘common people’ of Solinar, primarily in the Kingdom of Raran.

Social Life

For Commoners, most of their time is spent working the land, and trying to grow enough food to survive another year. Feasts mark
sowing and reaping days, and occasions when peasant and lord could rest from their labors. Social activities are important, and every
citizen in a town is expected to attend, even if it’s just to relieve the monotony of their lives. Fairs with minstrels and acrobats
performing in the streets... merchants selling goods in the town square... games of chance held at the local tavern... tournaments
featuring knights from near and abroad... these are just some of the ways peasants spend their leisure time. Weddings are cause for
the entire town to celebrate and are most often accompanied with a feast.

Living Conditions

Smaller even than a village, the hamlet is a collection of three or four families usually that have congregated their homes in one
isolated location, usually surrounded on all sides by farmland and pastures. It is not uncommon for one or more of the families to
allow travelers to sleep the evening in their barns, even going so far as to feed them should they be willing to either assist with chores
in the morning, or can pay.

Villages consist of a population comprised of mostly farmers. Houses, barns, sheds, and animal pens clustered around the center of
the village, which is surrounded by plowed fields and pastures. Human society often depends on the village for protection and a
majority of people call a village home. Most are born, toil, marry, have children and later die within the village, rarely venturing
beyond its boundaries. Neighboring villages will parley to set boundaries that will be set out in village charters.

Next in line, as far as size goes, is the town. The town is distinctive from a village in that actual fortifications are used to protect the
town’s inhabitants, permanent shops are established, and some semblance of law and order is kept by a police force or more
permanent militia.

Cities see the largest congregation of Humans on Solinar. With the benefit of protection and support, the city is often overcrowded at
best and usually broken down between the classes rather distinctively... sometimes going so far as to divide the city up into Quarters
like in Shi Jin. City homes between the rich and poor differ little from the outside except for the truly rich, each being made of the
same stone brought in from nearby quarries. But the inside accommaodations are far more telling. A poor family might be cramped
into one room, faring little better than peasants in the country, while rich merchant lord's families might occupy four floors, from
cellar to attic, complete with servant quarters.

Comfort is not always easy to find, even in the wealthiest of households. Heating is always a problem with stone floors, ceiling and
walls, unless one can afford magical augmentation to the household. Little light comes in from narrow windows as glass is rare, and
oil and fat-based candles often produce a pungent aroma unless shutters are thrown wide periodically throughout the day, though
beeswax is becoming more and more popular amongst the common folk. Furniture often consists of wooden benches, long tables,
cupboards and pantries. Linen, when it can be afforded, might be glued or nailed to benches to provide some comfort. Beds, though
made of the softest materials, are often rife with bedbugs, lice and other biting insects. Some try to counter this by tucking in sheets at
nighttime in hopes of smothering the pests, while others rub oily liniments on their skin before retiring. Of course, those that can
afford it hire spellcasters able to rid them of these nuisances, and indeed many young spellcasters begin their early careers providing
these services within a city.

Hot baths are very popular and most towns have public bathhouses in the style used most often on the Dragon Isles. Villagers must
often make do with their own heated water in wooden tubs, or wash in a stream away from central watering points.

Sustenance

Medieval foods and diets depend much on the class of the individual. For those living in the manor house, there is a wide range of
foods available. Fowl such as capons, geese, larks, and chickens are usually available to the lord and his family. They also dine on
other meats; beef, bacon, lamb, and those living close to water may regularly dine on salmon, herring, eels and other fresh water

fish. Fish would either be sold fresh or smoked and salted. Wealthy society can afford large quantities of milled flour and other meals
made from grain. Dairy products such as cheese and butter can also be seen on the manor table.



medieval-life.net

Commoners, on the other hand, have a much simpler diet available to them. Most of the wheat they harvest goes exclusively to the
market, and peasant breads are made from barley and rye, baked into dark heavy loaves. Ales made from barley quaff the thirst, as do
water drawn from the well, sweetened with honey. Peasant society gets what little proteins they can from peas and beans that are
added to bread and pottage, though deer, pheasant and wild boar can be hunted without being illegal as it was in some societies on
Earth. Pottage is often favored over bread, because it does not require the grains that the miller usually guards closely. Onions,
cabbage, garlic, nuts, berries, leeks, spinach, mushrooms, and parsley are some of the foods that are combined to make thick

soup. Raw vegetables are considered unhealthy and rarely eaten, but anything that can be grown, with the exception of known
poisonous plants, are added to the mix. Lucky families may also add salt pork or fatty bacon for flavor and protein. Poorer society
depends on these simple foods for survival.

Social Ranks

In cities, social status is often painfully obvious with some people wearing little more than rags, while others that have the money
appear in fine clothing. There are clearly defined social ranks within the cities: Servant, Peasant, Craftsman, Merchant, Soldier,
Wealthy, Clergy, and Noble from lowest ranking to highest ranking. In villages and hamlets throughout Solinar, there are much fewer
distinctions: Peasant, Craftsman/Merchant, Clergy and Noble from lowest to highest ranking.

Country marriages are often the result of love, marriage among the noble class is more a business transaction than the culmination of
ardent feelings. In many of the larger cities of Solinar, women have very little place in society with the exception of serving as ‘arm
candy’ for men during important events. In comparison, women of most villages are seen as equal to a man, serving in militias, tilling
fields, and every other task a man can perform. It is interesting to watch the reaction of a high-born city woman or male when the
female blacksmith of a small village has to put new horseshoes on their horse.

Education

With a few rare exceptions, schools are non-existent throughout much of Solinar. Those places where schools are common have
grammar, rhetoric, logic, Common Tongue, astronomy, philosophy and mathematics forming the core of most curriculums.

Education on Solinar is a new undertaking by many kingdoms. Schools and universities are forming across much of Aver, the Isle of
Sands, and the Dragon Isles, allowing for a better educated populace if the family can afford to send their child. Until these become
more popular and attendance expands, superstitions hold sway over science, though traveling merchants often returned with texts from
other lands that had advanced learning of the earth and the human body. Another form of education taking hold in some locations is
the collage. Whether it’s the War Collage of Netal which trains most of the fighting force of the Kingdom of Raran, or the Arcane
University of Dragon’s Fury which trains many forms of obscure magic, these collages are small in number, small in attendance, and
expensive in the extreme.

Commerce

Commerce is flourishing across much of Solinar. Villages hold markets at least once a week in the square, where stalls are set up,
farmers can sell off produce and game at a reasonable price to others in the village, and visiting merchants can sell their wares. Nearby
towns may also send any surplus goods they can to be sold.

Fairs are held during High Festival that attracted foreign merchants from distant lands bringing fine woolens, silks, carpets and other
items not available from local shops. These fares will attract travelling minstrels, performing tumblers and acrobats, and animal acts
with trained bears and horses. High Festival fairs tend to last the entirety of the five day holiday.

The business world has become dominated by the Guilds in most of the larger cities of Solinar. When merchants found they could
accomplish more as a group rather than through individual effort, they banded together to form guilds. Guilds have formed for bakers,
butchers, grocers, millers, smiths, carpenters, weavers, masons, shoemakers; in fact, nearly every trade has its own guild. Standards
such as just weights and measures evolved from the guilds, and guildsmen will inspect shops to ensure rules are being followed.
Guilds will help members that are sick, or in trouble, and will sometimes take care of families after the member dies.

Apprenticeship is how most commoners start in a particular trade, which they will follow the rest of their lives in most

cases. Apprentices are often also the master's domestic servant and helper, and an apprentice’s workday is long indeed. After
completing an apprenticeship, the appropriate guild will examine his work and see if he can be elevated to journeyman status. This is
taken quite literally, as the worker will journey from town to town to learn more about the trade. Journeymen are required to create a
"masterpiece" in the presence of judges to be elevated to master status. At this point, the journeyman will swear allegiance to the guild
and his craft, and may open a shop of his own.

Law and Order

Many of the towns and villages of Solinar will have one sheriff or marshal in charge of keeping the peace within their area of
influence as well as 1-4 deputies whose job it is to assist them.




Cities in Solinar will maintain a force, commonly called the City Watch, who maintains the peace within the city itself. A City Watch
will usually consist of one Watch Commander, 2-3 Watch Captains, 4-6 Watch Sergeants, and 40-60 Watchmen. This number could
be much higher, depending upon the size of the city itself, but usually contains no fewer than this number in order to maintain multiple
shifts of the City Watch.

Outside the walls of a city, the City Watch holds no jurisdiction. These areas fall under the peacekeeping efforts of a maintained
Militia usually, or in some cities that prefer not to maintain a Militia, the actual city’s Army will maintain the peace. Often this peace
can be more no-nonsense than that found within the city, as soldiers usually do not receive the proper training in police/investigative
work. Most of the time, the Militia or Army will hand over cases to the City Watch, but from time to time this does not happen...
especially in places where there is bad blood between the groups.

Laws vary widely throughout Solinar, but many of the larger cities of a neutral or good bent have some common laws that seem
almost universal... mainly no killing, no unwanted magical influence, no stealing, and no rape. These common crimes are expanded
upon, codified, and strictly enforced in most places. In some locations, there are many, many more listed in a charter of law, but these
are the ones you will find most often within villages and hamlets, even if they are not codified.




CHARACTERS IN SOLINAR

The PCs are in a living, breathing world. Included here are specific details regarding character classes and their places within the
world of Solinar. The NPC classes presented in Chapter 4 of this book showcase the difference between PCs and the rest of the world:
The PCs are among the most capable members of the populace, or at least among those with the greatest potential. The variance of
ability scores (from 3 to 18 or higher) shows that not all people in the world are created equal, and not all have the same opportunities.

Having the same opportunities, in this case, means having training. Training is the difference between an adept and a wizard, a warrior
and a fighter, a commoner, and an expert. An NPC with good ability scores might still be a warrior rather than a fighter because she
has never had the opportunity to obtain the training to be a fighter. She can swing a sword, but she does not have the finesse of a
trained fighter. In theory, however, she could be trained as a fighter at some point after beginning her career as a warrior, gaining
fighter levels through multi-classing.

Obviously, however, training is not always helpful. Someone with an Intelligence score of 6 is never going to be a wizard, since he is
unable to cast spells. In theory, though, anyone with the intelligence, the inclination, and the training can learn wizardry.

An Example of Class Roles in Society (As Seen in Raran)

Characters, particularly as they advance in level, need to know how they and those like them fit into the world. This section may be
helpful in giving an idea of what classes particular NPCs might belong to, what sorts of NPCs one might find in a world, how PCs can
fit in, and what PCs can potentially aspire to. Of course, PCs can form whatever goals they wish, but the following information might
at least generate some ideas. What follows is a general outlook or view in the Kingdom of Raran. Other regions may differ of course,
but this should give you some sort of ideas for your own characters and their backgrounds.

Barbarian: Barbarians, by their nature, have no place in civilized society. In their own tribal society, they are hunters, warriors, and
war chiefs. But in a civilized community, the best they can hope for is to join fighters’ organizations and fill a fighter’s roles. Often,
fighters from a civilized society will not follow a barbarian leader unless he has somehow proved himself worthy of their loyalty.
Barbarians of legend often aspire to gather those like them and found their own tribe, or even their own kingdom. Those found to the
east of the Shield Mountains tend to fall into this category. Most will only be found to the west in their Stormtree homes.

Bard: Bards serve as entertainers, either on their own, singing for their supper, or in troupes. Some bards aspire to be an aristocrat’s
personal troubadour. Bards occasionally gather in colleges of learning and entertainment. Well-known, high-level bards often found
bard colleges. There is a Bard's college in Dragon's Den that often will have people from over the Shield Mountains in it.
Additionally, there is a non-standard college in Elfhome... more of an informal gathering.

Cleric: Most clerics have an organizational structure built right into their class. Religions usually have hierarchies, and each cleric has
his place within the structure. Clerics may be assigned duties by their churches, or they might be free agents. Clerics can serve in the
military of an aristocrat sanctioned by their religion, or within some autonomous church-based military order established for defense.
A high-level cleric can hope to one day be the shepherd of his own congregation and temple, although some become religious advisors
to aristocrats or the leaders of communities of their own, with the people of the community looking to the cleric for religious and
temporal guidance. Clerics often work with paladins, and virtually every knightly order has at least one cleric member. Many towns
and smaller communities will have a shrine, tended to by a lay worshiper or wandering Cleric of the faith. Larger cities may play
host to temples and churches dedicated to one or more Deity.

Druid: Druids are often loners. They cloister themselves in organizations in loose affiliations. These are located in sacred groves,
caves, and other locations throughout Solinar as a whole. Sometimes creatures such as satyrs, centaurs, or other fey join these groups
as well. All druids are at least nominally members of a druidic society, which spans the globe, being members of one of four Druidic
Orders. The society is so loose, however, that it may have little influence on a particular druid. Druids assist and sometimes even lead
small, hamlet-sized communities that benefit from their wisdom and power. It is rumored that another Druidic Order exists in the
world, though few know anything about them outside of the elder members of the standard Druidic Orders. Druids of Entropy are
extremely rare, and little is known about them.

Fighter: These characters often serve as mercenaries or officers in the army. The sheriff in a small town might well be a fighter.
Common soldiers and guards are usually warriors (see page 109 of the DMG). Fighters may be loners or may gather to form martial
societies for training, camaraderie, and employment (as mercenary companies, bodyguards, and so on). High-level fighters of great
renown typically found such societies. A fighter of common birth can hope to become an aristocrat’s champion one day, but those
with aspirations to true greatness plan on earning their own grants of land to become nobility in their own right. Most fighters serve in
the military of Raran in some form, with older, retired soldiers opening shops or farming in the wider Kingdom.




Monk: If Monks exist in Raran, they have not made themselves known as a whole. From time to time a tale will be told of a warrior
with blazing quick movements and hands like steel, but no Orders exist in Aver. Any found in Aver will have been transplants from the
Dragon Isles, wandering the world for their own purposes.

Paladin: Paladins and knights, working for their church or within a knightly order, will often serve in the Raran military in some
fashion. Those outside of Raran are usually a member of one of the Knightly Orders or a church. Qualifying for an order is often
difficult, and membership always requires that the paladin follow a specific code of conduct. These orders sometimes allow non-
paladins as members, with knights and fighters being the most common. Paladins can serve in the military force of an aristocrat
sanctioned by their religion, or within some autonomous church-based military order established for defense. A high-level paladin
might seek to rule her own domain (to bestow her just benevolence upon the masses), establish her own temple where none existed
before, or to serve as the trusted lieutenant of a high priest or worthy aristocrat. Paladins in such service are often called justiciars or
something similar, implying that the paladin is in charge of dispensing church-sanctioned justice.

Ranger: Rangers often seclude themselves, wandering into the wilderness for long stretches of time. If they aspire to leadership, it is
often as the warden of a small frontier community. Some rangers form loose-knit and often secretive organizations. These ranger
groups watch over events in the land, and their members gather to exchange information. They often have the best view of the grand
picture of everything that occurs. High-level rangers aspire to find their own ranger societies or to establish and rule new communities,
often those they have carved out of the wilderness itself. Rangers and druids often work together, even sharing the same secretive
network. Sometimes a ranger group includes a few druids, or vice versa.

Rogue: Rogues may serve in armies as spies or scouts. They can work as operatives of temples or as general troubleshooters for
aristocrats, having attained these unique positions because of the versatility of their skills and abilities. Frequently, however, rogues
gather together in guilds devoted to their area of expertise: theft. Thieves’ guilds are common. The larger a city is, the more likely it is
to have a thieves’ guild. The populace and the constabulary sometimes hate these guilds. At other times they are tolerated or even
accepted, so long as they do not allow themselves to get out of hand in their work. Acceptance is often gained through bribery in
politically corrupt areas.

Sorcerer: To the general populace, sorcerers are indistinguishable from wizards. They often fill the same roles as wizards in society,
although they rarely join wizards’ guilds, since they have no need to research and study. Sorcerers, more than wizards, keep to
themselves. Sorcerers are more likely to hang about the fringes of society, among creatures that other people would consider
monsters. Conversely, some sorcerers find that military life suits them even better than wizards. Sorcerers focused on battle spells are

more deadly than wizards, and they often are better with weapons. A high-level sorcerer might aspire to the same sorts of goals a
wizard would. Despite their similarities, their differing approaches means wizards and sorcerers find themselves in conflict more often
than they get along.

Wizard: Wizards can serve many roles in society. Wizards for hire are useful to the military as firepower (some armies employ entire
units of wizards to blast the enemy, protect troops from danger, and tear down castle walls, and so on). Or a wizard can serve the
community as a well-paid troubleshooter—someone able to rid the town of vermin, stop the levee from bursting, or foretell the future.
A wizard can open a shop and sell magic items she creates or cast needed spells for a fee. She can aspire to serve an aristocrat as an
advisor and chief wizard, or to even rule over a community on her own. Sometimes, the public fears a wizard for her power, but more
often than not the local wizard is a highly respected member of the community. Wizards sometimes gather in guilds, societies, or
cabals for mutual research, and to live among those who understand the endless fascination of magic. Only the most powerful and
famous of wizards have the reputations necessary to found permanent establishments, such as a wizard’s school. Where they exist,
wizards’ guilds control such issues as the price and availability of spells and magic items in a community.

*= The majority of these descriptions are taken straight from the Dungeon Master's Guide, page 131. | have made alterations to
this to make it Solinar-specific, and these are reflected in italic text at the end of each entry.




ADVENTURING IN SOLINAR

Two things are especially important to remember when adventuring in Solinar. Firstly, not everything that you have been used to is
the same on Solinar. From changes to how some classes work to house rules that have been added over the years, you will find
enough changes to make things a bit confusing from time to time. This is unintentional as a consequence mind you, but necessary in
terms of changes. Secondly, not every race or class exists all over the world of Solinar. Some are located in only specific regions
(i.e., Psionics ONLY exist on the Dragon Isles and CANNOT function anywhere else). Please keep this in mind when choosing a
class or race for yourselves and speak to the DM in reference to what is found where. | will attempt to give you a basic "what's
common" below each sector of the planet below.

NOTE 1: All entries marked with “Tribal” indicate they are common only in cultures where tribal life is the norm. These races
include: Centaurs, Felians, Goblinoid Races, and Barbarian Humans. Some other races, depending upon their histories and locations,
may have these as well. See the DM for questions on this.

NOTE 2: Some entries are marked with location specifics. This indicates that the class is only common in the indicated locations.
They are able to travel of course, but normally the class would have come from a specific area.

Aver

Aver is a land divided, literally, as the Shield Mountains bisect this landmass. On the western side of the Mountains are the lands of
Nephidia, Xulin, and various freeholds scattered around. Nephidia is the chief enemy of the Kingdom of Raran, and the two are
constantly at war in some way. This land is ruled by The Cabal, a group of dark wizards who seek to conquer not only the Kingdom
of Raran, but all of Aver. As one might imagine this causes a great deal of internal strife, as each of the dark wizards, called Viziers,
tries to outdo the others, and gain more influence throughout the continent. This has thus far kept Nephidia from achieving their
goals.

Xulin is a xenophobic land populated by the escaped slaves of Nephidia. Hidden behind a great spell-guarded wall, Xulin allows no
one within its borders that was not born there, or does not bear the slave markings given all slaves of Nephidia. Trademeet, a freehold
in western Awver, is perhaps the most famous of goodly-align realms. It is rumored that Trademeet itself descends from the original
civilization that once lived upon Aver... long before the refugees from Vec’Tilo came over the waters to settle the eastern portion of
the continent. Until very recently Trademeet was ruled by the extremely powerful Archmage Goldsun, an Elven male of ancient years
and unknown past. It now falls to the Guild Council to rule Trademeet in his absence, something that is proving to be easier said than
done.

On the eastern side of the Mountains are the Kingdoms of Raran and Illustus. Raran is a Human dominated land ruled justly by King
Bernal Raran IV. The Kingdom of Raran is ruled in the classical feudal style, and is a prosperous land, even if constantly at war with
Nephidia. Illustus is an Elven kingdom in northern Aver, though it is rumored that their capital is located on a spell-cloaked island
north of Aver... an island none have ever ventured near... nor have returned from if they do. lllustus watches over and protects the
Halfling burrows of Waterton, located in the hills between Illustus and the Shield Mountains. Those wishing to adventure in the
Kingdom of Raran must have a Company Writ from the Kingdom, an official writ created by the officials of the Kingdom denoting
the name of the adventuring company, their members, and their allegiance to the Kingdom of Raran (or at least proclaiming they are
not associated with Nephida).

The Shield Mountains themselves holds three particularly important features. Firstly, the Dwarven Kingdom of Earth Home lies
below the northern reaches of the Mountains and plays host to a brand of politics all their own. Incredibly private, the Dwarves never
allow members of other races within their holdings unless they are seen as great heroes of the people, instead conducting all business
with the other races at a small, though heavily fortified keep on the surface that protects the entrance to their realm. Secondly, the
volcano called the Mountain of the Fire Lord rests in the southern portion of the Mountains and is the home of a large sect of Druids
of Fire who worship Kossuth, the Fire Lord himself. To the far west is the Bastion Mountains, a land unknown to most on Aver as
few travel so far. Rumor about this mountain range persist, telling of riches and dangers for those brave enough to venture there.

Lastly, perhaps the greatest threat to both the Kingdom of Raran and Nephidia lies slumbering below the Dragon Mountain, a volcano
in the very center of the Shield Mountains. Recently a band of great heroes, aided by Goldsun of Trademeet, succeeded where no one
else has ever dared, and destroyed Askoni, the ancient Great Wyrm Red Dragon of Dragon Mountain. However, unable to capture or
destroy Askoni’s mate and his offspring could prove to be fatal to many residents of Aver.

Many races are found upon Aver, regardless of what side of the Shield Mountains one finds them on. From the Halfling village of
Waterton to the Elven Kingdom of Illustus... all peoples are represented. It is important to note that there are different requirements
for adventuring parties depending upon where you go. See the DM for details.




e Common Races: Barbarian Human (Wolf), Human, Gold Dwarves, Silver Dwarves, Leonine, Tigras, Jagras, Lynx, Goldine,

Halflings, Moon Elves, Sun Elves, % Dragons, ¥ Moon Elves, % Sea Elves, ¥ Sun Elves, ¥ Gray Orcs, %2 Green Orcs,
Aasimar, Centaurs, Goliaths, Tieflings, Werebears, and Werewolves.
Common Classes: Anagakoks (Tribal), Ancestral Speakers (Tribal), Anti-Paladins (Nephidia), Archivists, Barbarians (Bear
& Wolf), Bards (Illustus, Raran, & Trademeet), Bardic Sages, Battle Dancers (Nephidia), Battle Sorcerers, Beguiler (Xulin),
Binders (Xulin), Clerics, Crusaders (Raran), Darksong Knights (lllustus Dark EIf Enclave), Death Master (Nephidia),
Deathwalker (Nephidia), Divine Bard, Dragonblood Sorcerer (Bastion Mountains), Dragonfire Adept (Keep of the Flamelord
only), Dread Necromancer (Nephidia), Druid, Duskblades (lllustus), Elemental Incarnate, Elemental Rangers, Elemental
Warriors, Factotum, Favored Souls, Fighters, Filidh (Barbarian Only), Hexblades (Nephidia & Xulin), Knights (Raran &
Trademeet — Order of the Shield mainly), Mountebank (Rare), Ninjas (Rare), Paladins (Raran & Trademeet), Patron Druid
(Felian), Planar Sorcerer, Rangers, Rogues, Scouts, Shadowcaster (Xulin), Shaman (Tribal), Sorcerers, Spellthief (Dragon’s
Den), Spirit Shaman (Tribal), Swashbuckler, Taleweaver (Tribal), True Necromancer (Nephidia), Warblades (lllustus),
Warlock, Warmage (lllustus, Raran, & Xulin), Wilderness Rogue (Tribal), Witch (Tribal), and Wizards.

e Common NPC Classes: Adept, Aristocrat, Commoner, Expert, Healer, Mariners, Marshals, Masters, Nobles, and Warriors.

Dragon Isles

The Dragon Isles is an oriental land ruled by the Emperor Xun Tian, a Gold Dragon and a master of the Psionic powers of
Telepathy. The ancient and wizened Dragon ably leads the Isles, caring for the masses and seeing to the betterment of his lands, but
wages a near constant struggle against the influence of the Five. The Five is a secretive band of thieves, assassins, murderers and
thugs that have their hands in such things as slavery, drugs, illicit goods and more. Led by a Shadow Dragon of great power, and
known to be Psionically powerful in its own right, the Five’s goal is to control all of the Dragon Isles, and the death of the Emperor
himself. In areas that the Emperor is unable to maintain absolute authority, the Five have begun to fill the void.

There are many monasteries dotting the islands themselves, serving as schools of philosophy and martial prowess. A few are even
known to hold great masters in the arts of Psionics, a type of power unheard of in other lands.

e Common Races: Dragon Island Humans, Barbarian Humans (Raven), Humans, %2 Dragons, Wereravens, and Weretigers.

e Common Classes: Anagakoks (Tribal), Ancestral Speakers (Tribal), Archivists, Barbarians (Bear & Raven), Bards, Bardic
Sages, Battle Sorcerers, Clerics, Divine Bard, Dragonblood Sorcerer, Druid, Duskblades (Quinvala), Elemental Incarnate,
Elemental Rangers, Elemental Warriors, Factotum, Favored Souls, Fighters, Filidh (Barbarian Only), Ninjas, Planar Sorcerer,
Rangers, Rogues, Ronin, Samurai, Scouts, Shaman (Tribal), Shugenja, Sohei, Sorcerers, Spirit Shaman (Tribal),
Swashbuckler, Taleweaver (Tribal), Warlock, Wilderness Rogue (Tribal), Witch (Tribal), Wizards, and Wu Jen.

Common NPC Classes: Adept, Aristocrat, Commoner, Expert, Healer, Mariners, Marshals, Masters, Nobles, and Warriors.

Isle of Sands

The Island of Sands located south of the Dragon Isles is comprised entirely of a vast desert and a small chain of low

mountains. Fierce flora and fauna inhabit the Island as well as Goliath (their ancestral homes), a small clan of Elves, and the city of
Shi Jin, recently broken away from the Empire of the Dragon.

e Common Races: Dragon Islander Humans, Barbarian Human (Horse), Humans, Goliaths, Halflings, Sun Elves, ¥ Gray
Orcs, ¥ Green Orcs, Werespiders, Werejackal, Aasimar, and Tieflings.
Common Classes: Anagakoks (Tribal), Ancestral Speakers (Tribal), Archivists, Barbarians (Bear & Horse), Bards (Shi Jin ),
Bardic Sages, Battle Sorcerers, Clerics, Darksong Knights (Salzube Dark EIf Enclave), Dervish, Divine Bard, Druid,
Duskblades (Quinvala), Elemental Incarnate, Elemental Rangers, Elemental Warriors, Factotum, Favored Souls, Fighters,
Filidh (Barbarian Only), Mountebank (Rare), Ninjas (Scorpion or Crane Clan), Patron Druid (Felian), Planar Sorcerer,
Rangers, Rogues, Samurai (Traveling from the Dragon Isles), Scouts, Shaman (Tribal), Sorcerers, Spirit Shaman (Tribal),
Taleweaver (Tribal), Warblades (Salzube), Warlock, Warmage (Salzube), Wilderness Rogue (Tribal), Witch (Tribal), and
Wizards.

e Common NPC Classes: Adept, Aristocrat, Commoner, Expert, Healer, Mariners, Marshals, Masters, Nobles, and Warriors.

Isle of the Gods

The Island of the Gods is located near the center of Solinar’s Equator and Prime Meridian. It is a primal island dominated by an
enormous volcano and populated by Goblinoid races.

e Common Races: %2 Gray Orcs, ¥ Green Orcs, and Tieflings.
e Common Classes: Anagakoks (Tribal), Ancestral Speakers (Tribal), Barbarian (Ape), Cleric, Druid (Mainly Entropy, though
a few have become Fire Druids), Elemental Incarnate, Elemental Rangers, Elemental Warriors, Favored Souls, Fighters,




Filidh (Barbarian Only), Rangers, Rogues, Shaman (Tribal), Sorcerers, Spirit Shaman (Tribal), Taleweaver (Tribal),
Warlock, Wilderness Rogue (Tribal), Witch (Tribal), and Wizards.
e Common NPC Classes: Adept, Commoner, Healer, Mariners, and Warriors.

Tyrnus

Tyrnus is the largest landmass on Solinar, having more landmass than all the other continents and islands put together. This is fitting
considering that a large amount of the continent is ruled by Giants. Vec’Tilo, the lone Human dominated kingdom on the
northwestern shores of Tyrnus, is the only place one can find humans that are neither slaves nor barbarians on the continent. Peopled
with a hardy folk, fierce in the defense of their homes, Vec’Tilo is a thorn in the sides of Krager’s Hold and other Giant kingdoms of
the continent, since overthrowing the Giant’s rule in ages past with the help of the fabled Knight St. Argus.

The Plain of Winds is dominated by the Horse Tribe of Barbarians, living hardy lives off the land, and residing in great mead halls
nearer to the southern Quan’Ghala Mountains. Shira’s Sands, a vast desert located on the eastern portion of Tyrnus is home to the
Lion Tribe of Barbarians, nomadic men and women that wander from oasis to oasis, living out lives in an environment few others

could.

e Common Races: Gold Dwarves, Green Dwarves, Moon Elves, Sun Elves, Sea Elves, Wild Elves, Leonine, Tigras, Jagras,

Lynx, Goldine, Halflings, ¥2 Dragons, ¥ Moon Elves, ¥ Sea Elves, ¥ Sun Elves, ¥ Gray Orcs, ¥ Green Orcs, Barbarian
Human (Boar), Human, Aasimar, Centaurs, Goliaths, Tieflings, Wereboars, and Wereserpents.
Common Classes: Anagakoks (Tribal), Ancestral Speakers (Tribal), Archivists, Barbarians (Bear & Boar), Bards (Illustus,
Raran, & Trademeet), Bardic Sages, Battle Sorcerers, Clerics, Crusaders (Raran), Darksong Knights (Quinvala Dark EIf
Enclave), Divine Bard, Dragonblood Sorcerer (southern Tyrnus), Druid, Duskblades (Quinvala), Elemental Incarnate,
Elemental Rangers, Elemental Warriors, Factotum, Favored Souls, Fighters, Filidh (Barbarian Only), Knights (Vec’Tilo —
Order of St. Argus mainly), Mountebank (Rare), Ninjas (Rare), Paladins (Vec’Tilo mainly), Patron Druid (Felian), Planar
Sorcerer, Rangers, Rogues, Scouts, Shaman (Tribal), Sorcerers, Spellthief (Vec’Tilo), Spirit Shaman (Tribal), Swashbuckler,
Taleweaver (Tribal), Warblades (Quinvala), Warlock, Warmage (Quinvala & Vec’Tilo), Wilderness Rogue (Tribal), Witch
(Tribal), and Wizards.

e Common NPC Classes: Adept, Aristocrat, Commoner, Expert, Healer, Mariners, Marshals, Masters, Nobles, and Warriors.

Ugh’Ratha

Ugh’Ratha is an island system that lays approximately eighteen days boat ride away from the Princedom’s northern shores. This land
is populated mainly by the Dragon Tribe of Barbarians, but also holds an Elven island and a Gnomish land. The Dragon Tribe leaves
these other two races alone for the most part, though an occasional raid into Elven or Gnomish territory is not unheard of. It is known
that in recent memory, the Dragon Tribe sent a great fleet of ships and men to the Princedoms, laying waste to many cities of those
lands and killing many people in their quest to conquer the Desert and help their brethren of the now extinct Serpent Tribe reclaim that
land. Their failure has resulted in a significant decrease in their overall male population, leaving behind the old and the young while
most of-age to fight have been decimated.

An island exists in the chain that no one will traverse upon. Once ruled by a powerful wizard that delved too far into extraplanar
realms, the island is now dominated by these forces and contains a darker version of the treant... both reasons to avoid the area at all
costs. The Gnomish stronghold of Coppertown is by far the most secretive of all locations in Ugh'Ratha. There is a small dock below
the cliffs that hold Coppertown in defensive comfort where one can encounter the inhabitants from time to time, but for the most part,
even this is extremely rare. By all accounts they do not receive enough trade to sustain their society, but none have dared try to
conquer them.

Blackguard Tower holds many evil aligned warrior-types, usually followers of Ur'Than, a demigod. Home to the Knights of the
Sword, this foul island is a thorn in the side of all who encounter them, and even live nearby. Brithra holds the ancestral home of the
Knights of the Shield. The locations were founded originally to stave off the aspirations of Blackguard Tower, but soon became a
major hold for those who seek to defend the defenseless.

e Common Races: Moon Elves, Sun Elves, Artificer Gnomes, Human, Barbarian Human (Dragon), Human, ¥ Gray Orcs, and
% Green Orcs.
Common Classes: Anagakoks (Tribal), Ancestral Speakers (Tribal), Anti-Paladins (Order of the Sword), Archivists,
Barbarians (Dragon Only as they kill all Bear Clan), Bards (Coppertown & Ugh’Rathal), Bardic Sages, Battle Dancers (Order
of the Sword), Battle Sorcerers, Clerics, Crusaders (Knights of the Shield), Darksong Knights (Ugh’Rathal Dark Elf
Enclave), Death Master (Rare, usually a traveler), Deathwalker (Rare, usually a traveler), Divine Bard, Dread Necromancer
(Rare, usually a traveler), Druid, Duskblades (Illustus), Elemental Incarnate, Elemental Rangers, Elemental Warriors,
Factotum, Favored Souls, Fighters, Filidh (Barbarian Only), Knights (Order of the Sword & Knights of the Shield),
Mountebank (Rare), Ninjas (Rare, usually a traveler), Paladins (Knights of the Shield), Planar Sorcerer, Rangers, Rogues,




Scouts, Shaman (Tribal), Sorcerers, Spirit Shaman (Tribal), Swashbuckler, Taleweaver (Tribal), True Necromancer (Rare,
usually a traveler), Warblades (Ugh’Rathal), Warlock, Warmage (Ugh’Rathal), Wilderness Rogue (Tribal), Witch (Tribal),
and Wizards.

Common NPC Classes: Adept, Aristocrat, Commoner, Expert, Healer, Mariners, Marshals, Masters, Nobles, and Warriors.




CHAPTER 2: CHARACTER CREATION

When creating a character on Solinar, ensure that you coordinate with your Dungeon Master (DM) in regard to allowable classes,
races, alignments. .. anything that would make up a standard Dungeons & Dragon character. Depending upon the timeframe the DM
has set the campaign in, some things may be unavailable. In addition, some things are different on Solinar than in other game worlds.
Each world will often offer unique play opportunities, and Solinar is no different in that regard.

APPROVED BOOK LIST

The following books make up the “Approved Book List” for Solinar. These are the books which Players may utilize

for their characters.

3.5 Dungeon Master’s Guide
3.5 Dungeon Master’s Guide 2
3.5 Magic Item Compendium
3.5 Player’s Handbook

3.5 Player’s Handbook 2

3.5 Rules Compendium

3.5 Unearthed Arcana

Arms & Equipment Guide
Book of Exalted Deeds (Only when the DM grants
access)

Book of Vile Darkness (Only when the DM grants
access)

Cityscape

Complete Adventurer
Complete Arcane

Complete Champion

Complete Divine

Complete Mage

Complete Scoundrel

Complete Warrior

Defenders of the Faith
Draconomicon

Dragon Magic

Dungeonscape

Epic Level Handbook

Frostburn

Heroes of Battle

Heroes of Horror

Libris Mortis

Lords of Madness (See DM for guidance on the usage
of this book)

Manual of the Planes (DM usage mainly)

Masters of the Wild

Miniatures Handook (Used for the additional classes
presented there)

Oriental Adventures (Primarily used for characters
from the Dragon Isles)

Races of Destiny

Races of Stone

Races of the Dragon

Races of the Wild

Sandstorm

Song and Silence

Spell Compendium

Stormwrack

Sword & Fist

Tyrants of the Nine Hells




ROLLING STATS

Players may assign their stats in any order they choose, roll down the line and assign the stat as they roll it, or roll one six-sided die to
randomly assign the stat. This choice is left completely up to the player usually, though sometimes stats are rolled as is and the
players must “make it work™ with their planned characters. Players are told which of the two methods below are being used.

Method 1

Players creating characters for a standard campaign will roll four, six-sided dice to determine their character’s ability scores. After the
roll, the player adds the highest three dice together to obtain their character’s ability score. This is done seven times in order to
complete a stats series, dropping the lowest score. Additionally, no stat may be raised above the racial maximum.

Method 2

Players start with a base of 10 in each stat, for a total of 60 points. From there, players have 10, 20, or 30 points to break down into the
stats of their choice, with a maximum set by each racial maximum. This number is chosen by the DM at the beginning of the
campaign. This gives players a total of 70, 80, or 90 points in their stats.

Bonus Points

From time to time the DM will roll for bonus attribute points for players. In this case a total number is given to the player that they
may divide as they choose amongst their ability scores. If Bonus Points are given at the beginning of a campaign, no more than two
points may be added to any one stat. Additionally, no stat may be raised above the racial maximum as mentioned in other methods.

The Attributes

In the world of Solinar, attributes are identical to those found in the Player’s Handbook. As you might imagine from the previous
topics in this chapter, the attributes of the player characters are, on average, higher than what one would find in many other

games. This is due to a simple philosophy; “Heroes should stand above the masses”. The attributes of a hero (or villain) should stand
above what a commoner would have. Let us face it... a hero with minimal stats as can be found in some other games is simply not as
fun to play as one that shows greatness in a couple areas. This is not to say that all of a hero’s stats should be phenomenal... but that
one or two should set them apart from the masses.

STRENGTH (STR)
Strength measures your character’s muscle and physical power. This ability is especially important for fighters, barbarians, paladins,
rangers, and monks because it helps them prevail in combat. Strength also limits the amount of equipment your character can carry.
You apply your character’s Strength modifier to:
Melee attack rolls.
Damage rolls when using a melee weapon or a thrown weapon (including a sling). (Exceptions: Off-hand attacks receive only
one-half the character’s Strength bonus, while two-handed attacks receive one and a half times the Strength bonus. A
Strength penalty, but not a bonus, applies to attacks made with a bow that is not a composite bow.)
Climb, Jump, and Swim checks. These are the skills that have Strength as their key ability.
Strength checks (for breaking down doors and the like).

DEXTERITY (DEX)
Dexterity measures hand-eye coordination, agility, reflexes, and balance. This ability is the most important one for rogues, but it’s also
high on the list for characters who typically wear light or medium armor (rangers and barbarians) or no armor at all (monks, wizards,
and sorcerers), and for anyone who wants to be a skilled archer.
You apply your character’s Dexterity modifier to:

e Ranged attack rolls, including those for attacks made with bows, crossbows, throwing axes, and other ranged weapons.

e Armor Class (AC), provided that the character can react to the attack.

o Reflex saving throws, for avoiding fireballs and other attacks that you can escape by moving quickly.

e Balance, Escape Artist, Hide, Move Silently, Ride, Sleight of Hand, Tumble, and Use Rope checks. These are the skills that

have Dexterity as their key ability.

CONSTITUTION (CON)
Constitution represents your character’s health and stamina. A Constitution bonus increases a character’s hit points, so the ability is
important for all classes.
You apply your character’s Constitution modifier to:
e Each roll of a Hit Die (though a penalty can never drop a result below 1—that is, a character always gains at least 1 hit point
each time he or she advances in level).




o  Fortitude saving throws, for resisting poison and similar threats.

e Concentration checks. Concentration is a skill, important to spellcasters, that has Constitution as its key ability.
If a character’s Constitution score changes enough to alter his or her Constitution modifier, the character’s hit points also increase or
decrease accordingly.

INTELLIGENCE (INT)
Intelligence determines how well your character learns and reasons. This ability is important for wizards because it affects how many
spells they can cast, how hard their spells are to resist, and how powerful their spells can be. It is also important for any character who
wants to have a wide assortment of skills.
You apply your character’s Intelligence modifier to:

e The number of languages your character knows at the start of the game.

e The number of skill points gained each level. (But your character always gets at least 1 skill point per level.)

e  Appraise, Craft, Decipher Script, Disable Device, Forgery, Knowledge, Search, and Spellcraft checks. These are the skills

that have Intelligence as their key ability.

A wizard gains bonus spells based on her Intelligence score. The minimum Intelligence score needed to cast a wizard spell is 10 + the
spell’s level.
An animal has an Intelligence score of 1 or 2. A creature of humanlike intelligence has a score of at least 3.

WISDOM (WIS)
Wisdom describes a character’s willpower, common sense, perception, and intuition. While Intelligence represents one’s ability to
analyze information, Wisdom represents being in tune with and aware of one’s surroundings. Wisdom is the most important ability for
clerics and druids, and it is also important for paladins and rangers. If you want your character to have acute senses, put a high score in
Wisdom. Every creature has a Wisdom score.
You apply your character’s Wisdom modifier to:

o  Will saving throws (for negating the effect of charm person and other spells).

e Heal, Listen, Profession, Sense Motive, Spot, and Survival checks. These are the skills that have Wisdom as their key ability.
Clerics, druids, paladins, and rangers get bonus spells based on their Wisdom scores. The minimum Wisdom score needed to cast a
cleric, druid, paladin, or ranger spell is 10 + the spell’s level.

CHARISMA (CHA)
Charisma measures a character’s force of personality, persuasiveness, personal magnetism, ability to lead, and physical attractiveness.
This ability represents actual strength of personality, not merely how one is perceived by others in a social setting. Charisma is most
important for paladins, sorcerers, and bards. It is also important for clerics since it affects their ability to turn undead. Every creature
has a Charisma score.
You apply your character’s Charisma modifier to:

o Bluff, Diplomacy, Disguise, Gather Information, Handle Animal, Intimidate, Perform, and Use Magic Device checks. These

are the skills that have Charisma as their key ability.

e  Checks that represent attempts to influence others.

e Turning checks for clerics and paladins attempting to turn zombies, vampires, and other undead.
Sorcerers and bards get bonus spells based on their Charisma scores. The minimum Charisma score needed to cast a sorcerer or bard
spell is 10 + the spell’s level.
When an ability score changes, all attributes associated with that score change accordingly. A character does not retroactively get
additional skill points for previous levels if she increases her intelligence.




THE ALIGNMENTS

A creature’s general moral and personal attitudes are represented by its alignment: lawful good, neutral good, chaotic good, lawful
neutral, neutral, chaotic neutral, lawful evil, neutral evil, or chaotic evil.

Alignment is a tool for developing your character’s identity. It is not a straitjacket for restricting your character. Each alignment
represents a broad range of personality types or personal philosophies, so two characters of the same alignment can still be quite
different from each other. In addition, few people are completely consistent.

Good vs. Evil

Good characters and creatures protect innocent life. Evil characters and creatures debase or destroy innocent life, whether for fun or
profit.

“Good” implies altruism, respect for life, and a concern for the dignity of sentient beings. Good characters make personal sacrifices to
help others.

“Evil” implies hurting, oppressing, and killing others. Some evil creatures simply have no compassion for others and kill without
qualms if doing so is convenient. Others actively pursue evil, killing for sport or out of duty to some evil deity or master.

People who are neutral with respect to good and evil have compunctions against killing the innocent but lack the commitment to make
sacrifices to protect or help others. Neutral people are committed to others by personal relationships. Being good or evil can be a
conscious choice. For most people, though, being good or evil is an attitude that one recognizes but does not choose. Being neutral on
the good—evil axis usually represents a lack of commitment one way or the other, but for some it represents a positive commitment to
a balanced view. While acknowledging that good and evil are objective states, not just opinions, these folk maintain that a balance
between the two is the proper place for people, or at least for them. Animals and other creatures incapable of moral action are neutral
rather than good or evil. Even deadly vipers and tigers that eat people are neutral because they lack the capacity for morally right or
wrong behavior.

Law vs. Chaos

Lawful characters tell the truth, keep their word, respect authority, honor tradition, and judge those who fall short of their duties.
Chaotic characters follow their consciences, resent being told what to do, favor new ideas over tradition, and do what they promise if
they feel like it.

“Law” implies honor, trustworthiness, obedience to authority, and reliability. On the downside, lawfulness can include close-
mindedness, reactionary adherence to tradition, judgmentalness, and a lack of adaptability. Those who consciously promote
lawfulness say that only lawful behavior creates a society in which people can depend on each other and make the right decisions in
full confidence that others will act as they should.

“Chaos” implies freedom, adaptability, and flexibility. On the downside, chaos can include recklessness, resentment toward legitimate
authority, arbitrary actions, and irresponsibility. Those who promote chaotic behavior say that only unfettered personal freedom
allows people to express themselves fully and lets society benefit from the potential that its individuals have within them.

Someone who is neutral with respect to law and chaos has a normal respect for authority and feels neither a compulsion to obey nor a
compulsion to rebel. She is honest but can be tempted into lying or deceiving others.

Devotion to law or chaos may be a conscious choice, but more often it is a personality trait that is recognized rather than being chosen.
Neutrality on the lawful-chaotic axis is usually simply a middle state, a state of not feeling compelled toward one side or the other.
Some few such neutrals, however, espouse neutrality as superior to law or chaos, regarding each as an extreme with its own blind
spots and drawbacks. Animals and other creatures incapable of moral action are neutral. Dogs may be obedient and cats free-spirited,
but they do not have the moral capacity to be truly lawful or chaotic.

The Nine Alignments

Nine distinct alignments define all the possible combinations of the lawful—chaotic axis with the good—evil axis. Each alignment
description below depicts a typical character of that alignment. Remember that individuals vary from this norm, and that a given
character may act more or less in accord with his or her alignment from day to day. Use these descriptions as guidelines, not as scripts.
The first six alignments, lawful good through chaotic neutral, are the standard alignments for player characters. The three evil
alignments are for monsters and villains.

Lawful Good, “Crusader”: A lawful good character acts as a good person is expected or required to act. She combines a
commitment to oppose evil with the discipline to fight relentlessly. She tells the truth, keeps her word, helps those in need, and speaks
out against injustice. A lawful good character hates to see the guilty go unpunished.




Lawful good is the best alignment you can be because it combines honor and compassion.

Neutral Good, “Benefactor”: A neutral good character does the best that a good person can do. He is devoted to helping others. He
works with kings and magistrates but does not feel beholden to them. Neutral good is the best alignment you can be because it means
doing what is good without bias for or against order.

Chaotic Good, “Rebel”: A chaotic good character acts as his conscience directs him with little regard for what others expect of him.
He makes his own way, but he is kind and benevolent. He believes in goodness and right but has little use for laws and regulations. He
hates it when people try to intimidate others and tell them what to do. He follows his own moral compass, which, although good, may
not agree with that of society. Chaotic good is the best alignment you can be because it combines a good heart with a free spirit.

Lawful Neutral, “Judge”: A lawful neutral character acts as law, tradition, or a personal code directs her. Order and organization are
paramount to her. She may believe in personal order and live by a code or standard, or she may believe in order for all and favor a
strong, organized government. Lawful neutral is the best alignment you can be because it means you are reliable and honorable
without being a zealot.

Neutral, “Undecided”: A neutral character does what seems to be a good idea. She does not feel strongly one way or the other when
it comes to good vs. evil or law vs. chaos. Most neutral characters exhibit a lack of conviction or bias rather than a commitment to
neutrality. Such a character thinks of good as better than evil—after all, she would rather have good neighbors and rulers than evil
ones. Still, she is not personally committed to upholding good in any abstract or universal way. Some neutral characters, on the other
hand, commit themselves philosophically to neutrality. They see good, evil, law, and chaos as prejudices and dangerous extremes.
They advocate the middle way of neutrality as the best, most balanced road in the long run. Neutral is the best alignment you can be
because it means you act naturally, without prejudice or compulsion.

Chaotic Neutral, “Free Spirit”: A chaotic neutral character follows his whims. He is an individualist first and last. He values his own
liberty but does not strive to protect others’ freedom. He avoids authority, resents restrictions, and challenges traditions. A chaotic
neutral character does not intentionally disrupt organizations as part of a campaign of anarchy. To do so, he would have to be
motivated either by good (and a desire to liberate others) or evil (and a desire to make those different from himself suffer). A chaotic
neutral character may be unpredictable, but his behavior is not totally random. He is not as likely to jump off a bridge as to cross it.
Chaotic neutral is the best alignment you can be because it represents true freedom from both society’s restrictions and a do-gooder’s
zeal.

Lawful Evil, “Dominator”: A lawful evil villain methodically takes what he wants within the limits of his code of conduct without
regard for whom it hurts. He cares about tradition, loyalty, and order but not about freedom, dignity, or life. He plays by the rules but
without mercy or compassion. He is comfortable in a hierarchy and would like to rule, but is willing to serve. He condemns others not
according to their actions but according to race, religion, homeland, or social rank. He is loath to break laws or promises. This
reluctance comes partly from his nature and partly because he depends on order to protect himself from those who oppose him on
moral grounds. Some lawful evil villains have particular taboos, such as not killing in cold blood (but having underlings do it) or not
letting children come to harm (if it can be helped). They imagine that these compunctions put them above unprincipled villains.

Some lawful evil people and creatures commit themselves to evil with a zeal like that of a crusader committed to good. Beyond being
willing to hurt others for their own ends, they take pleasure in spreading evil as an end unto itself. They may also see doing evil as part
of a duty to an evil deity or master. Lawful evil is sometimes called “diabolical,” because devils are the epitome of lawful evil.
Lawful evil is the most dangerous alignment because it represents methodical, intentional, and frequently successful evil.

Neutral Evil, “Malefactor”: A neutral evil villain does whatever she can get away with. She is out for herself, pure and simple. She
sheds no tears for those she Kills, whether for profit, sport, or convenience. She has no love of order and holds no illusion that
following laws, traditions, or codes would make her any better or nobler. On the other hand, she does not have the restless nature or
love of conflict that a chaotic evil villain has. Some neutral evil villains hold up evil as an ideal, committing evil for its own sake.
Most often, such villains are devoted to evil deities or secret societies. Neutral evil is the most dangerous alignment because it
represents pure evil without honor and without variation.

Chaotic Evil, “Destroyer”: A chaotic evil character does whatever his greed, hatred, and lust for destruction drive him to do. He is
hot-tempered, vicious, arbitrarily violent, and unpredictable. If he is simply out for whatever he can get, he is ruthless and brutal. If he
is committed to the spread of evil and chaos, he is even worse. Thankfully, his plans are haphazard, and any groups he joins, or forms
are poorly organized. Typically, chaotic evil people can be made to work together only by force, and their leader lasts only as long as
he can thwart attempts to topple or assassinate him. Chaotic evil is sometimes called “demonic” because demons are the epitome of
chaotic evil. Chaotic evil is the most dangerous alignment because it represents the destruction not only of beauty and life but also of
the order on which beauty and life depend.







CHAPTER 3: RACES OF SOLINAR

In this chapter we will take a solid look at all the races that make up the populace of Solinar. Any race marked with “(RC)” next to
the name is considered a Racial Class. Players must play through racial levels in order to take this Race.

Aasimar (RC)

+2 WIS & CHR

Centaurs (RC)

+8 STR; +4 DEX & CON; +2 WIS; -2 INT

Dwarves, Deep (RC)

+2 CON; -4 CHR

Dwarves, Gold

Standard Dwarves in Player’s Handbook

Dwarves, Green

+1 DEX & WIS; -1 STR & INT

Dwarves, Silver

Standard Dwarves in Player’s Handbook

Elves, Dark (RC)

+2 DEX, INT, & CHR; -2 CON

Elves, Moon

+2 INT; -1 STR & CON

Elves, Sea

+1 STR & CON; -1 INT & DEX

Elves, Sun

Standard Elves in Player’s Handbook

Elves, Wild

+1 STR & DEX; -1 INT & CHR

Felians, Goldine (RC)

+2 INT, WIS, & CHR; -1 STR & CON

Felians, Jagras (RC)

+2 STR & CHR; +3 WIS

Felians, Leonine (RC)

+3 STR; +2 CHR; +1 WIS; -1 DEX

Felians, Linkas (RC)

+4 DEX; +2 CHR; -2 STR & CON

Felians, Tigras (RC)

+2 STR, WIS, & CHR

Gnomes, Artificer

Standard Gnomes in Player’s Handbook

Gnomes, Svirfneblin (RC)

+2 DEX & WIS; -4 CHR; -2 STR

Goliaths (RC)

+4 STR; +2 CON; -2 INT

Halflings

Standard Halflings in Player’s Handbook

Half-Dragons (RC)

+8 STR; +2 CHR; +1 CON; -4 DEX

Half-Elves, Dark (RC)

+1 DEX & WIS; -1 CON & CHR

Half-Elves, Moon & Sun

Standard Half-Elves in Player’s Handbook

Half-Elves, Sea Elves

+1 DEX; -1 INT

Half-Orcs, Gray

+2 STR; -1 INT & CHR

Half-Orcs, Green (RC)

+3 STR; +1 CON; -2 INT & CHR

Humans, Barbarian

+1STR; -1 INT

Humans, Dragon Islander

+1 DEX; -1 STR

Humans, Standard

Standard Humans in Player’s Handbook

Tieflings (RC)

+2 DEX & INT; -2 CHR




THE ANCIENT RACES

This section discusses secrets that should not be read by the Player Characters. .. doing so could potentially upset the game. You have
been warned. Some secrets are not meant for Player view.

The First Broods are ancient races that once populated Solinar. These first races fought many wars against each other, some that
devastated entire species on Solinar. Below are the First Broods, and what has become of each.

The Asheratis

Though the Asheratis are one of the First Broods, and can still be found on Solinar, no one knows them to be of such ancient
lineage. Their concentration in the hottest and most inhospitable desert regions of Solinar have kept them from the view of most, and
those that have witnessed them think they are nothing more than some desert tribe that wants nothing to do with other peoples.

An Asherati might be mistaken for a thin human under some circumstances—at least until the Asherati’s rust-red skin begins to glow
with a light all its own, or until he dives headlong into the nearest sand dune, disappearing without a trace.

The Aventi

The Aventi are another humanoid race that once populated the coastal regions of Solinar... until their conflicts with another race
destroyed their once great cities and sunk some of them beneath the waves.

Aventi still exist, but are never seen above the waves. Hidden beneath the waves in the seas are coral cities that still remain to this
day, the Aventi having become aquatic in nature instead of land-based beings. If their God Aventernus had not saved them... they
would have been driven into extinction at the hands of other races.

The Bhukas

Much like the Asheratis, the Bhukas are of the First Brood and can still be found on Solinar... and like the Asheratis, none know them
to be of such ancient lineage. Living in the same regions as the Asheratis, the Bhukas are more concerned with continuing their racial
war with that race than to deal with anything else on Solinar.

The Bhukas are the first of the goblinoid people. They are consummate survivors of the waste, having a talent for finding water and
many physical adaptations that allow them to function in a harsh environment.
Their culture celebrates and preserves ancestral ways of living.

The Dragons

Dragons are thought to be the first of the first... the original inhabitants of Solinar before the Gods brought forth other races. Dragons
still roam the continents of Solinar, but in far fewer numbers than in times long forgotten. The vast majority make their lairs in
locations unattainable by mortals, though a few lairs have become widely known such as Dragon Mountain or Ssilass Swamp.

Dragon populations across Solinar are significantly lower than in ancient times, many having fled across the planes to inhabit other
worlds. Solinar is the birthplace of the Dragon race... unknown to other races out there. The Dragon Gods were the first to rise, and
seeing a fertile world to experiment with, they brought forth the Dragons in their image. It is from Solinar that Dragons spread
throughout the Planes.

The Genasi’i

The Genasi’l were one of the original abundant races of Solinar, brought into existence by the Elemental Lords and populated much of
Western Aver. As time went by and conflicts with other races emerged, the Elemental Lords pulled them from Solinar to the
Elemental Planes and beyond to other places.

As of now, only a small few Genasi’l remain on Solinar, remnants of the past that have been in other realms or not active for other
reasons. An example of this is Westreach, where one had been turned to stone in ages past, restored to life by the MoonStone Dragons
and now residing in the realm.

The Illithid

Much like the Asheratis and Bhukas, the Illithid still exist on Solinar, though they live so deep underground that none know them to
be of that ancient time. Few monsters inspire as much horror or terror as the illithids. They are rightly feared by everyone and
everything. Few can match them in undiluted evil, cruelty, or cunning. Their origins are cloaked in mystery, their plans are enigmatic,
and their culture and thought processes are utterly alien.




The Illlumians

The Lumins came upon Solinar shortly after the Dragons, probably within a hundred years of the Dragon’s coming. Originally
brought forth in the image of forgotten Gods, they quickly spread across the face of Solinar, coming into conflict with the Dragons
primarily, though with the other First Broods as well.

The Lumins still exist on Solinar... though only occasionally. They inhabit the island continent of Phase and keep their existence a
complete secret from the rest of Solinar... it is far too dangerous otherwise. The secrets this race possesses could alter the course of
the world as a whole. A former stronghold of their making, Villika, is in remarkably well-kept condition, however the region was
overrun by demons long ago.

The Neoqi

The Neogi, though not extinct, no longer live upon Solinar. Instead, they have taken to the cosmos and fled Solinar after their battles
with the Illithids drove them into near extinction.

Neogi are vicious, spiderlike scavengers, raiders, and slavers that sometimes disguise their predatory practices beneath a guise of
mercantile dealings. No commodity or business is too sordid for the neogi, and any creatures dealing with the monsters would be wise
to take steps to make sure they were not cheated—or simply decide that murder and robbery are better business.

The Raptorans

The Raptorans are one of the First Brood, though unlike some of the others, they are completely extinct and no longer exist upon
Solinar. Some remnants of their civilizations can be found in the highest mountains of the world, but their war with the Aventi drove
them into extinction after the wrath of the Aventi’s God came forth.

The Uldras

The Uldra once populated all of the ice-covered lands far to the north and south of Solinar until something occurred. No one knows
really what it was, but the Uldras simply vanished.

Uldras were small fey that dwelt in the arctic wilderness, living at peace with the natural world. In particular, uldras are quite fond of
the wild animals of the world, and see themselves as the guardians and protectors of such creatures, especially in cases where

civilization encroaches. Although they generally prefer to avoid conflict, they are quick to rise in the defense of local wildlife.




CURRENT RACES OF SOLINAR

On the world of Solinar, many playable races exist, each with their own histories and goals. Below we will endeavor to describe each.

Aasimar (RC)

Graceful, regal, and noble, Aasimars are the distant descendants of a coupling between a human and a good-aligned outsider. While

nowhere near as powerful as their celestial forebears, Aasimars still retain a touch of the divine in their blood and wear it with pride.
Devoted champions of good, Aasimars spend their days fighting evil in whatever form it takes. In a world of violence, injustice, and
evil, Aasimars are on the front lines, lending their abilities where needed.

AASIMAR SUBRACE HEIGHT AASIMAR SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Aasimar 60/56 3d4 Aasimar 120/100 5d20

Some try to stave off evil by teaching and leading by example in the fight against ignorance, prejudice, and greed. Others present an
aloof and lofty demeanor, an intimidating aura that, while noble, keeps people from trying to get too close. Among good people,
Aasimars are held in high opinion as a standard by which all should live, while those of an evil nature view Aasimars as self-righteous
and dangerously moralistic.

Aasimar Racial Traits:
e +2 Wisdom, +2 Charisma
e Resistance to acid 5, cold 5, and electricity 5: Aasimars gain a slight resistance to acid, cold, and electricity from their
celestial blood.
+2 racial bonus on Listen and Spot checks: Aasimars have keen senses.
Outsider (native): Aasimars are outsiders who are native to the Material Plane. Unlike true outsiders, native outsiders need to
eat and sleep.
Darkvision: Aasimars can see in the dark out to 60 feet. Darkvision is black and white only, but it is otherwise like normal
sight, and Aasimars can function fine with no light at all.
e Daylight (Sp): An Aasimar can use daylight once per day as a 1st-level caster or a caster of her class level, whichever is
higher.
Racial Hit Dice: d6 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: A centaur’s monstrous humanoid levels give him two feats.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common and Celestial.
Bonus Languages: Draconic, Dwarven, Elven, Gnome, Halfling, and Sylvan.
Level Adjustment: +1
Locals: Aasimar are an extremely rare race found sporadically throughout Solinar. There are no communities of strictly Aasimar
anyone has ever heard of.

2+INT Mod x4 +1 WIS & CHR; +1 to Listen & Spot Checks; Darkvision

Centaurs (RC)

Races of the Wild (Uncommon, See DM)

Centaurs are treated as a Racial Class on Solinar, just as the Half-Dragon is. The Centaurs are an uncommon sight within the cities of
men on Solinar. Centaurs inhabit the plains and forests in tribes of varying size. Even though they build permanent shelters and live in
one place for many years at a time, centaurs roam from their homes on a regular basis, ranging over great distances in relatively short
amounts of time. Centaurs regard such excursions as essential to understanding the world around their homes, and they greatly enjoy
such activity for its own sake. Although their crafts have not reached the level of some of the humanoid races, it is only because
centaurs prefer to venture from their homes often rather than to stay in one place and ply a single trade.

Centaur Racial Traits:

e A centaur’s base land speed is 50 feet.
Racial Hit Dice: d8 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: A centaur’s monstrous humanoid levels give him two feats.
Space/Reach: 10 feet/5 feet.
Automatic Languages: Sylvan, Elven.




Bonus Languages: Common, Gnome, Halfling.

Locals: In Mintarn, the Giant Lords keep Centaur slaves to assist in their mining operations, notably to serve as beasts of burden. In
Ugh’Ratha, in the misty forests, the Centaurs serve as defenders of the wood, aided by their Elven neighbors. In Illustus, it is not
uncommon to find the Centaurs wandering the eastern wooded lands of the Elves as they work in harmony to protect Nature and have
a small community in the western portion of the forest.

0 1 +1 - +1 +1 2+INT Mod x4 +2t0 STR; +1 to DEX & CON; -1 to INT; Darkvision 30’; +1 Natural

Armor

1000 1 +1 - +1 +1 2+INT +2 t0 STR; +1 to DEX & CON; -1 to INT; Darkvision +30°; +1 Natural
Armor

3000 1 +1 - +1 +1 2+INT +2to STR; +1 to DEX, CON & WIS; +1 Natural Armor

6000 1 +1 +1 +1 2+INT +2t0 STR; +1 to DEX, CON & WIS;

Dwarves

The Dwarves of Solinar are also members of the Second Age Races, representing the third oldest known race to exist on the
planet. They are broken down into three sub-races: Deep, Gold and Silver Dwarves.

DWARF SUBRACE HEIGHT DWARF SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Deep Dwarf 45/42 2d6 Deep Dwarf 100/80 4d10
Gold Dwarf 43/41 1d10 Gold Dwarf 130/105 4d10
Green Dwarf 40/38 1d8 Green Dwarf 90/85 3d8
Silver Dwarf  49/47 1d10 Silver Dwarf 145/115 5d10

< DEEP DWARVES (RC)
Sometimes called gray dwarves or duergar, these evil beings dwell in the underground. Most duergar are bald (even the females), and
they dress in drab clothing that is designed to blend into stone. In their lairs they may wear jewelry, but it is always kept dull. They
war with other dwarves, even allying with other underground creatures from time to time. The duergar revere the deity Laduguer, a
joyless god who demands constant toil.

Deep Dwarven Racial Traits at ECL 2:
+2 to Constitution & -4 to Charisma
Darkvision out to 120 feet.
Immunity to paralysis, phantasms, and poison. This trait replaces the dwarf’s +2 racial bonus on saving throws against
poison.
+2 racial bonus on saves against spells and spell-like abilities.
+4 racial bonus on all Move Silently checks.
+1 racial bonus on Listen and Spot checks.
Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the deep dwarf’s class level (minimum caster
level 3rd); these abilities affect only the deep dwarf and whatever it carries.
e Light Sensitivity: Deep dwarves are dazzled in bright sunlight or within the radius of a daylight spell.
Base Land Speed: 30 feet.
Racial Hit Dice: d8 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: None.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common, Dwarven, Undercommon.
Bonus Languages: Draconic, Giant, Goblin, Orc, Terran. This trait replaces the hill dwarf’s automatic and bonus languages.
Level Adjustment: +1 if not played through.
Locals: The Black, as the Underdark is called on Solinar. Additionally, raiding parties can be found throughout the world.

2+INT Mod x4 +1 CON; -2 CHR; +4 vs. Paralysis, Phantasms, Poison; +2 on Move
Silently Checks; Light Sensitivity; Darkvision 60’

% GOLD DWARVES
Gold Dwarves (in all ways matching the standard dwarves presented in the Player’s Handbook) are the only subrace of dwarf known
to most surface dwellers.




Gold Dwarven Racial Traits:

e Asdescribed in Player’s Handbook, under Dwarf.

Level Adjustment: None.

Locals: Gold Dwarves are found throughout Solinar, but are most common in one of two locations; Earth Home on Aver or Artis on
Tyrnus.

<+ GREEN DWARVES
Green Dwarves are smaller and lighter in bodytype than their cousins. Green Dwarves are far wilder in nature than their more civilized
cousins, preferring nature and living above ground... often in mud and stick homes they have crafted. While this may seem as though
they are backwards or uncivilized, Green Dwarves simply prefer to live in harmony with nature, often living in small villages.

Gold Dwarven Racial Traits:

e +1toDEX & WIS; -1t0 STR & INT

Level Adjustment: None.

Locals: Green Dwarves are rare outside of southern Tynus and Phase.

< SILVER DWARVES
These dwarves live far underground and tend to be more standoffish with non-dwarves. Silver dwarves are the same height as other
dwarves, but leaner. Their skin sometimes has a reddish tinge, and their large eyes lack the brightness of those of their kindred, being
a washed-out blue. Their hair color ranges from bright red to straw blond. They have little contact with surface dwellers, relying on
Gold dwarves to trade goods for them.

Silver Dwarven Racial Traits:
e  Stat adjustments as per the Standard PHB Dwarf.
e Racial bonus on saves against spells and spell-like abilities increases to +3.
e Racial bonus on Fortitude saves against poisons increases to +3.
Level Adjustment: None.
Locals: Most Silver Dwarves are only found underground throughout Solinar. Xenophobic in the extreme, they will not deal with
surface dwellers who are not dwarves or gnomes.

Elves

The Elves of Solinar are members of the Second Age Races, and represent perhaps the oldest known race beyond the Dragons on the
face of Solinar. They are broken down into four sub-races: Dark, Moon, Sea and Star Elves.

Elves are one of two known races that are immortal in terms of lifespan, the other being Dragons. This tends to make Elves aloof
from the other shorter-lived races. Most assume Elves just think they are better than others, however the primary reason they remain
away from others is much simpler: sadness. After all, how often can someone endure building a friendship with someone, build a true
emotional connection with someone, only to have them die in a relatively short time? After an EIf experiences this once, sometimes
twice, it becomes uncommon for that EIf to venture from their homeland. It is simply too sad for them.

Elves tend to be of a height with Humans, though are lighter and leaner, with features that are more angular. Only Star Elves tend to
be of a height more akin to those described in the Player’s Handbook. Elves have a unique and rich culture that could fill many
volumes twice this size, but only the briefest of descriptions are mentioned below. More can be gleaned by reading about their
homelands, and a wealth can be found in Races of the Wild, which describes Elves very well, and is only modified by what has been
presented in this book.

ELF SUBRACE HEIGHT ELF SUBRACE WEIGHT

Subrace Base Modifier Subrace Base Modifier
Dark EIf 60/62 1d8 Dark EIf 85/75 2d12
Moon EIf 58/60 1d10 Moon EIf 80/70 3d10
Sea EIf 58/60 1d10 Sea EIf 85/75 2d10
Sun EIf 50/50 1d8 Sun EIf 65/60 2d10
Wild EIf 60/58 1d10 Wild EIf 90/85 3d10

s DARK ELVES (RC)
Dark Elves, otherwise known as Drow in some worlds, are those Elves who lost in the Elfwars, descending into the lightless depths of
Solinar. Dark of skin and light of hair, most Dark Elves have ruby or crimson red eyes that shine eerily in the night.
Of all Elves on the planet, none hold a hatred as violent or unrelenting as the Dark Elves. With a passionate desire to destroy all
surface Elves and then the rest of the surface races, the Dark Elves are not to be taken lightly.




Dark Elven Racial Traits at ECL 3:
e  +2 Dexterity; -2 Charisma.
Darkvision out to 120 feet. This trait replaces the high elf’s low-light vision.
Spell resistance equal to 11 + class levels.
+2 racial bonus on Will saves against spells and spell-like abilities.
Spell-Like Abilities: Drow can use the following spell-like abilities once per day: dancing lights, darkness, faerie fire. Caster
level equals the Drow’s class levels.
Weapon Proficiency: A Drow is automatically proficient with the hand crossbow, the rapier, and the short sword. This trait
replaces the high elf’s weapon proficiency.
e Light Blindness: Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds Drow for 1 round. On

subsequent rounds, they are dazzled as long as they remain in the affected area.

Base Land Speed: 30 feet.

Racial Hit Dice: d6 Hit Dice.

Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.

Racial Feats: His Racial Class gives him one feat at 2" Level.

Space/Reach: 5 feet/5 feet.

Automatic Languages: Common, Elven, Undercommon.

Bonus Languages: Abyssal, Aguan, Draconic, Drow Sign Language, Gnome, Goblin, Kuo-toan. This trait replaces the high elf’s

automatic and bonus languages.

Level Adjustment: +2 if not played through.

Locals: The Black, as the Underdark is called on Solinar. Additionally, raiding parties can be found throughout the world.

2+INT Mod x4 +1 DEX; -1 CHR; Darkvision 60’; SR 5; Proficient in Short Sword;
Dancing Lights Once Per Day; Light Blindness

2+INT Mod +1 DEX; -1 CHR; Darkvision 90°; SR 10; +1 to WILL vs Spells/Spell-
Like Effects; Proficient in Short Sword & Hand Crossbow; Dancing Lights
& Darkness Once Per Day; Light Blindness; Racial Feat

<+ MOON ELVES
Moon Elves are somewhat shorter than their Sun and Dark Elven cousins, appearing often pale and thin. Known for their abilities
with magic and the bow, the Moon Elves have carved out a kingdom on Tyrnus and hold it with relative ease. They tend to be
physically weaker than their other Elven cousins and thus developed ways to defend themselves that kept them away from direct
physical combat, mastering the bow and magics. Moon Elves tend toward icy blue eyes, though a rare few have white
colorations. Those of the royal family are denoted for their startling glowing blue eyes and bright white hair.

Moon Elven Racial Traits:
e +2 Intelligence; -1 Strength & Constitution.
Level Adjustment: None.
Locals: The vast majority of Moon Elves are found on Tyrnus, though a random wanderer can be found throughout Solinar.

s SEAELVES
Love of the waters drew Elves into the seas in times long past, originally magically reinforced to allow survival under the waves, but
later blessed by their Gods and becoming what they are now. With skin of dark blue or a murky green with hair resembling seaweed
more than anything else, Sea Elves definitely appear much different than their surface or even Black-inhabiting cousins.

Sea Elven Racial Traits:
e  +1 Strength & Constitution; -1 Intelligence & Dexterity.
e An aquatic elf has the aquatic subtype.
e An aquatic elf has a swim speed of 40 feet.
o  Gills: Aquatic elves can survive out of the water for 1 hour per point of Constitution (after that, refer to the suffocation rules
on page 304 of the Dungeon Master’s Guide).
e  Superior Low-Light Vision: Aquatic elves can see four times as far as a human in starlight, moonlight, torchlight, and similar
conditions of low illumination.
Level Adjustment: None.
Locals: Many Sea Elves can be found off the shores of Quinvala where they have a large coral city beneath the waves. Additionally,
the Sea Elves maintain multiple enclaves below the waves surrounding Illustus’ spell-cloaked island.




s SUN ELVES
Sun Elves (considered equivalent to the standard D&D Elves) are the most prominent of the Elves on Solinar... having arguably the
largest empire known to Man. Light of hair and skin, most Sun Elves have brown, green, or rarely, hazel eyes. They tend toward
brown in hair, though a rare few have blond hair. Those of the royal family are denoted for their startling bright green eyes and bright
orange hair.

Sun Elven Racial Traits:
e  As described in Player’s Handbook, under Elf.
Level Adjustment: None.
Locals: Most Sun Elves are found in the Empire of Illustus, however they can be found in small groups throughout Solinar. A small
enclave of Sun Elves is rumored to live on Tyrnus in the Moon Elven kingdom of Quinvala.

s WILD ELVES
Wild Elves (considered equivalent to the standard D&D Elves) are found in southern Tyrnus, often either co-located with the Green
Dwarves or nearby. They tend to be larger than other Elves, more like Half-Elves in their stature. They live a simple. Egrariam life
alongside their Green Dwarven friends.

Sun Elven Racial Traits:
e +1t0STR&DEX;-11t0INT & CHR
Level Adjustment: None.
Locals: Wild Elves are found almost exclusively on southern Tyrnus and Phase, with very few choosing an adventuresome life.

Felians (RC)

The Felians of Solinar are members of the Third Age Races, springing up around the time of Humans. They are broken down into five
sub-races: Leonine, Tigras, Jagras, Lynx, and Goldine. (Special thanks to William "Sani* McPherson for the inspiration for
expanding this Race... and of course, the Thundercats™ that the inspiration came from... do not judge).

Felians of the Leonine, Tigra, and Jagras subrace tend to be of a height with Humans, though are heavier. Lynx and Goldine tend to
be Dwarven heighted, but lightweight and agile compared to other races. Each subrace of Felian tends to fall into stereotypical trades,
though there are indeed outliers and one-offs that go another direction. The race tends toward a caste system in their homelands, but
adapt easily to the standard practices of the races near where they decide to live... should they leave their homelands. Felians tend to
remain wilder at heart than other races of Solinar, to include Elves. Itis rare for a Felian to decide to live outside of the town or
village of their birth as family tends to remain incredibly important to them throughout their lives. Those that are found outside of
Felian dominated areas tend to have circumstances leading to this factor, and many will never return home should they leave.

FELIAN SUBRACE HEIGHT FELIAN SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Leonine 70/65 1d10 Leonine 180/170 1d12
Tigra 65/62 1d10 Tigra 158/150 1d10
Jagras 60/58 1d10 Jagras 158/150 1d10
Lynx 40/38 1d10 Lynx 50/40 1d8
Goldine 50/48 1d10 Goldine 75/65 1d6

“» GOLDINE (Leopard-based)
Goldine Felians, though larger than Lynx on average, tend to be much smaller than Jagras, Tigras, and Leonine. These spotted beings
are larger than Dwarves, but smaller than Humans in height. Studious and attentive, Goldine tend to drift into the mystic arts as their
professions.

Goldine Racial Traits at ECL 2:
+2 Intelligence, + 2 Wisdom, +2 Charisma.
+1 natural armor bonus.
Low-Light Vision: Felian can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor
illumination. They retain the ability to distinguish color and detail under these conditions.
Racial Skills: Felian have a +2 racial bonus on Listen and Move Silently checks.

Base Land Speed: 40 feet.

Racial Hit Dice: d4 Hit Dice.

Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.

Racial Feats: None.

Space/Reach: 5 feet/5 feet.




Automatic Languages: Common, Feline.

Bonus Languages: Draconic, Gnoll, Halfling, Sylvan.
Level Adjustment: +1

Locals: Most are found on Ugh’Ratha and the Isle of Sands.

2+INT Mod x4 +1 INT; +1 WIS; +1 CHR; Low-Light Vision; +1 to Listen and Move
Silently.

< JAGRAS (Jaguar-based)
Jagras Felians are similar in size to the Tigras, if somewhat shorter. Many Jagras tend to spend long periods of time outside of their
towns and villages, communing with nature, and tend to drift into the Druidic or Priestly aspects. Many serve their towns and villages
as judges.

Jagras Racial Traits at ECL 2:
e  +2 Strength, + 3 Wisdom, +1 Charisma.
e +1 natural armor bonus.
e Low-Light Vision: Felian can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor
illumination. They retain the ability to distinguish color and detail under these conditions.
e Racial Skills: Felian have a +2 racial bonus on Listen and Move Silently checks.
Base Land Speed: 40 feet.
Racial Hit Dice: d6 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: None.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common, Feline.
Bonus Languages: Draconic, Gnoll, Halfling, Sylvan.
Level Adjustment: +1
Locals: Most are found on the Dragon Isles and Tyrnus.

2+INT Mod x4 +1 STR; +2 WIS; Low-Light Vision; +1 to Listen and Move Silently.

RY

» LEONINE (Lion-based)
Leonine Felians are large, muscular warrior-types usually that tend toward martial expertise above other things. Felian towns are
usually ran by a Leonine.

Leonine Racial Traits at ECL 2:
e  +3 Strength, +1 Wisdom, +2 Charisma.
e +1 natural armor bonus.
e Low-Light Vision: Felian can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor
illumination. They retain the ability to distinguish color and detail under these conditions.
o Racial Skills: Felian have a +2 racial bonus on Listen and Move Silently checks.
Base Land Speed: 30 feet.
Racial Hit Dice: d10 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: None.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common, Feline.
Bonus Languages: Draconic, Gnoll, Halfling, Sylvan.
Level Adjustment: +1
Locals: Most are found on Aver and the Isle of Sands

2+INT Mod x4 +2 STR; +1 CHR; Low-Light Vision; +1 to Listen and Move Silently.

“ TIGRAS (Tiger-based)
Tigras Felians are Human-sized in build, but tend to be heavier as they are well muscled. Most Tigras serve within their villages and
towns as Ranger-types and hunters or Scouts.




Tigras Racial Traits at ECL 2:
e  +2 Strength, + 2 Wisdom, +2 Charisma.
e +1 natural armor bonus.
o Low-Light Vision: Felian can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor
illumination. They retain the ability to distinguish color and detail under these conditions.
o Racial Skills: Felian have a +2 racial bonus on Listen and Move Silently checks.
Base Land Speed: 30 feet.
Racial Hit Dice: d8 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: None.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common, Feline.
Bonus Languages: Draconic, Gnoll, Halfling, Sylvan.
Level Adjustment: +1
Locals: Most are found on Aver and the Dragon Isles.

2+INT Mod x4 +1 STR; +1 WIS; +1 CHR; Low-Light Vision; +1 to Listen and Move
Silently.

“ LINKAS (Lynx-based)
Linkas Felians are smaller than their Human-sized cousins, faster and more agile, with Dwarven height but light of body. As such
many tend toward stealth as their lot in life acting as Scouts and spies, thieves and traders for their village or town.
Lynx Racial Traits:
e  +4 Dexterity, +2 Charisma.
e +1 natural armor bonus.
e Low-Light Vision: Felian can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor
illumination. They retain the ability to distinguish color and detail under these conditions.
e Racial Skills: Felian have a +2 racial bonus on Listen and Move Silently checks.
Base Land Speed: 30 feet.
Racial Hit Dice: d4 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: None.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common, Feline.
Bonus Languages: Draconic, Gnoll, Halfling, Sylvan.
Level Adjustment: +1
Locals: Most are found on Ugh’Ratha and Tyrnus.

2+INT Mod x4 +2 DEX; +1 CHR; Low-Light Vision; +1 to Listen and Move Silently.

Gnomes (Restricted Race, See DM)

The Gnomes of Solinar are a dying breed. After the War of Silver and Blood between them and the Orcs, the survivors of the
Artificer Gnomes fled to Ugh’Ratha and Salzube on the Isle of Sands were their decedents make their homes. The Svirfneblin, or
Deep Gnome, sub-race is flourishing in contrast, populating vast stretches of the Black.

GNOME SUBRACE HEIGHT GNOME SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Artificer 36/40 2d6 Acrtificer 60/70 2d6
Svirfneblin 38/42 1d10 Svirfneblin 50/60 1d10

s ARTIFICER GNOMES
Gnomes in Solinar are a dying breed. What is detailed here is a brief description of Gnomes on Solinar, and their slow change into
something else entirely.

Artificer Gnome Racial Traits:
e Asdescribed in Player’s Handbook, under Gnome.
Level Adjustment: None.




Locals: Artificer Gnomes are only found in Coppertown on Ugh’ratha. None adventure that anyone has ever reported, and the
appearance of a Gnome would surely raise questions.

The Rain of Blood & Decline

No one seems to know for sure about the cause, but the Rain of Blood erupted across Solinar, pitting Gnomes against Green

Orcs. Some say it was a conflict between the Orcish God, Gruumsh, and the Gnomish God, Garl Glittergold. Some say it was a
territorial conflict that erupted into full-scale war. Some say it was a combination of the two. Again, no one knows for sure but the
Gods themselves. After the Rain of Blood ended, the Gnomes of Solinar came together and founded Copper Town. Taking stock, the
Gnomes realized that their people were in desperate states. Even with optimistic estimates, their people were going to die out.

Saving Their Race

Though there are those who disagree that it is actually saving the race... Gnomes had to change their lives drastically due to their
decline. Less and less young were being born among the Gnomes, resources were initially thin (though have since stabilized), and
even their Gods seemed depressed about the situation their people were in. Something had to be done in order to survive. That
something became known as Artifact Ghomes, named after their own Artificer Gnome race. Using a process known only to the
Gnomes, the very life force of a dying Ghome is placed within a Construct, thus preserving the life of the Ghome. In this way the
Gnome race can at least survive... even if that survival may ultimately see the extinction of the flesh and blood Gnome race.

<+ ARTIFACT GNOMES
Shrouded in mystery, and often mistaken for some type of Golem, the Artifact Gnomes are actually living constructs infused with the
life force and mind of a Gnome who is close to death. This serves to keep the racial memory and culture of the Gnomes alive... as
they slowly die out as a species.
Living Construct Subtype (Ex): Artifact Gnomes are constructs with the living construct subtype. A living construct is a created being
given sentience and free will through powerful and complex creation enchantments. Artifact Gnomes are living constructs who
combine aspects of both constructs and living creatures, as detailed below.
Features: As a living construct, an Artifact Gnomes has the following features:
e An Artifact Gnomes derives its Hit Dice, base attack bonus progression, saving throws, and skill points from the class it
selects.
Traits: An Artifact Gnome possesses the following traits.
o Unlike other constructs, an Artifact Ghome has a Constitution score.
o Unlike other constructs, an Artifact Gnome does not have low-light vision or darkvision.
o Unlike other constructs, an Artifact Ghome is not immune to mind-affecting spells and abilities.
o Immunity to poison, sleep effects, paralysis, disease, nausea, fatigue, exhaustion, effects that cause the sickened
condition, and energy drain.
An Artifact Gnome cannot heal lethal damage naturally.
Unlike other constructs, Artifact Ghome are subject to critical hits, nonlethal damage, stunning, ability damage, ability
drain, death effects, and necromancy effects.
As living constructs, Artifact Gnome can be affected by spells that target living creatures as well as by those that target
constructs. Damage dealt to an Artifact Ghome can be healed by a cure light wounds spell or a repair light damage spell,
for example, and an Artifact Gnome is vulnerable to disable construct and harm. However, spells from the healing sub-
school and supernatural abilities that cure hit point damage or ability damage provide only half their normal effects to an
Acrtifact Gnome.
The unusual physical construction of Artifact Gnome makes them vulnerable to certain spells and effects that normally
don’t affect living creatures. An Artifact Gnome takes damage from heat metal and chill metal as if he were wearing
metal armor. Likewise, an Artifact Gnome is affected by repel metal or stone as if he were wearing metal armor. An
Artifact Gnome is repelled by repel wood. The iron in the body of an Artifact Ghome makes him vulnerable to rusting
grasp, taking 2d6 points of damage from the spell (Reflex half; save DC 14 + caster’s ability modifier). An Artifact
Gnome takes the same damage from a rust monster’s touch (Reflex DC 17 half). Spells such as stone to flesh, stone
shape, warp wood, and wood shape affect objects only and thus cannot be used on a Artifact Gnome.
An Artifact Gnome responds slightly differently from other living creatures when reduced to 0 hit points. An Artifact
Gnome with 0 hit points is disabled, as with a living creature. He can take only a single move action or standard action in
each round, but strenuous activity does not risk further injury. When his hit points are less than 0 and greater than 10,
an Artifact Gnome is inert. He is unconscious and helpless, and cannot perform any actions. An inert Artifact Gnome
does not lose additional hit points unless more damage is dealt to him, however, as with a living creature that has become
stable.
As a living construct, an Artifact Gnome can be raised or resurrected.
An Artifact Gnome does not need to eat, sleep, or breathe, but he can still benefit from the effects of consumable spells
and magic items such as heroes’ feast and potions.
Although living constructs do not need to sleep, an Artifact Gnome wizard must rest for 8 hours before preparing spells.
Stats: +1 Strength, +2 Constitution, —2 Wisdom, —1 Charisma. Artifact Gnome are resilient and powerful, but their difficulty
in relating to other creatures other than Gnomes makes them seem aloof or even hostile.




Medium: As Medium constructs, Artifact Gnome have no special bonuses or penalties due to their size.

Speed: Artifact Gnome base land speed is 30 feet.

Composite Plating: The plating used to build an Artifact Gnome provides a +2 armor bonus. This plating is not natural armor
and does not stack with other effects that give an armor bonus (other than natural armor). This composite plating occupies the
same space on the body as a suit of armor or a robe, and thus an Artifact Gnome cannot benefit from the effects of magic
armor or magic robes. Composite plating can gain a magic enhancement bonus and magic armor properties as armor can,
using the Craft Magic Arms and Armor feat. The character must be present for the entire time it takes to add this
enhancement. In addition, spells and infusions that normally target armor, such as magic vestment and armor enhancement,
can be cast with the composite plating of an Artifact Gnome character as the target. Composite plating also provides an
Avrtifact Gnome with a 5% arcane spell failure chance, similar to the penalty for wearing light armor. Any class ability that
allows an Artifact Gnome to ignore the arcane spell failure chance for light armor lets him ignore this penalty as well.

Light Fortification (Ex): When a critical hit or sneak attack is scored on an Artifact Gnome, there is a 25% chance that the
critical hit or sneak attack is negated, and damage is instead rolled normally.

Natural Weapons: An Artifact Gnome has a natural weapon in the form of a slam attack that deals 1d4 points of damage.
Automatic Languages: Common. Bonus Languages: None.

Favored Class: Fighter. A multiclass Artifact Gnome’s fighter class does not count when determining whether he takes an
experience point penalty for multiclassing.

Artificer Gnome Spell Lists
Avrtifact Gnomes may add the Artificer Spells on the list below that begin on page 103 of the Eberron Campaign Setting book:
e 1L evel: Inflict Light Damage, Repair Light Damage
2" Level: Inflict Moderate Damage, Repair Moderate Damage, Toughen Construct
3 Level: Construct Energy Ward, Inflict Serious Damage, Repair Serious Damage
4™ Level: Construct Energy Ward (Greater), Inflict Critical Damage, Iron Construct, Repair Critical Damage
6™ Level: Disable Construct, Hardening, Total Repair

Mystery of the Race

Most upon the face of Solinar have no idea of the existence of Artifact Ghomes as it is extremely rare for one to leave Copper

Town. Most upon the face of Solinar do not even know that Gnomes still exist as it is extremely rare for them to leave Copper Town
as well in this day and age... mostly so that they can be nearby in order to have their essence transferred upon their physical

deaths. The few Artifact Gnomes to have ever been seen by the rest of Solinar have been mistaken for Golems or regular Constructs.

The Future

Most Gnomes dream of the day that their race could be saved... and this is the dearest desire of even the Artifact Ghomes. But if this
could ever happen is unknown. The birth rate of the Gnomish people is extremely low in comparison to even the Dwarves of Solinar,
which works against them. Intervention by the Gnomish Gods has been minimal, and many believe that something has happened to
stop them from helping, as they assume no other explanation exists to justify their silence and lack of action.

+ SVIRENEBLIN (CURRENTLY RESTRICTED)
The Svirfneblin, or Deep Gnomes as some call them, reside in vast stretches of the Black, thriving below-ground in relative safety in
comparison to their surface cousins who are fighting for their survival. They are not a playable Race, normally. See the DM for more.
Svirfneblin Racial Traits:
e  +2to Dexterity & Wisdom, -2 to Strength, and -4 to Charisma.
e  Darkvision up to 120°. This replaces a standard Gnomes’ low-light vision.
e  Spell-Like Abilities: Blindness, Blur, & Change Self — 1/Day. Save DC = 10 + spell level.
e Stonecunning: Like Dwarves, Svirfneblin receive a +2 racial bonus on checks to notice unusual stonework. Something that
isn’t stone but that is disguised as stone also counts as unusual stonework. A Svirfneblin who merely comes within 10* of
unusual stonework can make a check as though actively searching and can use the Search skill to find stonework traps as a
rogue can. A Svirfneblin can also intuit depth, sensing the approximate distance underground as naturally as a Human can
sense which way is up.
Nondetection (Su): Svirfneblin have a continuous nondetection supernatural ability as the spell cast by a wizard of their
character level.
o  Spell Resistance of 11 + Character Level.
e +4 Dodge bonus against all creatures (no special bonus against giants).
e +2racial bonus on all saving throws.
e +2racial bonus on Hide checks, which improves to +4 in darkened areas underground.
Level Adjustment: +3.
Locals: Svirfneblin can be found only in the lightless depths of the world.




2+INT Mod x4 -1t0 STR; -2 to CHR; Darkvision 60’; Blur 1/Day; Stonecunning (+1); +2
Dodge bonus; +1 Racial Saves

2+INT Mod +1to DEX & WIS; -1 to CHR; Darkvision +30’; Change Self 1/Day;
Nondetection; +2 to Hide; Spell Resistance

2+INT Mod +1to DEX & WIS; -1 to STR & CHR; Darkvision +30’; Blindness 1/Day;
Stonecunning (+1); +2 Dodge bonus; +1 Racial Saves

Goliaths (RC)

Goliaths can be found primarily on Tyrnus as well as the Isle of Sands on Solinar, though there is rumor of a tribe that lives within the
Bastion Mountains on the southern portion of Aver. This races is reclusive and tend to keep themselves out of the affairs of others,
however those found on the Isle of Sands have thrown their lot in with Elves found in the center of the island against the depredations
of Shi Jin.

GOLIATH HEIGHT GOLIATH WEIGHT
Subrace Base Modifier Subrace Base Modifier
Goliaths 75172 3d8 Goliaths 250/225 3d20

Goliath Racial Traits:
+4 Strength, —2 Dexterity and +2 Constitution: Goliaths are massively muscled, but their bulk sometimes gets in the way
when they are trying to be nimble.
Goliath base land speed is 30 feet.
+2 bonus on Sense Motive checks: When speaking to one another, goliaths tend to augment their verbal communication with
subtle body language. They are likewise able to “read” the unintentional body language of others.
Monstrous Humanoid: As monstrous humanoids, goliaths are proficient with all simple weapons, but they have no
proficiency with any armor or shield.
Powerful Build: The physical stature of a goliath lets him function in many ways as if he were one size category larger.
Whenever a goliath is subject to a size modifier or special size modifi er for an opposed check (such as during grapple
checks, bull rush attempts, and trip attempts), the goliath is treated as one size larger if doing so is advantageous to him. A
goliath is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as
improved grab or swallow whole) can affect him. A goliath can use weapons designed for a creature one size larger without
penalty. However, his space and reach remain those of a creature of his actual size. The benefi ts of this racial trait stack with
the effects of powers, abilities, and spells that change the subject’s size category.
Mountain Movement: Because goliaths practically live on the ledges and cliffs of the most forbidding mountains, they are
particularly adept at negotiating mountain hazards. Goliaths can make standing long jumps and high jumps as if they were
running long jumps and high jumps. A goliath can engage in accelerated climbing (climbing half his speed as a move action)
without taking the -5 penalty on the Climb check.
Acclimated: Goliaths are automatically acclimated to life at high altitude. They don’t take the penalties for altitude described
in the Mountain Travel section on page 90 of the Dungeon Master’s Guide. Unlike other denizens of the mountains, goliaths
don’t lose their acclimation to high altitude even if they spend a long time at a lower elevation.

Automatic Languages: Common and Gol-Kaa.

Level adjustment: +1.

Racial Hit Dice: d10 Hit Dice.

Racial Skills: His class skills are Listen, Move Silently, Sense Motive, Spot, and Survival.

Racial Feats: A centaur’s monstrous humanoid levels give him two feats.

Space/Reach: 5 feet/5 feet.

Bonus Languages: Dwarven, Giant, Gnoll, Terran.

2+INT Mod x4 +2 to STR; +1 to CON; -1 to DEX; +1 on Sense Motive Checks;
Acclimated; Powerful Build

Halflings

Halflings may be found throughout Solinar, though they tend to concentrate in Aver, the Island of Sands, and Tyrnus. Halflings are
almost unique on Solinar in that they have yet to have a war which engulfed the whole of their race, instead being the type to avoid
massive conflict and live in peace with the other nearby races.

HALFLING SUBRACE HEIGHT HALFLING SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Halfling 24/22 3d4 Halfling 44/40 5d4




Halfling Racial Traits:
e As described in Player’s Handbook, under Halflings.
Level Adjustment: None.
Locals: Halflings have large communities on Aver and Tyrnus, and make up a sizable percentage of the population of Shi Jin and on
the Isle of Sands.

Half Dragons (RC)

On the world of Aver, it is no surprise that Dragons are a force of power in the world. From the Dragon Isles (ruled by a Great Wyrm
Gold Dragon) to Aver (terrorized by many evil Dragons) to the worship of the Dragon Gods while Human Gods were locked away
from Solinar, Dragons have been a part of the lives of many inhabitants on the planet. As such, many Half Dragons exist on

Solinar. In this section, we will address each type that can be found on Solinar. In order to take Half Dragon as a race, players must
utilize modified rules of the Dragon Racial Class.

HALF DRAGON SUBRACE HEIGHT HALF DRAGON SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Half Black 64/62 4d4 Half Black 84/80 5d4
Half Blue 64/62 3d4 Half Blue 85/81 5d6

Half Green 66/64 4d4 Half Green 80/76 5d6

Half Red 70/68 4d4 Half Red 100/95 5d6

Half White 60/58 2d4 Half White 75170 5d4

Half Brass 60/58 2d4 Half Brass 80/75 5d6
Half Bronze 65/60 3d4 Half Bronze 80/75 5d6
Half Copper 65/60 4d4 Half Copper 75/70 5d4

Half Gold 72170 4d4 Half Gold 95/90 5d6

Half Silver 70/68 4d4 Half Silver 100/95 5d6

All Types Of Dragon Racial Traits:

All Half Dragons acquire the following, level dependent, attributes. All level entries below stack.
Base Land Speed: 30 feet.

Racial Hit Dice: d12 Hit Dice.

Racial Skills: His class skills are Knowledge (Arcana), Spellcraft, Spot, and Survival.

Racial Feats: None.

Space/Reach: 5 feet/5 feet.

Automatic Languages: Common, Draconic

Bonus Languages: Elvish, Dwarvish, Sylvan.

Locals: Found anywhere on Solinar, a large concentration of them are found on Aver, the Dragon Isles, and Tyrnus.

2+INT Mod x4 +2 to STR; +1 to CHR,; -1 to DEX; +2 to Intimidate & Spot Checks;
Dragonblood Subtype; Low-Light Vision

2+INT Mod +2 10 STR & CON; -1 to DEX; Darkvision 30’; +2 on Saves vs. Sleep &
Paralysis; +1d4” to Height; +2d10lbs to Weight; Claws (1d3)

2+INT Mod +210 STR & INT; -1 to DEX; Darkvision +30°; +2 on Saves vs. Sleep &
Paralysis; Bite (1d4); Claws go to 1d4

2+INT Mod +2 t0 STR; +1 to CHR,; -1 to DEX; Dragon Type; +1d4” to Height;
+2d10Ibs to Weight

s HALF BLACK DRAGON
Half Black Dragons have the following modifiers:
e 2nd Level -- Acid Splash (Ex), 3/Day.
o 3rd Level -- Breath Weapon, Weak, 1d3 (Acid; 30' Line Range), Resistance to Acid 5.
e  4th Level -- Breath Weapon, Full, 1d6 (Now 60' Line Range), Resistance to Acid becomes 10.

< HALF BLUE DRAGON
Half Blue Dragons have the following modifiers:
e 2nd Level -- Create/Destroy Water (Ex), 3/Day.
o 3rd Level -- Breath Weapon, Weak, 1d3 (Lightning; 30' Line), Resistance to Electricity 5.
e  4th Level -- Breath Weapon, Full, 1d6 (Now 60' Line Range), Resistance to Electricity becomes 10.




s HALF GREEN DRAGON
Half Green Dragons have the following modifiers:
e 2nd Level -- Purify/Corrupt Food & Drink (Ex), 3/Day.
e 3rd Level -- Breath Weapon, Weak, 1d3 (Corrosive Gas; 15' Cone Range), Resistance to Acid 5.
e  4th Level -- Breath Weapon, Full, 1d6 (Now 30' Cone Range), Resistance to Acid becomes 10.

< HALEF RED DRAGON
Half Red Dragons have the following modifiers:
e 2nd Level -- Dancing Lights (Ex), 3/Day.
o 3rd Level -- Breath Weapon, Weak, 1d3 (Fire; 15' Cone Range), Resistance to Fire 5.
e 4th Level -- Breath Weapon, Full, 1d6 (Now 30" Cone Range), Resistance to Fire becomes 10.

s HALEF WHITE DRAGON
Half White Dragons have the following modifiers:
e 2nd Level -- Ray of Frost (Ex), 3/Day.
e 3rd Level -- Breath Weapon, Weak, 1d3 (Cold; 15" Cone Range), Resistance to Cold 5.
e 4th Level -- Breath Weapon, Full, 1d6 (Now 30" Cone Range), Resistance to Cold becomes 10.

< HALF BRASS DRAGON
Half Brass Dragons have the following modifiers:
e 2nd Level -- Resistance (Ex), 3/Day.
e 3rd Level -- Breath Weapon, Weak, 1d3 (Fire; 30' Line), Resistance to Fire 5.
e  4th Level -- Breath Weapon, Full, 1d6 (Now 60' Line Range), Resistance to Fire becomes 10.

<+ HALF BRONZE DRAGON
Half Bronze Dragons have the following modifiers:
e 2nd Level -- Know Direction (Ex), 3/Day.
e 3rd Level -- Breath Weapon, Weak, 1d3 (Lightning; 30' Line Range), Resistance to Lightning 5.
e 4th Level -- Breath Weapon, Full, 1d6 (Now 60' Line Range), Resistance to Lightning becomes 10.

<+ HALF COPPER DRAGON
Half Copper Dragons have the following madifiers:
e 2nd Level -- Mending (EX), 3/Day.
e 3rd Level -- Breath Weapon, Weak, 1d3 (Acid; 30" Line Range), Resistance to Acid 5.
e 4th Level -- Breath Weapon, Full, 1d6 (Now 60' Line Range), Resistance to Acid becomes 10.

<+ HALF GOLD DRAGON
Half Gold Dragons have the following modifiers:
e 2nd Level -- Flare (Ex), 3/Day.
e 3rd Level -- Breath Weapon, Weak, 1d3 (Fire; 15' Cone Range), Resistance to Fire 5.
e 4th Level -- Breath Weapon, Full, 1d6 (Now 30" Cone Range), Resistance to Fire becomes 10.

s HALF SILVER DRAGON
Half Silver Dragons have the following modifiers:
e 2nd Level -- Ghost Sound, 3/Day.
o 3rd Level -- Breath Weapon, Weak, 1d3 (Cold; 15' Cone Range), Resistance to Cold and Acid 2.
e  4th Level -- Breath Weapon, Full, 1d6 (Now 30' Cone Range), Resistance to Cold and Acid become 5.

Half-Elves

While Half-Elves are a standard race found in the Player’s Handbook, there are two types of Half-EIf that need to be addressed
specifically. For Half-Elves that are not Half-Sea or Half-Dark, use the standard PHB information.

HALF-ELF SUBRACE HEIGHT HALF-ELF SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Half-Dark EIf 60/62 1d8 Half-Dark EIf  60/62 1d8
Half-Sea EIf 58/60 1d10 Half-Sea EIf 58/60 1d10
Half-Elf, Normal Standard Half-Elf Standard




s HALF-DARK ELVES (RC)
While other Half-Elves may indeed have a difficult time finding their places in the world, none are more lost than the Half-Dark
Elves. Shunned by their Human parentage, killed or used as pawns by their Dark EIf parentage, the Half-Dark Elves can be considered
the “lost” by any that encounter them. This has turned the vast majority of them bitter, and it is rare indeed to come across one which
is of pure heart. Luckily, this particular type of Half-EIf is rare in the extreme.

Half-Dark Elven Racial Traits:
+1 Dexterity & Wisdom; -1 Constitution & Charisma.
Darkvision out to 90 feet. This trait replaces the high elf’s low-light vision.
Spell resistance equal to 5 + class levels.
+1 racial bonus on Will saves against spells and spell-like abilities.
Spell-Like Abilities: Drow can use the following spell-like abilities once per day: darkness, faerie fire. Caster level equals half
the Half-Dark Elf’s class levels.
e Weapon Proficiency: A Half-Dark EIf is automatically proficient with the hand crossbow, the scimitar, and the short sword.
This trait replaces the high elf’s weapon proficiency.
Base Land Speed: 30 feet.
Racial Hit Dice: d6 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: None.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common, Elven, Undercommon.
Bonus Languages: Abyssal, Aguan, Draconic, Drow Sign Language, Gnome, Goblin, Kuo-toan. This trait replaces the high elf’s
automatic and bonus languages.
Level Adjustment: +1 if not played through.
Locals: There are no communities of Half-Dark Elves, and indeed most tend toward lone wolf status, keeping to the fringes of society,
if entering it at all.

2+INT Mod x4 +1 DEX; -1 CON; Darkvision 60°; SR 2; Darkness Once Per Day

HALF-SEA ELVES
Forever waging war in the seas, protecting Elven Nation’s coasts, and exploring the vastness of the oceans. Life for a Sea EIf is one
adventure after another. Unlike Half-Dark Elves, Sea Elven society embrace their Half-kin and integrate them quite happily into their
society.

Half-Sea Elven Racial Traits:
+1 Dexterity; —1 Intelligence.
A Half-Sea EIf has the aquatic subtype.
A Half-Sea EIf has a swim speed of 30 feet.
Gills & Lungs: Half-Sea Elves have both gills and lungs, allowing them to survive indefinitely on both land and under the
sea.

e  Superior Low-Light Vision: Half-Sea Elves can see two times as far as a human in starlight, moonlight, torchlight, and similar

conditions of low illumination.

Level Adjustment: None.

Locals: Most Half-Sea Elves live in coastal areas near to Elven communities.

s HALF-ELF, GREEN, MOON & SUN ELVES
Half-Elves are in all ways matching the standard dwarves presented in the Player’s Handbook. Most tend to live in the communities of
their mothers, whichever that may be, but seldom find true belonging wherever that may be.

Half-Orcs

Half-Orcs suffer much more than Half-Elves could ever understand... though the two racial backgrounds do have ostracizing in
common with each other. Half-Orcs are far too often ruled by their inner rage than any other race on the surface of Solinar, and this
bleeds through in their day to day contact with others. It is this, in addition to their monstrous appearance, which sets them apart from
others. On Solinar there are two distinct types of Orcs: the Grays and the Greens as many refer to them. Each has their own
challenges they face, and each is viewed differently than the others by everyone else.




HALF-ORC SUBRACE HEIGHT HALF-ORC SUBRACE WEIGHT

Subrace Base Modifier Subrace Base Modifier
Half-Gray Orc 70/74 2d6 Half-Gray Orc 160/200 4d12
Half-Green Orc 75/78 2d8 Half-Green Orc 175/215 5d12

<+ HALF-GRAY ORC
Gray Orcs form the most accepted sub-race of Orc on Solinar. Known for their desires to live in peace with other cultures, their great
strides toward developing a cultural background for their people, and their fierce loyalty to those they deem friends, the Gray Orcs
have quickly made a positive influence on Solinar in the short time they have appeared. Gray Orcs were formerly a sub-caste within
Orcish society, forced into roles as cannon fodder, slaves, and servants. All of that changed just over 100 years ago when the Great
Revolt brought them to the surface of Solinar and thrust them into the view of others. Until that point most did not even know that
another type of Orc existed... and their first appearance brought with it great confusion. Their actions and willingness to live
peacefully with others has endeared them to many... though the racial hatreds between Orcs and Dwarves and between Orcs and Elves
are still there. Half-Gray Orcs tend to have ashen skin, black hair, and eyes, and are shorter and lighter than their Half-Green Orc
counterparts.

Half-Gray Orcish Racial Traits:
e +2 Strength; -1 Intelligence & Charisma.
e All other modifiers are as described in the Player’s Handbook under Half-Orc.
Level Adjustment: None.
Locals: Most Half-Gray Orcs are found on Tyrnus, though an enterprising few have spread to other continents. This is a rarity
however, and then to be singular individuals or small family groups.

s HALF-GREEN ORC
Green Orcs are the most widely known about of all Orcs, and represent the standard “monster” type one would think of when
encountering a war band of Orcs. Big, gnarly, surly, and animalistic, Green Orcs are truly why Orcs have a bad name. Half-Green
Orcs almost always have a mother who was not an Orc. No Green Orc female would ever bring shame and dishonor to her people and
family by carrying the seed of a non-Orc after all. This, combined with the disposition of Green Orcs, means that most Half-Green
Orecs are the product of rape... and as such lives a harsh and often brutal life. Very few are ever raised by their mothers... instead
being left for dead in the wild or dropped off at temples. This has produced two differing sub-types in personality amongst Half-Green
Orcs. The first is wild, tenacious, and much like their paternal ancestor. The other tends toward religious fervor, worshiping the deity
whose priest raised them. In many temples across the lands one can find a Half-Green Orc temple guard... or perhaps even an acolyte
or two.

Half-Green Orcish Racial Traits:

e  +3 Strength; +1 Constitution; -2 Intelligence & Charisma.

e  All other modifiers are as described in the Player’s Handbook under Half-Orc.
Level Adjustment: None.
Locals: Half-Green Orcs can be found anywhere that an Orcish population can be found.

Humans

With the coming of Man, Humans have quickly become one of the most prevalent species on the face of Solinar, falling short of the
Goblinoid races only because of their reduced gestation period in comparison. They can be found in any area of Solinar for one
reason or another, and in all ways are identical to the standard PHB Humans. However, two (for lack of a better term) sub-races of
Humans need to be discussed independently, Barbarians and Dragon Islanders.

HUMAN SUBRACE HEIGHT HUMAN SUBRACE WEIGHT

Subrace Base Modifier Subrace Base Modifier
Barbarian 70/72 1d8 Barbarian 160/180 4d8
Dragon Islander 62/64 1d6 Dragon Islander 100/115 1d10
Human Standard Human Standard

+ BARBARIAN TRIBAL
Members of the Human Barbarian Tribes tend to be larger and stockier than the other Humans on Solinar, though they lack in
education due to their way of life. Most possess brown or black hair, though red is not uncommon as well. See Adventuring in Solinar

page.




Barbarian Human Racial Traits:
e Theyare in all ways identical to standard Humans from the PHB except for their size differences and lack of formal
education which are reflected in the following:
e +1to Strength; -1 to Intelligence.
Level Adjustment: None.
Locals: Any area that has a Barbarian Tribe.

++ DRAGON ISLANDER
Natives of the Dragon Isles tend to be shorter and leaner than other Humans on Solinar, being lighter on their feet, but less hardy than
others owing to their usually aesthetic lifestyles.

Dragon Islander Racial Traits:
e Theyare in all ways identical to standard Humans from the PHB except for their size differences and the following:
e +1 to Dexterity; -1 to Strength.
Level Adjustment: None.
Locals: All Dragon Islanders hail from the Dragon Isles, though it is not uncommon to find them throughout the length and breadth of
Solinar.

Tieflings (RC)
A Tiefling is the descendant of a union between an infernal creature and a human. Shunned and maligned by the world at large,

Tieflings maintain a low profile and make their livings as spies, thieves, assassins, or smugglers. Few find the “legitimate” world very
appealing, and instead they blossom in the seedier side of society.

TIEFLING SUBRACE HEIGHT TIEFLING SUBRACE WEIGHT
Subrace Base Modifier Subrace Base Modifier
Tieflings 55/52 3d4 Tieflings 100/80 5d20

Tieflings are diametrically opposed to Aasimars and the two have found themselves innately at odds for untold generations. Some
Tieflings serve as mere soldiers for the dark powers, while others devise their own selfish goals, seeing cooperation with infernal
beings for mutual benefit.

Tiefling Racial Traits:
+2 Dexterity, +2 Intelligence, —2 Charisma
+2 racial bonus on Bluff and Hide checks: Tieflings are deceptive and stealthy.
Outsider (native): Tieflings are outsiders who are native to the Material Plane. Unlike true outsiders, native outsiders need to
eat and sleep.
Darkvision: Tieflings can see in the dark out to 60 feet. Darkvision is black and white only, but it is otherwise like normal
sight, and Tieflings can function fine with no light at all.
Darkness (Sp): A Tiefling can use darkness once per day as a 1st-level caster or a caster of her class level, whichever is
higher.
Racial Hit Dice: d6 Hit Dice.
Racial Skills: His class skills are Listen, Move Silently, Spot, and Survival.
Racial Feats: A centaur’s monstrous humanoid levels give him two feats.
Space/Reach: 5 feet/5 feet.
Automatic Languages: Common and Infernal.
Bonus Languages: Draconic, Dwarven, Elven, Gnome, Goblin, Halfling, and Orc.
Favored Class: Rogue. A multiclass Tiefling’s rogue class does not count when determining whether she takes an experience point
penalty for multiclassing.
Level Adjustment: 1
Locals: Much like Aasimar, there are no known communities of Tieflings anywhere on Solinar. Instead, they can periodically be
found wandering the world.

2+INT Mod x4 +1 DEX & INT; -1 CHR; +1 to Bluff & Hide Checks; Darkvision




Lyvcanthropes in Solinar (Restricted)

Lycanthropes are Humans who can transform themselves into animals and hybrid forms. They are found all over Solinar, but only
amongst Humans and Human-Blooded Races (Half-Elves, Half-Orcs, etc)... never other races. This is because of the nature of their
creation on Solinar.

The first Lycanthrope created on Solinar was the Werebear, being brought forth by Elanna to serve as her champions among the
mortal flock. The Goddess Elanna has her champions, but her adversary Seshna has her own as well, created either in jealousy or
simply to be contrary. Bitter is the rivalry between the Goddess of the Moon and the Goddess of Darkness, so much so that for every
type of good-aligned Lycanthrope out there, its opposite exists to combat it. Each has its own subculture that has arisen within its
fold, but one factor always remains: they are either agents of the Moon, or agents of the Darkness.

Each continent has their own types of Lycanthropes, usually based upon a prevalent animal found on the continent itself (though there
are no reasons one cannot travel the world). These are as follows:

ELANNA’s SESHNA'’s LOCATION

Werebear Werewolf Found on the continent of Aver natively.
Wereraven Weretiger Found on the Dragon Isles natively.
Wereboar Werespider Found on the continent of Tyrnus natively.
Werebat Wereserpents Found on the Isle of Sands.

CREATING A LYCANTHROPE ON SOLINAR

The first thing one will notice is that most of the Lycanthropes on Solinar are slightly weaker in some areas than those listed in the
MONSTER MANUALSs, while being stronger in other areas. No scholar is quite sure why this is, but most see this as the nature of
their being divine creations and the nature of the Goddess responsible.

This is not the same for the Lycanthropes created by Seshna. Seshna, in her cruelty, ensured that her creations could spread their
affliction... meaning any Lycanthrope created by Seshna DOES have the Curse of Lycanthropy under their descriptions.
Regardless, these are the only types of Lycanthropes one will find on the world of Solinar.

COMMON ABILITIES
All Lycanthropes have a few abilities that are common no matter what type of Lycanthrope they may be, as follows:
CLASS SKILLS: Class skills (and key ability for each skill) are Climb (STR), Intimidate (CHR), Knowledge (Nature), Listen (WIS),
Spot (WIS), Survival (WIS), and Swim (STR).
e  Skill Points at 1st Level: (4+INT Modifier) x4.
o  Skill Points at Each Additional Level: 4 + INT Modifier.
HIT DICE: No matter the Lycanthrope type, all roll D8s for Hit Dice during their Racial Class Levels.
LEVEL ADJUSTMENT: Level adjustment varies by subtype. See DM for more information.

Final Note

Any other race that a player may wish to play must be cleared through the Dungeon Master prior to bringing it into the
campaign. Most other races are considered ‘outsiders’ on Solinar, and very few (if any at all) of them exist.

Unearth Arcana Variant Rules
e Environmental Racial Variants: This variant is only used in specific areas of Solinar (such as the Isle of Sands &
Tyrnus). See the DM for more information on this Variant and if you are able to utilize one of them or not. (NOTE:
Elemental races are not used).
Reducing Level Adjustments: Utilized for Level Adjustment +2 and lower. Anything +3 and above utilizes the rules from
Savage Species and Racial Levels are required to gain the full abilities of these races (i.e., Half-Dragons, etc).
Bloodlines: None are allowed in Solinar as written in Unearthed Arcana.

¥




CHAPTER 4: CLASSES ON SOLINAR

Below we will discuss the various classes available for play on Solinar. These classes are taken from the varied D&D 3.5 books that
have been printed over time. Very few classes on Solinar are the exact same as they are in the Player’s Handbook and other
references, instead reflecting cultural and local flavors as well as specific changes needed to reflect phenomena found only on Solinar.

Below we will list those classes found in the Player’s Handbook and show what alternate class features or alternate classes are
available for use in Solinar. Afterwards, we will briefly discuss the “special” classes that are not found in the Player’s Handbook.

BARBARIANS

Barbarians are a unique entry here as “Barbarian” can mean either the Barbarian Class or the Human Barbarian Subrace. | will break
them down this way below. Barbarians of Solinar are a tribal people with each tribe being associated with a beast of Solinar. All are
members of the tribes indicated below. The Totem Barbarian is utilized for Barbarians on Solinar.

Barbarian Humans make their home across the length and breadth of Solinar. There are seven known tribes of Barbarians, with
another rumored to exist, though no concrete evidence has been established as of yet. Preferring the simple, nomad hunter life,
Barbarians tend toward rough and tumble, with feats of strength and prowess in battle seeming to get one further ahead in tribal life
than anything else. If they were to be compared to a Earth-like peoples, a combination of Highland Scots and Scandinavian Viking
seems to be the best description.

All Barbarian Tribes follow a caste system, regardless of tribe. This is as follows:
The highest caste of Barbarian is the Elders.
o Below the Elders in stature are the Warriors & Talespinners (Savage Bards class).
e Below them are the Crafters (Battle Sorcerers class).
o Finally, below the Crafters are the Younglings and Unblooded (i.e. those who do not fight).

Families have members of all castes usually, and all castes accept their place without question. The life of the Barbarian tribes is
harsh (one might say Spartan-like), but no finer warriors can be found to fight on one’s side. Different tribes can be found as indicated
below:

Ape Tribe: The Ape Tribe is made up exclusively of Orcs and Half-Orc on the Isle of the Gods.

Bear Tribe: The Bear Tribe is unique among the Barbarian Tribe as it has small enclaves everywhere one will find

Barbarians, though the size of these enclaves differs. This enclave of Barbarians is famous for one aspect that sets them apart

from the rest, they are Werebears (see that section under Races).

Boar Tribe: The Boar Tribe can be found in the hills of the Plain of Winds on the continent of Tyrnus.

Dragon Tribe: The Dragon Tribe can be found on Ugh'Ratha, though they have recently taken a severe hit to their population

due to their failed invasion of the Princedoms.

Horse Tribe: Found on the Isle of Sands, these Barbarians live a tribal, nomadic life in the wastes.

Raven Tribe: Found only on a small island in the Dragon Isles, the Raven Tribe keeps to themselves.

Wolf Tribe: The Wolf Tribe can be found on Aver located mainly within the Stormtree forested region.

Ape Tribe
The Ape Tribe inhabits the Isle of the Gods and is made up exclusively of Orcs and %2 Orcs. No other races are members of this tribe
and the tribe as a whole is fiercely dominant and war-like... combining the ferocity of the Orc with the brutality of the Barbarian.
e At 1st level, an ape-totem barbarian gains a climb speed equal to one-half his base land speed (round down to the nearest 5-
foot interval). At 2nd level, an ape-totem barbarian gains a +2 bonus on Intimidate checks.
e A 3rd level ape-totem barbarian gains Power Attack as a bonus feat.
e At 5th level, an ape-totem barbarian's climb speed equals his base land speed.

Bear Tribe

The Bear Tribe can be found anywhere that Barbarians may be found, as they hail from the other Tribes originally. When Werebear
shows itself upon them, they leave their current Tribe and officially join the Bear Tribe. Every location one can find a Barbarian will
have at least one Bear Tribe member living among them. Utilize the rules for “Werebear of Elanna” found later in this book when
creating a Bear Tribe member. ALL members of this Tribe are Werebears... no exception. Bear Tribe members do not gain Rage as
an ability, instead utilizing the Berserker Strength alternate class feature.
o Berserker Strength (Bear Clan Only): The decision of when to rage is one of the toughest faced by a barbarian. Selecting
the berserker strength class feature in place of rage removes the need for this often complicated tactical decision, replacing it




with an automatically activated boost to your combat prowess and durability. In short, when the going gets tough, you get
tougher.
o When your current hit point total is below 5 x your barbarian level, your berserker strength automatically activates.
You gain a +4 bonus to your Strength score, a +2 bonus on saves, damage reduction 2/-, and a -2 penalty to your
AC. The damage reduction granted by berserker strength stacks with any similar kind of damage reduction. There is
no limit to the number of times per day your berserker strength can activate. While berserker strength is active, you
have the same limitation on actions as a barbarian in rage. You cannot voluntarily end your berserker strength,
although you automatically drop out of it while unconscious, helpless, or (most likely) when you receive healing to
bring your current hit points above the threshold.
= At 11th level (or if you would gain the greater rage class feature from any class), your berserker strength
improves instead. The bonus to your Strength score improves to +6, your bonus on saves improves to +3,
and you gain damage reduction 3/- (or your existing damage reduction of the same kind improves by 3).
At 20th level (or if you would gain the mighty rage class feature from any class), your berserker strength
instead improves again. The bonus to your Strength score improves to +8, your bonus on saves improves to
+4, and you gain damage reduction 4/- (or your existing damage reduction of the same kind improves by
4).
o Any effect that would normally apply only during your rage applies whenever your berserker strength is active.

Boar Tribe

The Boar Tribe exists only in rumor to most beings of Aver. Little is known of this Tribe as they live upon the lands of Phase... only
appearing on Solinar periodically. A barbarian dedicated to the boar totem does not gain the standard fast movement, uncanny dodge,
trap sense, and improved uncanny dodge barbarian class features, and instead gains the following abilities.
When raging, a 1st-level boar-totem barbarian is treated as having the Diehard feat, even if he does not meet the normal
prerequisites.
At 3rd level and higher, a boar-totem barbarian's rage lasts for 2 rounds longer than normal.
Beginning at 7th level, a boar-totem barbarian's damage reduction is 1 point higher than the normal value. Thus, at 7th level,
a boar-totem barbarian's damage reduction is 2/-, and it rises by 1 point every three levels thereafter.

Dragon Tribe
The Dragon Tribe can be found originally on Ugh’Ratha, though recently they have suffered great losses to their population of adult
males. Their failed invasion of the Princedoms in support of the Serpent Tribe resulted in many of them being killed. As it stands
only women, children, and the infirm live in Dragon Tribal lands. A barbarian dedicated to the dragon totem does not gain the
standard fast movement, uncanny dodge, trap sense, and improved uncanny dodge barbarian class features, and instead gains the
following abilities.

e A lst-level dragon-totem barbarian gains Blind-Fight as a bonus feat.

e At 2nd level, a dragon-totem barbarian gains a +2 bonus on saves against paralysis and sleep effects.

e At 5th level, a dragon-totem barbarian gains the frightful presence ability. The save DC is equal to 10 + 1/2 barbarian level +

barbarian's Cha modifier.

Horse Tribe

The Horse Tribe can be found primarily upon the Isle of Sands living a nomadic lifestyle, though they do have a stronghold in the
center of their territory (picture Mongols). The stronghold there is primarily a place where pregnant or nursing mothers and the infirm
or young live. A barbarian dedicated to the horse totem does not gain the standard uncanny dodge, trap sense, and improved uncanny
dodge barbarian class features, and instead gains the following abilities. Members of the Horse Tribe utilize the Horselord alternative
class feature, detailed below. The horselord is a variant barbarian. Unless otherwise noted, a horselord advances in the same manner
as a barbarian (same Hit Die, base attack bonus, saving throw bonuses, skill points, and so on). When a character elects to take a level
of barbarian or horselord, he may not later take levels in the other class. This prevents the character from gaining the benefits of a 1st-
level barbarian twice. The horselord loses fast movement and trap sense, but gains several new abilities. The horselord does not rage,
replacing that ability with a battle ecstasy he can use with the same frequency.

o Battle Ecstasy: Through special prayers, protective garments, or even nakedness in battle - to become invulnerable to the
weapons of the enemy. A horselord who enters battle ecstasy becomes difficult to harm. He temporarily gains a +4 bonus to
Dexterity, a +4 bonus to Constitution, and damage reduction 1/-. The horselord's damage reduction while in battle ecstasy
stacks with the damage reduction he receives at higher levels (thus, a 7th-level horselord has DR 2/- while in battle ecstasy).
A horselord can use any skill or feat while in battle ecstasy, but all skill checks except for Handle Animal and Ride take a -2
penalty. Battle ecstasy lasts as long as a barbarian's rage and has the same fatiguing effect. Beginning at 17th level, the
horselord is no longer fatigued after leaving a battle ecstasy. The horselord's battle ecstasy has no greater rage or mighty rage
equivalents.

Skills: A horselord takes no penalty on Ride checks for riding bareback and gains a +2 bonus when using any kind of saddle
(which stacks with the normal +2 bonus on Ride checks when using a military saddle). A horselord must choose a kind of




animal he knows of and has ridden as a mount at least once. He receives a +2 bonus on Handle Animal checks whenever
dealing with the selected kind of animal (most horselords choose the animals their tribes routinely use).

Animal Companion: At 4th level, the horselord's mount becomes an animal companion as per the ranger abilitiy of the same
level. The horselord must own and ride the horse for at least two months before he can bond with it in this way. Treat the
mount in all ways as the animal companion of a ranger of the same level as the horselord, except the horselord's mount
retains the animal type and is not considered a magical beast. If the mount is killed or otherwise lost, the horselord can find a
new companion mount after 1d4 months of searching and a successful DC 15 Handle Animal check.

Improved Mounted Archery: At 6th level, the horselord gains Improved Mounted Archery as a bonus feat.

Raven Tribe

The Raven Tribe is said to inhabit the northwestern-most island in the Dragon Isles. A barbarian dedicated to the raven totem does not
gain the standard fast movement and trap sense, and instead gains the following abilities.

e At 1st level, a raven-totem Barbarian’s keen vision grants him a +2 Bonus on Spot Checks.

e A 3rd level raven-totam Barbarian gains Lightning Reflexes as a bonus feat.

Wolf Tribe

The Wolf Tribe can be found on Aver, located mainly within the Stormtree forested region. A barbarian dedicated to the wolf totem
does not gain the standard uncanny dodge, trap sense, and improved uncanny dodge barbarian class features, and instead gains the
following abilities.
A 2nd-level wolf-totem barbarian gains Improved Trip as a bonus feat, even if he does not meet the normal prerequisites.
A barbarian who prefers crafty hunting over pure ferocity might choose to exchange his rage ability for certain ranger class
features.
This variant simply swaps one or more of a class's features for one or more class features of another class. A class feature
gained works just as it did for its original class, including the level at which it is gained and any other effects, except as noted
below.
o Loses: Rage, greater rage, indomitable will, tireless rage, mighty rage.
o Gains: Favored enemy (as ranger), archery combat style, improved archery combat style, and archery combat style
mastery (as ranger).

View the Spirit World

Your link to the divine gives you an uncanny insight into the intricacies of the spirit world. This unique perception lets you expand
your senses into realms that few mortals can perceive.
Level: 5th.
Replaces: This benefi t replaces the improved uncanny dodge class feature.
Benefit: Once per day, you can peer into the spirit world for a number of rounds equal to one-half your barbarian level
(rounded down). While doing so, you gain darkvision out to 60 feet, can see invisible creatures, and gain a +2 bonus on
Search and Spot checks. This is a supernatural ability.




BARDS

Bards on Solinar will often utilize special rules depending upon their origins. A Bard from Trademeet, which hosts a Bard’s College,
will be completely different than the Tale Weavers, savage Bards hailing from Barbarian Tribes. The following are available
depending upon the background of the character, on Solinar:

Bardic Knack

Wandering bards learn more mundane skills and less esoteric knowledge on their travels. If you select this class feature, you have
done a little bit of everything; maybe you spent a few months as a wilderness guide, and you also had a cousin in an ambassador’s
retinue who regaled you with tales of courtly intrigue. The bardic knack class feature makes you more capable of accomplishing
simple tasks with a wide variety of skills. You do not need to dabble in noncritical skills (unless you want to be considered trained in
their use), freeing up your skill points to focus on a small range of crucial skills.
Level: 1st.
Replaces: If you select this class feature, you do not gain bardic knowledge.
Benefit: When making any skill check, you can use 1/2 your bard level (rounded up) in place of the number of ranks you
have in the skill (even if that number is 0). For example, a 5th-level bard would have the equivalent of 3 ranks in Appraise,
Balance, Bluff, and so on (but only for the purpose of making skill checks). You cannot take 10 on checks when you use
bardic knack (to take 10 you have to use your actual ranks). If the skill does not allow untrained checks, you must have at
least 1 actual rank to attempt the check.

Bardic Sage
The bardic sage focuses his efforts on learning, research, and the power of knowledge. The bardic sage has all the standard bard class
features, except as noted below.
Alignment: The bardic sage must be neutral good, neutral, or neutral evil. The true pursuit of knowledge cares little for
ethical extremes. A bardic sage who becomes chaotic or lawful cannot progress in levels as a bardic sage, though he retains
all his bardic sage abilities.
Base Save Bonuses: The bardic sage has good will saves, but has poor Fortitude and Reflex saves.
Spellcasting: A bardic sage learns and casts spells as a normal bard, with a few exceptions. In addition to the normal number
of spells known, a bardic sage knows one divination spell of each spell level he is capable of casting. For example, a 1st-level
bardic sage knows four O-level bard spells plus one 0-level bard spell of the divination school (such as detect magic, know
direction, or read magic). The bardic sage's number of spells per day does not change.

o Tolearn or cast a spell, a bardic sage must have an intelligence score (not Charisma score) equal to at least 10 + the
spell level. All other spellcasting factors, including bonus spells and save DCs, are still determined using the bardic
sage's Charisma score. Add the following spells to the bardic sage's class spell list:

= 1st - detect chaos/evil/good/law.

2nd - zone of truth.

3rd - arcane sight.

4th - analyze dweomer (lowered from 6th), sending.

5th - contact other plane, greater scrying (lowered from 6th).

6th - true seeing, vision.
Bardic Knowledge: A bardic sage gains a +2 bonus on all bardic knowledge checks.
Bardic Music: A bardic sage's powers of inspiration are not as persistent as those of a traditional bard. His ability to inspire
courage, inspire greatness, or inspire heroics lasts only 3 rounds after the ally can no longer hear the bardic sage sing, rather
than the normal 5 rounds.

Divine Bard
Not all bards are arcanists; some derive their special powers from a divine tradition as indicated below. The divine bard has all the
standard bard class features, except as noted below. Gods/Goddesses: The following of Solinar Gods and Goddess have Divine Bards
as an option:
Dwarven God, Hanseath
Elven God, Alobal Lorfiril
Gnomish God, Sheyanna Flaxenstrand
Halfling God, Sheela Peryroyl
Human God, Liandra
Spellcasting: A divine bard learns and casts spells as a normal bard, with some minor exceptions. A divine bard's spells are
divine spells, not arcane spells. To learn or cast a spell, a divine bard must have a Wisdom score (not Charisma score) equal
to at least 10 + the spell level. All other Spellcasting factors, including bonus spells and save DCs, are still determined using
the divine bard's Charisma score. Like druids, paladins, and rangers, divine bards need not designate a specific deity as the




source of their spells. However, a divine bard cannot cast spells of an alignment that does not match his. Thus, divine bards
cannot cast lawful spells (since bards cannot be lawful). Neutral divine bards cannot cast any spells associated with an
alignment (and are thus relatively rare).
o Add the following spells to the divine bard's class spell list:
= 0 - create water, cure minor wounds.

1st - detect evil/good/law, protection from evil/good/law.

2nd - consecrate, desecrate, gentle repose.

3rd - magic circle against evil/good/law, prayer.

4th - remove disease, speak with dead, sending.

5th - divination, restoration.

6th - commune, hallow, unhallow, raise dead.

Healing Hymn

When you play your healing hymn, your allies can cast curative spells more effectively. Furthermore, everyone around you feels

rejuvenated and more fully rested when your hymn becomes a lullaby.
Level: 1st.
Replaces: This benefi t replaces the fascinate bardic music ability.
Benefit: If you have 3 or more ranks in a Perform skill, you can use your music or poetics to create an area conducive to
healing. To be affected, an ally must be able to see and hear you perform. The effect lasts as long as you continue performing
and for 5 rounds thereafter. An affected ally who casts any conjuration (healing) spell gains a +1 sacred (if you’re good or
neutral) or profane (if you’re evil) bonus on the roll for each rank you have in the Perform skill. This ability has no effect on
spells cast from wands, scrolls, or other magic items. In addition, if you use this ability for 1 full minute before you and your
allies retire for the night, everyone in the group heals naturally as if he had completed 24 hours of bed rest (thus recovering
twice his character level in hit points). If the music is interrupted, the magic of the song is lost. Either use of healing hymn
counts as one daily use of your bardic music ability. This is a spell-like ability.

Tale Weaver
Utilizing the Savage Bard rules, Tale Weavers are Bards that hail from one of the Barbarian Tribes. The savage bard is a warrior at
heart, though his arcane powers strike fear into the enemies of his tribe. Savage bards often multi-class as barbarians to improve their
combat prowess.
Alignment: A savage bard must be chaotic in alignment. A savage bard who becomes nonchaotic cannot progress in levels
as a bard, though he retains all his bard abilities.
Base Save Bonuses: A savage bard has good Fortitude and Will saves, but has poor Reflex saves.
Changes: A savage bard loses Decipher Script and Speak Language as class skills. He adds Survival to his list of class skills.
The savage bard has all the standard bard class features, except as noted below.
Illiteracy: A savage bard is illiterate, just as a barbarian is. An illiterate savage bard cannot use or scribe scrolls.
Spellcasting: Remove the following spells from the savage bard's class spell list; calm emotions, comprehend languages,
detect secret doors, erase, prestidigitation, read magic, sepia snake sigil, summon monster (I through VI).
o Add the following spells to the savage bard's class spell list:
= 1st - calm animals, detect snares and pits, endure elements, summon nature's ally I.
2nd - bull's strength, pass without trace, summon nature's ally I1.
3rd - snare, summon nature's ally I11.
4th - insect plague, summon nature's ally IV.
5th - commune with nature, summon nature's ally V.
6th - creeping doom, reincarnate, summon nature's ally V1.




CLERICS

Clerics of Solinar are many and varied depending of course upon the deity they worship, but can also be strongly influenced by what
culture they come from.The following alternate class features are available on Solinar.

Ancestral Speaker

Many cultures of Solinar do not have standard clerics as one pictures them. Felians, for example, utilize the Ancestral Speaker
alternative class. The following cultures specifically will have them in preference over the standard cleric.

X3

8

Centaurs

Felians

Goblins

Orcs (and Half-Orcs raised in the Orcish culture)
Ogres (and Half-Ogres raised in the Orcish Culture

X3

o

X3

8

X3

8

X3

o

An ancestral speaker calls upon his forebears, and the deceased patriarchs and matriarchs of his clan, family, or nation, for spells and
guidance. Unlike standard clerics, whose first devotion is often to their priesthood, an ancestral speaker serves and protects the honor
of his ancestors and the well-being of his people with equal fervor. They are, after all, essentially the same thing; his people today are
the family of those who have gone, and they themselves will one day be the ancestor spirits to following generations:

e Hit Die: d8.

e  Skills: The ancestral speaker's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy
(Cha), Heal (Wis), Knowledge (history) (Int), Knowledge (local) (Int), Knowledge (religion) (Int), Perform (Cha), Profession
(Wis), Sense Motive (Wis), and Spellcraft (Int). Further, an ancestral speaker may choose any two cross-class skills to
become class skills; these were taught to him by his ancestors during communion over the course of his training to become an
ancestral speaker.

o Skill Points at 1st Level: (4 + Int modifier) x 4.
o Skill Points at Each Additional Level: 4 + Int modifier.

+0 +2 +2 +2 Ancestral Communion (Skills), 1/Day ; Holy Presence
+1 +3 +3 +3
+2 +3 +3 +3
+3 +4 +4 +4 Death Talker +2

+3 +4 +4 +4 Ancestral Communion (Skills), 2/Day
+4 +5 +5 +5
+5 +5 +5 +5
+6 +6 +6 +6 Death Talker +4

+6 +6 +6 +6 Ancestral Communion (Questions), 1/Day; Improved
Resurrection

+7 +7 +7 +7 Ancestral Communion (Skills), 3/Day

+8 +7 +7 +7
+9 +8 +8 +8 Death Talker +6
+9 +8 +8 +8
+10 +9 +9 +9
+11 +9 +9 +9 Ancestral Communion (Skills), 4/Day
+12 +10 +10 +10 Death Talker +8

+12 +10 +10 +10
+13 +11 +11 +11
+14 +11 +11 +11
+15 +12 +12 +12 Ancestral Communion (Skills), 5/Day
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Class Features: All of the following are class features of the ancestral speaker.

o Weapon and Armor Proficiency: The ancestral speaker is proficient with all simple weapons, with light and medium
armor, and with shields (except tower shields).

o Spells: An Ancestral Speaker casts divine spells (the same type of spells available to the druid, paladin, and ranger),
which are drawn from the cleric spell list. However, his alignment may restrict him from casting certain spells
opposed to his moral or ethical beliefs; see Chaotic, Evil, Good, and Lawful Spells, below. An Ancestral Speaker
must choose and prepare his spells in advance. To prepare or cast a spell, a cleric must have a Charisma score equal
to at least 10 + the spell level (CHR 10 for 0-level spells, CHR 11 for 1st-level spells, and so forth). The Difficulty
Class for a saving throw against a cleric’s spell is 10 + the spell level + the Ancestral Speaker’s Charisma modifier.




o Ancestral Communion (Ex): In addition to spells, the ancestral speaker may pray to his ancestors for advice or
knowledge. At 1st level, the ancestral speaker may request a bonus on any one specific skill, once per day. The
ancestors grant him temporary knowledge of that skill, bestowing a competence bonus equal to the ancestral
speaker's Charisma modifier plus his class level. It does not matter if the speaker already possesses any ranks in this
skill or not; the ancestral speaker can use the skill even if he is untrained in its use or cannot normally use it. The
bonus lasts for a number of rounds equal to 1 plus the ancestral speaker's Charisma bonus. At 5th level and every 5
levels thereafter, the ancestral speaker may use this power an additional time per day. At 9th level, the ancestral
speaker may choose to ask the ancestors' advice, rather than seeking their aid with skills. Instead of a skill bonus, he
may choose to ask them questions, as per the commune spell cast by a cleric of his level. He may do this only once
per day; any other uses of ancestral communion during that day must be requests for help with a skill.

Holy Presence (Ex): The ancestral speaker is considered to be his own holy symbol, as he is descended from the
beings on whom he calls. Thus, he need not carry any such symbol, and can cast spells with the Divine Focus
component without one.

Death Talker (Ex): Due to his long association with the spirits of the departed, the 4th-level ancestral speaker gains a
+2 bonus to all Diplomacy, Bluff, Intimidate, and Sense Motive checks against undead. At 8th level and every 4
levels thereafter, this bonus increases by +2.

Improved Resurrection (Ex): The ancestors on whom the speaker calls well know the pathways between life and
death, and they can smooth over the transition for anyone making the crossing at their speaker's behest. Anyone
raised or resurrected by an ancestral speaker still loses a level, but only a portion of the normal XP. Under most
conditions, level loss drops the victim to the halfway point of the old level; someone raised by an ancestral speaker
drops to the three-quarter mark. For example, a 9th-level character who is raised would normally drop to 32,000 XP.
(A character needs 28,000 for 8th level and 36,000 for 9th, so half the difference is 4,000.) If that character were
raised by a speaker, however, he would drop only to 34,000 XP.

Blasphemous Incantation
Not all evil deities or fiendish powers are concerned with undead. Some grant their mortal servants the ability to channel their unholy
will in the form of a blasphemous incantation.
Level: 1st (cleric).
Special Requirement: To select this class feature, you must be evil. If your alignment changes to something other than evil,
you lose access to this class feature until your alignment is restored to evil.
Replaces: If you select this alternative class feature, you lose the ability to rebuke undead.
Benefit: You can call upon your evil master to smite your enemies. All good creatures within 30 feet must succeed on
Fortitude saves (DC 10 + 1/2 your caster level + your Cha modifier) or become sickened for a number of rounds equal to
your Charisma modifier (minimum 1 round). You can utter a blasphemous incantation a number of times per day equal to 3
+ your Cha modifier. If you have 5 or more ranks in Knowledge (religion), the DC of the Fortitude save increases by
2. Blasphemous incantation is a supernatural ability.

Crusader

The crusader is a holy warrior, a martial priest dedicated to battling the enemies of his church and spreading the teachings of his deity
throughout the lands. The crusader is in many respects akin to the paladin, but is devoted solely to ridding the world of the followers
of enemy gods, rather than the paladin's code. She wields weapon and spell with equal faculty, and is willing either to lead others into
battle or to stand against the enemy alone.
e Hit Die: d8.
e Class Skills: The crusader's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Handle
Animal (Cha), Heal (Wis), Intimidate (Cha), Knowledge (arcana) (Int), Knowledge (history) (Int), Knowledge (religion)
(Int), Profession (Wis), Ride, (Dex), and Spellcraft (Int).
o  Skill Points at 1st Level: (2 + Int modifier) x 4.
o  Skill Points at Each Additional Level: 2 + Int modifier.
Class Features: All of the following are class features of the crusader.

o Weapon and Armor Proficiency: The crusader is proficient with all simple weapons, with all types of armor, and
with shields (including tower shields). In addition, the crusader may choose a single martial weapon with which she
is proficient, as though she had the Martial Weapon Proficiency feat.

Deific Foe (Ex): At 1st level and every 5 levels thereafter, a crusader must choose a deity opposed to her own god.
The crusader gains a +4 morale bonus to attack and damage rolls against worshipers of the chosen deific foe.

Turn Foe's Followers (Su): Starting at 1st level, the crusader may turn or destroy worshipers of her deific foe. This is
resolved just like a normal cleric's turn undead ability, except that the ability only affects worshipers of the deific
foe. A crusader can use this ability a number of times per day equal to 3 + her Charisma modifier. A crusader with 5
or more ranks of Knowledge (religion) gains a +2 bonus on turning checks against worshipers of her deific foe.




o Bonus Feats: The crusader gains a bonus feat at 3rd level and every five levels thereafter. These feats must come
from the fighter's bonus feat list, with the following alteration: Remove Weapon Specialization and Greater Weapon
Specialization from the list (as clerics cannot take those feats), and replace it with Combat Casting.

Smite (Su): Once per day, beginning at 5th level, a crusader may make a smite attack against any foe, so long as the
foe does not worship the crusader's deity and does not share either the deity’s or the crusader's alignment. She adds
her Charisma bonus to her attack roll and deals 1 extra point of damage per crusader level. If the crusader
accidentally smites a creature that does not qualify by the above conditions, the Smite has no effect, but the ability is
still used up for the day. At 10th, 15th, and 20th level the crusader gains an additional smite attempt per day.

+0 +2 +0 +2 1%t Deific Foe; Turn Foe’s Followers

+1 +3 +0 +3

+2 +3 +1 +3 Bonus Feat

+3 +4 +1 +4

+3 +4 +1 +4 Smite, 1/Day

+4 +5 +2 +5 2nd Deific Foe

+5 +5 +2 +5
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+6 +6 +2 +6 Bonus Feat

+6 +6 +3 +6

+7 +7 +3 +7 Smite, 2/Day

+8 +7 +3 +7 31 Deific Foe

+9 +8 +4 +8

+9 +8 +4 +8 Bonus Feat

+10 +9 +4 +9

+11 +9 +5 +9 Smite, 3/Day

+12 +10 +5 4t Deific Foe

+12 +10 +5

+13 +11 +6 Bonus Feat

+14 +11 +6
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+15 +12 +6 Smite, 4/Day

Peripheral Beliefs

Religions are steeped in dogma and traditions. The dogma of a religion almost always comes directly from the deities whom the
religion reveres. Traditions, on the other hand, sometimes form for reasons that have little to do with the faith's deity. This article
presents five sample peripheral beliefs, from which you may choose up to two. If a cleric violates a belief for any reason he loses its
benefit until he receives an atonement spell. In game terms, these can be considered “Flaws” (even if not really Flaws) that can be
added to your character’s calling, regardless of their faith.

Daily Prayer: At specific times of day, you must perform a prayer while facing a specific direction.

o Restrictions: You must stop to pray at the appropriate times, regardless of your current situation. Most deities
require at least three 5-minute prayers each day (dawn, noon, and sunset) but stricter lawful deities may also require
prayers at mid-morning and mid-afternoon.

o Benefits: Since you must always face the proper direction while praying, you can automatically discern true north as
if you had 5 ranks in Survival. If you already have 5 ranks in Survival you gain a +2 bonus on all Survival checks
instead.

Day of Rest: Every seventh day, you must refrain from all physical activity, regardless of whether you are in town, on the
road, or in the dungeon.

o Restrictions: On the designated day, you cannot take attack actions, cast spells with somatic components, activate
mechanical devices, or carry a load heavier than light.

o Benefits: Due to being especially well-rested, you gain a +4 bonus on all saves made against sleep effects and you
do not suffer a -10 penalty when making Listen checks while asleep.

Dietary Restriction: You believe a certain kind of food - such as all meat from a certain kind of animal or from any animal
not slain in a specific way - is unclean. Any utensils or dishes used with unclean food themselves become unclean and taint
any other food they touch.

o Restrictions: Any food prepared by someone other than a devout follower of the religion, or any potion that is not
created by the cleric, violate these standards of cleanliness. (A detect poison spell can detect these foods, since the
cleric perceives such fare as spiritual poison.)

o Benefits: Due to the careful choice of foods, the cleric is especially healthy and gains a +1 bonus on Fortitude saves
against poisons and diseases.

Sacred Animal: You consider some particular kind of animal sacred, such as cats, cows, or birds. You cannot harm or
impede a sacred animal in any way, and you must attempt to prevent others from harming or impeding one.




o Restrictions: You cannot attack the sacred creature, even in self-defense. If your allies choose to attack such a
creature in self-defense, you must ensure the creature survives, such as binding its wounds once it goes unconscious.
If your allies are the aggressors, you cannot cast beneficial spells on them for 24 hours after the combat ends.
Benefits: Animals of the sacred kind feel a special affinity for you and instinctively avoid attacking you unless in
self-defense or under magical compulsion (this benefit does not extend to your allies). In addition, you gain a +4
bonus on all Charisma-based skill checks when interacting with such creatures.

e Sacred Clothing: You must wear some particular item of clothing that takes up a magic item slot, such as a head covering or
a ceremonial glove, at all times.

o Restrictions: Since the special clothing must be both worn and displayed as a show of devotion, you cannot cover up

or remove it. This often means you must forego use of magic items that would be worn in that slot. It might also
cause you to commit violations of etiquette in social situations.
Benefits: The special item of clothing is of masterwork quality and costs at least 25 gp. Wearing it grants you a +2
bonus on Charisma-based skill checks when dealing with other followers of your religion and it may be enhanced
using normal magic item creation rules. A set of armor or other item that grants you benefits cannot count as your
sacred clothing.




DRUIDS

Druids in Solinar belong to one of four Druidic Orders that worship the Elemental Lords. During The Hiding, as it has come to be
called, Tiamat and other evil Draconic Deities, along with Grummsh and a few other evil Gods and Goddesses, locked the Human
pantheon away from the world. During this time, however, Druids on Solinar never lost their power. Their place in society grew
overnight almost as Druids became the only Humans able to cast divine spells. Other races followed the Druidic path of course, but
other races like the Felians, Genasi, etc may be Elemental Order Druids. Most other races do not become Elemental Order Druids,
instead gaining their power from the natural Gods & Goddesses of their race.

The four Orders are detailed individually below. All Druids of the various Orders have a few changes that are standard across the
board. Druidic spells will always have an elemental flavor to them that is synonymous with their Order. The spell is always the same
as those detailed in the description, but if an elemental flavor can be given to them, it will take precedence. Additionally, their Druidic
ability of Wild Shape is limited by the very Elemental Lords and Ladies that they worship. This means that they can only assume
shapes associated with their Order. This is shown in the descriptions below.

Druids adventure to gain knowledge (especially about animals and plants unfamiliar to them) and power. Sometimes, their superiors
call on their services. Druids may also bring their power to bear against those who threaten what they love, which more often includes
ancient stands of trees or trackless mountains than people. While druids accept that which is horrific or cruel in nature, they hate that
which is unnatural, including aberrations (such as beholders and carrion crawlers) and undead (such as zombies and vampires). Druids
sometimes lead raids against such creatures, especially when they encroach on the druids’ territory.

Druids cast divine spells much the same way clerics do, though most get their spells from the power of nature rather than from deities.
Their spells are oriented toward nature and animals. In addition to spells, druids gain an increasing array of magical powers, including
the ability to take the shapes of animals, as they advance in level. The armor of a druid is restricted by traditional oaths to the items
noted in Weapon and Armor proficiency (below). All other armor is prohibited. Though a druid could learn to wear full plate, putting
it on would violate her oath and suppress her druidic powers. Druids avoid carrying much worked metal with them because it
interferes with the pure and primal nature that they attempt to embody, except for Earth Druids who see metal as the blood of the earth
at their feet.

Druids, in keeping with nature’s ultimate indifference, must maintain at least some measure of dispassion. As such, they must be
neutral on at least one alignment axis (chaotic—lawful or good—evil), if not both. Just as nature encompasses such dichotomies as life
and death, beauty and horror, and peace and violence, so two druids can manifest different or even opposite alignments (neutral good
and neutral evil, for instance) and still be part of the druidic tradition.

Druids may live in small towns, but they always spend a good portion of their time in wild areas. Even large cities surrounded by
cultivated land as far as the eye can see often have druid groves nearby—small, wild refuges where druids live and which they protect
fiercely. Near coastal cities, such refuges may be nearby islands, where the druids can find the isolation they need.

The druid enjoys extraordinary versatility. Though she lacks the sheer healing power of the cleric, she makes up for it with additional
offensive power, thanks to her spell selection and wild shape ability. A druid back up by another secondary healer (such as a paladin)
can prove extremely valuable to a group of adventurers. Her animal companion also provides valuable melee combat support.

All Druidic Orders’ Game Rule Information
All Druids have the following game statistics. Afterwards, we will discuss the specifics for the Elemental Orders.
Abilities: Wisdom determines how powerful a spell a druid can cast, how many spells she can cast per day, and how hard those spells
are to resist. To cast a spell, a druid must have a Wisdom score of 10 + the spell’s level. A druid gets bonus spells based on Wisdom.
The Difficulty Class of a saving throw against a druid’s spell is 10 + the spell’s level + the druid’s Wisdom modifier. Since a druid
wears light or medium armor, a high Dexterity score greatly improves her defensive ability.
Alignment: Neutral good, lawful neutral, neutral, chaotic neutral, or neutral evil.
Hit Die: d8.
Class Skills: The druid’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int),
Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Knowledge (nature) (Int), Listen (Wis), Profession (Wis), Ride (Dex), Spellcraft
(Int), Spot (Wis), Survival (Wis), and Swim (Str).

o  Skill Points at 1st Level: (4 + Int modifier) x 4.

o  Skill Points at Each Additional Level: 4 + Int modifier.




+0 +2 +0 +2 Animal Companion; Nature Sense; Wild Empathy

+1 +3 +0 +3 Woodland Stride

+2 +3 +1 +3 Trackless Step; Precursor Form

+3 +4 +1 +4 Venom Resistance

+3 +4 +1 +4 Wild Shape, 1/Day

+4 +5 +2 +5 Wild Shape, 2/Day
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+5 +5 +2 +5 Wild Shape, 3/Day

+6/+1 +6 +2 +6 Wild Shape (Large Sized), 1/Day

+6/+1 +6 +3 +6 Wild Shape (Elemental; Tiny), 1/Day

+7/+2 +7 +3 +7 Wild Shape, 4/Day

+8/+3 +7 +3 +7 Wild Shape (Large Sized), 2/Day

+9/+4 +8 +4 +8 Druidic Order Ability

+9/+4 +8 +4 +8 Wild Shape (Elemental; Small), 2/Day

+10/+5 +9 +4 +9 Wild Shape, 5/Day

+11/+6/+1 +9 +5 +9 Wild Shape (Elemental; Medium), 3/Day

+12/+7/+2 +10 +5 +10 Wild Shape (Huge Sized), 1/Day

+12/+7/+2 +10 +5 +10 Wild Shape (Elemental; Large), 4/Day

+13/+8/+3 +11 +6 +11 Wild Shape, 6/Day; Timeless Body
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+14/+9/+4 +11 +6 +11 Wild Shape (Large Sized), 3/Day; Wild Shape (Elemental; Huge),
5/Day

+15/+10/+1 +12 +6 +12 Wild Shape (Huge Sized), 2/Day

o
o
o
o
o
o
~
~

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

Weapon and Armor Proficiency: Druids are proficient with the following weapons: club, dagger, dart, quarterstaff, scimitar,
sickle, shortspear, sling, and spear. They are also proficient with all natural attacks (claw, bite, and so forth) of any form they
assume with wild shape (see below).

o  Druids are proficient with light and medium armor but are prohibited from wearing metal armor; thus, they may
wear only padded, leather, or hide armor. (A druid may also wear wooden armor that has been altered by the
ironwood spell so that it functions as though it were steel. See the ironwood spell description, page 246) Druids are
proficient with shields (except tower shields) but must use only wooden ones.

o A druid who wears prohibited armor or carries a prohibited shield is unable to cast druid spells or use any of her
supernatural or spelllike class abilities while doing so and for 24 hours thereafter.

Spells: A druid casts divine spells (the same type of spells available to the cleric, paladin, and ranger), which are drawn from
the druid spell list (page 189). Her alignment may restrict her from casting certain spells opposed to her moral or ethical
beliefs; see Chaotic, Evil, Good, and Lawful Spells, below. A druid must choose and prepare her spells in advance (see
below).

o To prepare or cast a spell, the druid must have a Wisdom score equal to at least 10 + the spell level (Wis 10 for 0-
level spells, Wis 11 for 1st-level spells, and so forth). The Difficulty Class for a saving throw against a druid’s spell
is 10 + the spell level + the druid’s Wisdom modifier. Like other spellcasters, a druid can cast only a certain number
of spells of each spell level per day. Her base daily spell allotment is given on Table 3-8: The Druid.

In addition, she receives bonus spells per day if she has a high Wisdom score (see Table 1-1: Ability Modifiers and
Bonus Spells, page8). She does not have access to any domain spells or granted powers, as a cleric does. A druid
prepares and casts spells the way a cleric does (see Spontaneous Casting, below). A druid may prepare and cast any
spell on the druid spell list (page 189), provided that she can cast spells of that level, but she must choose which
spells to prepare during her daily meditation.

o Atall times an Elemental Order Druid is restricted from taking an ability that ONLY allows the use of a particular
Element if they are not a member or that Order. For Example, a Druid of the Order of Fire cannot take the Water
Breathing spell.

Spontaneous Casting: A druid can channel stored spell energy into Cure spells that she has not prepared ahead of time, just
like a standard Cleric can. She can “lose” a prepared spell in order to cast any Cure spell of the same level or lower. For
example, a druid who has prepared repel vermin (a 4th-level spell) may lose repel vermin in order to cast Cure Critical
Wounds (also a 4th-level spell).

Chaotic, Evil, Good, and Lawful Spells: A druid cannot cast spells of an alignment opposed to her own or her deity’s. For
example, a neutral good druid cannot cast evil spells. Spells associated with particular alignments are indicated by the chaos,
evil, good, and law descriptors in their spell descriptions (see Chapter 11: Spells).

Bonus Languages: A druid’s bonus language options include Sylvan, the language of woodland creatures. This choice is in
addition to the bonus languages available to the character because of her race (see Race and Languages, page 12, and the
Speak Language skill, page 82). A druid also knows Druidic, a secret language known only to druids, which she learns upon
becoming a 1st-level druid. Druidic is a free language for a druid; that is, she knows it in addition to her regular allotment of
languages and it doesn’t take up a language slot. Druids are forbidden to teach this language to nondruids. Druidic has its
own alphabet.

Nature Sense (Ex): A druid gains a +2 bonus on Knowledge (nature) and Survival checks.




Wild Empathy (Ex): A druid can use body language, vocalizations, and demeanor to improve the attitude of an animal (such
as a bear or a monitor lizard). This ability functions just like a Diplomacy check made to improve the attitude of a person (see
Chapter 4: Skills). The druid rolls 1d20 and adds her druid level and her Charisma modifier to determine the wild empathy
check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly. To
use wild empathy, the druid and the animal must be able to study each other, which means that they must be within 30 feet of
one another under normal conditions. Generally, influencing an animal in this way takes 1 minute but, as with influencing
people, it might take more or less time. A druid can also use this ability to influence a magical beast with an Intelligence
score of 1 or 2 (such as a basilisk or a girallon), but she takes a —4 penalty on the check.
Woodland Stride (Ex): Starting at 2nd level, a druid may move through any sort of undergrowth (such as natural thorns,
briars, overgrown areas, and similar terrain) at her normal speed and without taking damage or suffering any other
impairment. However, thorns, briars, and overgrown areas that have been magically manipulated to impede motion still affect
her. This may be changed to Mountain Stride (Earth) or Sand Stride (Fire or Earth) if the player so chooses.
Trackless Step (Ex): Starting at 3rd level, a druid leaves no trail in natural surroundings and cannot be tracked. She may
choose to leave a trail if so desired.
Precursor Form (Su): At 3rd level, a druid gains the ability to assume a precursor form tied to their chosen element. See
descriptions in the individual Druidic Order listings below.
Venom Resistance (Ex): At 4" level, a druid gains a +2 to saves versus all types of venom or poison. This ability is a weaker
version of the Venom Immunity found in the Player’s Handbook.
Wild Shape (Ex): At 5" level, a druid gains the ability to assume the form of a wild animal, Small or Medium animal and
back again once per day. Her options for new forms include all creatures with the animal type (see the Monster Manual).
This ability functions like the alternate form special ability, See Errata. Effect lasts for 1 hour per druid level, or until she
changes back. Changing form (to animal or back) is a standard action and does not provoke an attack of opportunity. The
form chosen must be that of an animal the druid is familiar with. For example, a druid who has never been outside a
temperate forest could not become a polar bear. A druid loses her ability to speak while in animal form because she is
limited to the sounds that a normal, untrained animal can make, but she can communicate normally with other animals of the
same general grouping as her new form. (The normal sound a wild parrot makes is a squawk, so changing to this form does
not permit speech.)
o Adruid can use this ability more times per day at 6th, 7th, 10th, 14th, and 18th level, as noted on the table above.
o Adruid may assume a Wild Shape of Large-sized once per day, starting at 8th level. This can be used more times

per day at 11th, 17th, and 19th level.

A druid may assume a Wild Shape of Huge-sized once per day, starting at 16th level. This can be used two times

per day at 20th level.

A druid may begin assuming an Elemental form starting at 9th level. At this level, the form may only be Tiny-sized,

but this form can increase in size at 13th, 15th, 17th, and 19th level (druid’s choice on size assumed). This ability

can be used an additional time per day at 13th, 15th, 17th, and 19th levels.

For example, a 20th level Druid can use Wild Shape six times per day, assume a large-sized Wild Shape form three

times per day, and assume a huge-sized Wild Shape two times per day. This is in addition to assuming Elemental

form (of the size chosen) five times per day.
Druidic Order Ability (Ex): At 12th level, each druidic order has a specific ability that they can use as described below.
Timeless Body (Ex): After attaining 18th level, a druid no longer takes ability score penalties for aging (see Table 6-5: Aging
Effects, page 109) and cannot be magically aged. Any penalties she may have already incurred, however, remain in place.
Bonuses still accrue, and the druid still dies of old age when her time is up.

Druids Of The Order Of Air

Druids of the Order of Air are generally plainsmen or women that have taken to the call of the Elemental Lords. Though it is not
unheard of to find a Druid from any place the winds blow, the majority tend to be from the plains. They see the world around them as
an adventure or an exploration, very much living a nomadic life.

e 3" Level Ability: Once per day equal to half your WIS bonus (minimum once per day), as a standard action, you can assume
an airy form. While in this form, you gain a +2 bonus on Reflex and Will Saves. Your natural armor bonus becomes +2
(replacing any natural armor bonus you normally have, though you retain any enhancement bonus to natural armor).
Additionally, once per round you gain a Touch Attack that shocks your enemies, dealing 1d6 damage +1 per level of Air
Druid. Lastly, you gain a “Fly” movement type at 20 speed with average mobility.

e 12" Level Ability: Druids of Air gain the Eagle’s Wings Wild Feat as described in the Complete Divine Guide, page 80.

Druids Of The Order Of Earth

Druids of the Order of Earth tend to be the most far reaching of the Druidic Orders on the face of Solinar, hailing from every type of
environment that land touches. Two distinct varieties of Druids of Earth have arisen over the last 400+ years however as Druids have
taken up the slack in providing divinely inspired power to the masses. These two groups are the Wild Earth Druids and the City
Druids. The Wild Earth Druids tend to remain outside of the civilized lands of men, visiting isolated villages as needed for supplies,




but otherwise avoiding contact with mankind. The City Druids have moved into the very heart of civilization however, adopting a
more urban atmosphere about themselves, and are dangerously close to losing the very Elemental connection that gives them power.
e 3" Level Ability: Once per day equal to half your WIS bonus (minimum once per day), as a standard action, you can assume

a stony and rocklike form. While in this form, you gain a +4 bonus on Fortitude saves against poison. Your natural armor
bonus becomes +4 (replacing any natural armor bonus you normally have, though you retain any enhancement bonus to
natural armor). You also gain a slam attack that deals bludgeoning damage equal to a Morningstar appropriate to your size
(2d6 points for Large characters, 1d8 points for Medium characters, 1d6 points for Small characters).
12™ Level Ability: Druids of Earth gain the Oaken Resilience Wild Feat as described in Complete Divine Guide, page 82.

Druids Of The Order Of Fire

Druids of the Order of Fire come in one of two varieties. Either they belong to one of the various desert tribes on Tyrnus, or they are
from a region that is close to a volcano. Whichever is chosen, all Druids of Fire have the following adjustments.
e 3" Level Ability: Once per day equal to half your WIS bonus (minimum once per day), as a standard action, you can assume
a fiery form. While in this form, you will set any combustible material on fire as if your limbs were torches. Your natural
armor bonus becomes +4 (replacing any natural armor bonus you normally have, though you retain any enhancement bonus
to natural armor). You can also cast “Produce Flame” (as the spell) once per round.
12" Level Ability: Druids of Fire gain the Savage Mobility Wild Feat as described in Dragon #326, page 33.

Druids Of The Order Of Water

Druids of the Order of Water come in three varieties: Ocean, Ice and River. Most Ocean Druids tend to be of the aquatic races,
though it is not unheard of for a half sea elf to take up this calling, nor even a human who spends most of his days upon the seas. The
River Druids can be of any race and tend to come from regions near a large river or vast lake. Ice Druids hail from the frozen northern
or southern reaches of the world, surviving with little difficulty in the harsh environments.
e 3" Level Ability: Once per day equal to half your WIS bonus (minimum once per day), as a standard action, you can assume
a watery or icy form. Your natural armor bonus becomes +4 (replacing any natural armor bonus you normally have, though
you retain any enhancement bonus to natural armor). You can breathe water as if breathing air. Additionally, once per round
you gain a Touch Attack that freezes your enemies, dealing 1d6 damage +1 per level of Water Druid. Lastly, you gain
“Swim” as a movement type at a 20 rating.
12™ Level Ability: Druids of Water gain the Serpent’s Venom Wild Feat as described in Complete Divine Guide, page 84.

Entropy Druids

The Entropy Druid, a name often equated to evil and corruption, strikes fear into most goodly beings of the world... and some not-so-
good as well. The Entropy Druid is a follower of a Primordial Being called Entropy, the Destroyer and the Corruptor. Entropy’s
cause is the destruction of the permanent, the corruption of the natural, and the promotion of chaos throughout the cosmos. Based
strictly upon the information presented above, one would assume Entropy to be an evil being. But this is not the case. Entropy is as
much a part of the natural order of things as the other Primordials, representing the act of decay... decay that comes before creation.
Entropy Druids are not cruel for cruelties sake. They are not, necessarily, evil in alignment (indeed some can be True Neutral). All
that an Entropy Druid does is in service to Entropy, to speed the process of entropy itself.

Class Skills: Concentration (Con), Craft (Int), Intimidate (Cha), Knowledge (Arcana); Knowledge (Nature) (Int), Knowledge (the
Planes) (Int), Listen (Wis), Profession (Wis), Ride (Dex), Spellcraft (Int), Spot (Wis), Survival (Wis), and Swim (Str).

Skill Points at 1st Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier.

Weapon and Armor Proficiency: You are proficient with all simple weapons and non-metal armors. You are not proficient with any
type of shield.

As you advance as a child of night, your physiology changes, becoming more shadow and less mortal flesh.

e Alignments Allowed: Entropy Druids are very restricted in their alignment choices. Newly created Entropy Druids can be
Neutral, Chaotic Neutral, or Neutral Evil in their alignments.
Mysteries/Spellcasting: At each level, you gain new mysteries or spells per day and an increase in caster level (and
mysteries or spells known, if applicable). See progression in chart above. Entropy Druids also gain the ability to cast
normally Arcane-only spells, called Mysteries. These mysteries are granted spells just like their normal divine spells. See
below for the Entropy Druid Spell List.
Fundamentals of Shadow (Su): As a Entropy Druid, you must master certain basic powers before proceeding to deeper
secrets of shadow. These powers, known as fundamentals, function as supernatural abilities usable once per day. You begin
play with one fundamental and gain an additional fundamental at 5th level and another at 10th, 15th, and 20th levels. When
you would gain a Fundamental, choose from the list below:




+0 +2 +0 +2 Fundamental of Shadow; Planar Survival (Shadow)

+1 +3 +0 +3 Lesser Shadow Reflection (10%)

+2 +3 +1 +3 Umbral Sight (30°); Trackless Step

+3 +4 +1 +4

+3 +4 +1 +4 Sustaining Shadow; Fundamental of Shadow (2nd)

+4 +5 +2 +5 Blight Shape (Medium Wraith, 1/Day); Planar Survival (Negative)
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+5 +5 +2 +5 Shadow Reflection (30%)

+6/+1 +6 +2 +6 Blight Shape (Large Wraith, 2/Day)

+6/+1 +6 +3 +6 Venom Immunity

+7/+2 +7 +3 +7 Fundamental of Shadow (3rd); Blight Shape (Large Wraith, 3/Day)

+8/+3 +7 +3 +7 Greater Shadow Reflection (50%); Umbral Sight (60")

+9/+4 +8 +4 +8 Blight Shape (Huge Wraith, 4/Day)

19/+4 +8 +4 +8 Timeless Body

+10/+5 +9 +4 +9 Blight Shape (Huge Wraith, 5/Day)

+11/+6/+1 +9 +5 +9 Fundamental of Shadow (4th)

+12/+7/+2 +10 +5 +10 Blight Shape (Huge Wraith, 6/Day)

+12/+7/+2 +10 +5 +10

+13/+8/+3 +11 +6 +11 Blight Shape (Huge Wraith, 7/Day)

+14/+9/+4 +11 +6 +11
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+15/+10/+5 +12 +6 +12 Fundamental of Shadow (5th); Blight Shape (Huge Wraith, 8/Day)

Low-Light Vision (Su): In situations where the light is dim or nearly non-existent, the Entropy Druid may utilize
Low-Light Vision out to 60°.
o Blindsense (Ex): The Entropy Druid gains the Blindsense ability.
o Elemental DR (Su): You are resistant to one type of energy associated with the other elements (Air, Earth, Fire, or
Water). You gain DR 3/’type”. (Note this Fundamental can be taken up to four times, one for each element).
Planar Survival, Shadow (Su): At 1st Level, you gain the ability to function normally on the Plane of Shadow, suffering no
ill-effects.
Shadow Reflection (Su): Once per day equal to half your WIS bonus (minimum once per day), as a standard action, you can
assume a humanoid, shadowy form. While in this form, you gain a +2 bonus on all Saving Throws. You gain a +3 to your
Natural Armor (replacing any natural armor bonus you normally have, though you retain any enhancement bonus to natural
armor). Additionally, once per round you gain a Touch Attack that drains the life force from anything touched. This
translates to dealing 1d4 points of damage to a target that has been successfully struck.
Entropic Shape (Su): The Entropy Druid’s greatest power is his ability to assume increasingly more powerful forms to
allow them to spread entropy, rot, and death. This shape may be taken 1 time per day. This ability strengthens with new
forms being allowed at higher levels. Some forms can be assumed more than once per day, based upon the level of the
Entropy Druid. The progression of this power is as follows:
o 6" Level: Entropic Wraith Form, 1/Day plus % WIS Bonus, minimum once per day — Medium Sized
8™ Level: Entropic Wraith Form, 2/Day plus ¥ WIS Bonus, minimum once per day — Large Sized
10" Level: Entropic Wraith Form, 3/Day plus % WIS Bonus, minimum once per day — Large Sized
12" Level: Entropic Wraith Form, 4/Day plus % WIS Bonus, minimum once per day — Huge Sized
14" Level: Entropic Wraith Form, 5/Day plus % WIS Bonus, minimum once per day — Huge Sized
16" Level: Entropic Wraith Form, 6/Day plus % WIS Bonus, minimum once per day — Huge Sized
18" Level: Entropic Wraith Form, 7/Day plus % WIS Bonus, minimum once per day — Huge Sized
20" Level: Entropic Wraith Form, 8/Day plus % WIS Bonus, minimum once per day — Huge Sized
Note for all Levels: It is important to note that, regardless of the form taken, the Entropy Druid does not gain the
sub-types of the assumed form (such as Undead Sub-type or Outsider Sub-type). In all situations the only sub-type
that will apply is any sub-types acquired during character creation... the base character sub-types. Like-wise, when
assuming a form with traits, the character does not gain these traits either. For example, the Entropic Reaper
normally has “undead traits” that the Entropy Druid does not gain.
Umbral Sight (Su): When you reach 3rd level, your vision extends slightly into the Plane of Shadow. You gain darkvision
out to 30 feet. If you already have darkvision, or gain it from some other source, the effective distance of that vision is
increased by 30 feet. At 11th level, you become able to see perfectly in complete darkness, even magical darkness, out to 60
feet.
Trackless Step (Ex): Starting at 3 Level, the Entropy Druid leaves no trail in natural surroundings and cannot be tracked.
He may choose to leave a trail if so desired.
Sustaining Shadow (Ex): When you reach 5th level, your bond to the Plane of Shadow allows you to absorb dark energies,
mitigating certain biological needs. You need eat only a single meal per week to maintain health. At 10th level, you only
need 1 hour of sleep per night (but you must still rest for 8 hours to regain your mysteries for the next day). At 15th level, you
gain immunity to nonmagical diseases and poisons. Finally, at 20th level, you no longer need to breathe, and need never eat
or sleep.
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Planar Survival, Negative (Su): At 6th Level, you gain the ability to function normally on the Negative Material Plane,
suffering no ill-effects.
Venom Immunity (Ex): At 9th level, a druid gains immunity to all poisons.
Timeless Body (Ex): After attaining 13th level, a druid no longer takes ability score penalties for aging (see Table 6-5:
Aging Effects, page 109) and cannot be magically aged. Any penalties she may have already incurred, however, remain in
place. Bonuses still accrue, and the druid still dies of old age when her time is up.
Summon Taint Elemental (Su): At 171" Level, the Entropy Druid gains the ability to summon forth a Taint Elemental
(Heroes of Horror, page 145). The size of this elemental is randomly determined by rolling 1d6. A result of 1-2 will bring
forth a Small Taint Elemental, 3-4 will bring a Medium Taint Elemental, and 5-6 will bring forth a Large Taint Elemental.
No matter the size of the elemental brought forth, it will faithfully serve the Entropy Druid for 1d6 days before dissipating to
return to the Negative Material Plane.
Summon Greater Taint Elemental (Su): At 19" Level, the Entropy Druids ability to summon a Taint Elemental grows much
stronger, allowing him to bring forth a Huge-sized Taint Elemental. Which type is brought forth is determined randomly by rolling a
1d6. Aresult of 1-3 will bring forth a standard Huge Taint Elemental. A result of 4-5 will bring forth a Greater Huge Taint
Elemental. On aroll of 6, an Elder Huge Taint Elemental is brought forth.

« ENTROPY DRUID SPELL LIST
This spell list utilizes spells and what is sometimes called mysteries by Entropy Druids as they originated in the arcane world, from
the Tome of Magic, though not all of them. An Entropy Druid may utilize are listed below, followed by descriptions of those used
from Tome of Magic. Italic listings are found in this book. Bold listings are found in the Spell Compendium. Standard Text listings
are found in the Player’s Handbook. CAPS listings are found in other sources and will be annotated as needed.

e Zero Level Entropy Druid Spells

Mystic Reflections; Shadow Hood; Sight Obscured; Amanuensis; Inflict Minor Wounds; Detect Magic; Spoil Food and
Drink; Read Magic; Resistance; Touch of Fatigue.

1%t Level Entropy Druid Spells
Arrow of Dusk; Bend Perspective; Black Candle; Carpet of Shadow; Caul of Shadow; Dusk and Dawn; Life Fades; 1liquid
Night; Mesmerizing Shade; Steel Shadows; Umbral Hand; Voice of Shadow; Widened Eyes; Anarchic Water; Chill of the
Grave; Enrage Animal; Raging Flames; Summon Undead I; Chill Touch; Inflict Light Wounds.

2" |_evel Entropy Druid Spells
Black Fire; Congress of Shadows; Flesh Fails; Piercing Sight; Shadow Skin; Sight Eclipsed; Thoughts of Shadow; Align
Fang; Bite of the Wererat; Claws of Darkness; Decomposition; Desiccating Bubble; Malevolent Miasma; Ray of
Sickness; Shroud of Undeath; Summon Undead 11; Veil of Shadow; Wracking Touch; Wraithstrike; Command Undead;
Darkness; Flaming Sphere; Ghoul Touch; Summon Swarm; CREEPING COLD (Comp Div).

3" Level Entropy Druid Spells
Afraid of the Dark; Clinging Darkness; Dancing Shadows; Flicker; Killing Shadows; Sharp Shadows; Umbral Touch; Align
Fang, Mass; Anarchic Storm; Attune Form; Bite of the Werewolf; Blindsight; Contagious Fog; Eradicate Earth;
Hypothermia; Icelance; Infestation of Maggots; Junglerazer; Mantle of Chaos; Rust Ray; Slashing Darkness;
Snakebite; Summon Undead I11; Unholy Storm; Contagion; Diminish Plants; Inflict Moderate Wounds; Poison; Sleet
Storm; Vampiric Touch; INFESTATION OF MAGGOTS (Comp Div).

4™ |evel Entropy Druid Spells
Aura of Shade; Bolster; Shadow Evocation; Shadow Vision; Shadows Fade; Step into Shadow; Unravel Dweomer; Warp
Spell; Armor of Darkness; Bite of the Wereboar; Blindsight, Greater; Contagious Touch; Languor; Miasma of
Entropy; Negative Energy Aura; Poison Vines; Starvation; Summon Undead IV; Wither Limb; Wood Rot; Wrack;
Animate Dead; Antiplant Shell; Blight; Contagion; Enervation; Dispel Magic; Giant Vermin; Ice Storm; Inflict Serious
Wounds; Rusting Grasp.

5" Level Entropy Druid Spells
Curtain of Shadows; Dark Air or Water; Echo Spell; Feign Life; Languor; Pass into Shadow; Bite of the Weretiger;
Contagion, Mass; Darkbolt; Inferno; Jungle’s Rapture; Memory Rot; Phantom Stag; Plague of Rats; Poison Thorns;
Shadow Form; Summon Undead V; Viscid Glob; Call Lightning Storm; Inflict Critical Wounds; Insect Plague; Waves of
Fatigue; POISON THORNS (Comp Div).

6" Level Entropy Druid Spells

Flood of Shadow; Shadow Evocation, Greater; Shadow Investiture; Shadow Storm; Shadows Fade, Greater; Unveil; Voyage
into Shadow; Aura of Terror; Bite of the Werebear; Curse of Lycanthropy; Miasma; Ray of Entropy; Antilife Shell;
Inflict Light Wounds, Mass; Repel Wood; CONTAGIOUS TOUCH (Comp Div); CRUMBLE (Comp Div).

7" Level Entropy Druid Spells
Dark Soul; Ephemeral Image; Life Fades, Greater; Prison of Night; Summon Umbral Servant; Truth Revealed; Arrow of
Bone; Kiss of the Vampire; Scourge; Storm of Elemental Fury; Withering Palm; Creeping Doom; Fire Storm; Inflict
Moderate Wounds, Mass; Waves of Exhaustion.




e 8" Level Entropy Druid Spells
Far Sight: Flesh Fails, Greater; Shadow Plague; Soul Puppet; Tomb of Night; Maelstrom; Phantom Wolf; Veil of
Undeath; Wrathful Castigation; Create Greater Undead; Finger of Death; Inflict Serious Wounds, Mass; Horrid Wilting;
Repel Metal or Stone.

9" Level Entropy Druid Spells

Army of Shadow; Consume Essence; Ephemeral Storm; Reflections of Things to Come; Shadow Surge; Shadow Time;
Phantom Bear; Shadow Landscape; Sphere of Ultimate Destruction; Antipathy; Energy Drain; Inflict Critical Wounds,
Mass; Storm of VVengeance.

< ENTROPIC WRAITH FORM
One of the most iconic of forms when one thinks of an Entropy Druid, the Entropic Wraith Form is one of the most used forms by all
Entropy Druids. When he assumes this form, he gains the following stats:
Size: Becomes Large-sized.
Hit Point Modification: You gain a bonus pool of 30HPs when you assume this form. This increases to +40 at 6th Level and
+50 at 8th Level.
Initiative Modification: You gain a +4 to Initiative. This increases to +6 at 6th Level and +8 at 8th Level.
Speed: You no longer make contact with the ground; thus, you do not have a normal Speed attribute. Instead, you float just
above the ground. Gain Fly 60’ (good) as a base speed. This speed becomes 90° at 6th Level, and 120’ at 8th Level.
Armor Class Modification: You gain a +5 Deflection Bonus to your AC when you assume this form. This increases to +7
at 6th Level and +9 at 8th Level. This is further modified by -1 for Size, making the total AC modification as +4, +6, and +8
respectively.
Base Attack/Grapple Modifiers: Gain a +4 to Hit at 4th Level. This increases to +6 at 6th Level and +8 at 8th Level.
Damage: Incorporeal Touch (1d6 damage + CON) is gained when you assume this form. This increases to 2d6 damage +
CON at 6th Level and 3d6 damage + CON at 8th Level.
Special Attacks: Gains Constitution Drain on melee attacks.
Special Qualities: Only those granted from Class.
Saves: Gains a +2 to REF and WILL Saves in this form.
o Constitution Drain: This ability requires an Entropy Druid to succeed in a melee (direct touch) attack. When an
Entropy Druid succeeds on a melee attack, the target must make a Fortitude Save versus the Entropy Druid’s save
DC. The save DC of the attack is equal to 10 plus the level of the Entropy Druid. Those that fail this save will
suffer 1d4 CON damage. This increases to 1d6 CON damage at 6th Level. At 8th Level, this ability stays at 1d6,
but can be added to ranged touch attacks (such as Rays) as well.
o Create Spawn: Entropy Druids do not gain this ability like standard Wraiths.

Felian Patron Druids

Unlike the standard Elemental Order Druids discussed above, Felians see their ability come through a channeling force associated
with one of the Elemental Lords... called a Patron. This Patron creature appears as an Elemental form of the Tribal Patron that all
Felian’s have associated with them. These Patrons usually watch over an entire tribe of Felian, being the primary being they revere in
service to their chosen Elemental Lord... for those that follow the Druidic path.
Patron Animal Companion: At 1% Level, the Patron Druid must choose his/her Patron Animal as his/her Animal
Companion. The Patron Animal Companion gains abilities as a normal Druid’s Animal Companion, except the Patron Druid
is considered to be two levels higher for purposes of determining the companion’s abilities.
Nature Sense (Ex): As Druid. A druid gains a +2 bonus on Knowledge (nature) and Survival checks.
Wild Empathy (EX): As Druid. A druid can use body language, vocalizations, and demeanor to improve the attitude of an
animal (such as a bear or a monitor lizard). This ability functions just like a Diplomacy check made to improve the attitude of
a person (see Chapter 4: Skills). The druid rolls 1d20 and adds her druid level and her Charisma modifier to determine the
wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually
unfriendly. To use wild empathy, the druid and the animal must be able to study each other, which means that they must be
within 30 feet of one another under normal conditions. Generally, influencing an animal in this way takes 1 minute but, as
with influencing people, it might take more or less time. A druid can also use this ability to influence a magical beast with an
Intelligence score of 1 or 2 (such as a basilisk or a girallon), but she takes a —4 penalty on the check.
Woodland Stride (Ex): As Druid. Starting at 2nd level, a druid may move through any sort of undergrowth (such as natural
thorns, briars, overgrown areas, and similar terrain) at her normal speed and without taking damage or suffering any other
impairment. However, thorns, briars, and overgrown areas that have been magically manipulated to impede motion still affect
her. This may be changed to Mountain Stride (Earth) or Sand Stride (Fire or Earth) if the player so chooses.
Trackless Step (Ex): As Druid. Starting at 3rd level, a druid leaves no trail in natural surroundings and cannot be tracked.
She may choose to leave a trail if so desired.
Precursor Form (Su): At 3rd level, a druid gains the ability to assume a precursor form tied to their chosen element. See
descriptions in the individual Druidic Order listings below.




+0 +2 +0 +2 Animal Companion; Nature Sense; Wild Empathy
+1 +3 +0 +3 Woodland Stride
+2 +3 +1 +3 Trackless Step; Precursor Form
+3 +4 +1 +4 Venom Resistance
+3 +4 +1 +4 Wild Shape (Patron), 1/Day
+4 +5 +2 +5 Wild Shape (Patron), 2/Day
+5 +5 +2 +5 Wild Shape (Dire Patron), 1/Day
+6/+1 +6 +2 +6 Wild Shape (Patron), 3/Day
+6/+1 +6 +3 +6 Wild Shape (Celestial —or- Fiendish Patron), 1/Day
+7/+2 +7 +3 +7 Wild Shape (Patron), 4/Day
+8/+3 +7 +3 +7 Wild Shape (Dire Patron), 2/Day
+0/+4 +8 + +8 Z_)/\llggyshape (Combination Patron), 1/Day; Wild Shape (Patron),
+9/+4 +8 +4 +8 Wild Shape (Celestial —or- Fiendish Patron), 2/Day
+10/+5 +9 +4 +9 Wild Shape (Patron), 6/Day
+11/+6/+1 +9 +5 +9 \1/\/Iggy8hape (Dire Patron), 3/Day; Wild Shape (Elemental; Tiny),
Wild Shape (Patron), 7/Day; Wild Shape (Combination Patron),
2/Day; Wild Shape (Elemental; Small), 2/Day
Wild Shape (Celestial —or- Fiendish Patron), 3/Day; Wild Shape
*l2k7i2 | +10 1 #5410 | Eamental: Medium), 3/Day
+13/+8/+3 +11 +6 +11 Wild Shape (Elemental; Large), 4/Day
+14/+9/+4 +11 +6 +11 Wild Shape (Dire Patron), 4/Day
+15/+10/+1 +12 +6 +12 Wild Shape (Combination Patron), 3/Day
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Venom Resistance (Ex): At 4™ level, a druid gains a +2 to saves versus all types of venom or poison. This ability is weaker
than that found in the Player’s Handbook.

Patron Shape (Su): Members of Felian Tribes can only ever assume the form their Patron appears to them in... but they gain
this ability sooner than standard Druids because of this limitation. This form will never be larger than Medium in size (even
if the Patron is Large), however it undergoes other modifications to the base form over time as shown below. Other things
happen as shown below -

o At 5" Level the Patron Druid is able to change into a Medium-sized Patron Animal. This can get no larger from this
point forward. A druid can use this ability more times per day than a standard Druid, gaining more changes at 6th,
8th, 10th, 12th, 14th, and 16th level.

At 7" Level, the Patron Druid may apply the Dire Template to his character.
At 9th level, the Totem Druid may apply the Celestial (if non-Evil) or Fiendish (if non-Good) Template to his/her
Animal form. A Neutral Totem Druid may choose either Celestial or Fiendish, but the decision cannot be changed.
At 12" Level, the Patron Druid may combine the Dire Template with either the Celestial or Fiendish Template,
based upon which of the two he chose at 9™ Level.
At 15" Level, the Patron Druid gains the ability to assume the Elemental version of their Patron form once per day.
This increases to twice per day at 16™ Level, three times per day at 17" Level, and four times per day at 18™ Level.
Additionally, the size category able to be assumed is based on their level as indicated below:
e 15" Tiny-sized
e 16™M: Small-sized
e 17" Medium-sized
e 18™M: Large-sized
For Example, a Patron Druid of 20" Level may assume the form of their Patron seven times per day. In addition,
she may assume the Dire Patron form four times per day, a Celestial or Fiendish Patron form three times per day, a
Combination form three times per day, and an Elemental Patron form four times per day of varying size.
e 12" Level Ability: Each Elemental Order listed above has a bonus Feat given to them at 12" Level. In all cases the Feat
granted is the same as the Element they choose to adhere to.

%




FIGHTERS

Fighters come from all walks of life and races on Solinar. There is a bevy of skills and features available for fighters specifically, but
below are two special ones of note for Solinar. With the return of the Human Deities to the lands of Solinar, it has again become
possible for Paladins to exist in the world. Many of the Knightly Orders have witnessed their brethren spontaneously displaying
divine powers bequeathed to them by the Gods, and most rejoice in this new development. None of the Orders have been harmed by
this inclusion of new divine power, and indeed many are undergoing something of a renaissance in membership. The various Knightly
Orders are described below:

Battle Dancers

Wherever slavery has arisen, those oppressed by tyranny must find subtle ways to topple their masters. In most tyrannical regimes
arms, armor, spells, and other potential weapons undergo tight control. A slave with a sword is a rebel. Thus, oppressive regimes do
everything within their power to keep their vassals unarmed. The battle dancer's art arose among the oppressed, the enslaved, and
those trod upon by tyranny's ironshod boots. The battle dancer's art arose under the innocent facade of dances, stories, and songs that
slaves used to entertain themselves during their few free moments. Even the most vicious lord knows to sometimes spare the lash: A
slave with nothing left to lose is a slave who rebels. The battle dancer's fighting abilities resemble a monk's martial arts. Where a
monk embraces order and focus, the battle dancer revels in chaos and wild, frenetic maneuvers. A monk trains under a master to gird
her mind and body against attacks and deadly magical effects. The battle dancer learns to hit hard and hit often via a training regimen
that turns her into a living weapon. Battle dancers are made, not born. Many of them gain their talents by studying for long, strenuous
hours under the tutelage of the members of a dance circle. A circle consists of traveling musicians, battle dancers, and elders who
teach their arts to promising youths and any men and women with good hearts and the desire to protect their communities. Circles
wander the land as they wish, interfering in local matters if they feel they can help. Most will be found in northern Tyrnus
(descendants of Giant slaves) or on Aver (slaves and descendants of Nephidia).

Game Rule Information: Battle dancers have the following game statistics.

Abilities: Charisma is the battle dancer's key ability, as it affects her dance abilities and defenses. A good Dexterity helps her avoid
blows, as the battle dancer scorns armor, while Strength and Constitution make her a more effective fighter.

Alignment: Any chaotic.

Hit Die: d8.

Class Skills: The battle dancer's class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Escape Artist (Dex),

Hide (Dex), Jump (Str), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Perform (Cha), Sleight of Hand (Dex), Swim (Str), and
Tumble (Dex).

e  Skill Points at 1st Level: (4 + Int modifier) x 4.

o Skill Points at Each Additional Level: 4 + Int modifier.

+1 +0 +2 +0 AC Bonus; Unarmed Strike +0

+2 +0 +3 +0 Battle Dancer’s Performance +0

+3 +1 +3 +1 +0

+4 +1 +4 +1 Bonus Speed (+10°) +0

+5 +1 +4 +1 Dance of the Vexing Snake +1
+6/+1 +2 +5 +2 Dancer’s Strike (Magic) +1
+7/+2 +2 +5 +2 +1
+8/+3 +2 +6 +2 Dance of the Floating Step +1
+9/+4 +3 +6 +3 +1
+10/+5 +3 +7 +3 Bonus Speed (+10°) +2
+11/+6/+1 +3 +7 +3 Dance of the Springing Tiger +2
+12/+7/+2 +4 +8 +4 Dancer’s Strike (Alignment) +2
+13/+8/+3 +4 +8 +4 +2
+14/+9/+4 +4 +9 +4 Dance of the Crushing Python +2
+15/+10/+5 +5 +9 +5 +3
+16/+11/+6/+1 +5 +5 Bonus Speed (+10°) +3
+17/+12/+7/+2 +5 +5 Dance of the Soaring Eagle +3
+18/+13/+8/+3 +6 +6 Dancer’s Strike (Any) +3
+19/+14/+9/+4 +6 +6 +3
+20/+15/+10/+5 +6 +6 Dance of Death’s Embrace +4
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Class Features: All of the following are class features of the battle dancer.

Weapon and Armor Proficiency: A battle dancer is proficient with all simple weapons. She is not proficient with any type of
armor or shield.

AC Bonus (Ex): When unarmored and unencumbered, the battle dancer adds her Charisma bonus (if any) to her AC. She uses
the captivating and confusing movements of the battle dance to evade her foes' attacks. In addition, a battle dancer gains a +1
dodge bonus to AC at 5th level. This bonus increases by 1 for every five battle dancer levels thereafter (+2 at 10th, +3 at
15th, and +4 at 20th level). This bonus reflects the battle dancer's intense training in unarmed and unarmored combat. These
bonuses to AC apply even against touch attacks or when the battle dancer is flat-footed. She loses these bonuses when she is
immobilized or helpless, when she wears any armor, when she carries a shield, or when she carries a medium or heavy load.
Unarmed Strike: A battle dancer uses unarmed strikes in a manner similar to a monk. She can land a blow with her fist that
has the same power as an axe stroke. At 1st level, the battle dancer gains Improved Unarmed Strike as a bonus feat. The
battle dancer's unarmed attacks deal lethal damage, but she can choose to deal nonlethal damage without penalties on her
attack rolls. Treat her attacks as both natural and manufactured weapons for purposes of spells and effects that can enhance
either type of attack. The battle dancer's knowledge of martial arts allows her strikes to deal far more damage than an
untrained person's blows. Table 2-2 summarizes the damage she deals by level. Large and Small battle dancers inflict more,
and less damage respectively as shown below. Note that, unlike a monk, the battle dancer does not gain the ability to use a
flurry of blows, but she can make an off hand attack as normal using a weapon or unarmed strike.

Battle Dancer Unarmed Damage
Level Damage (Sm/M) Damage (L)
Ist-3rd 1d4 1d8
4th-7th 1d6 2d6
8th-11th 1d8 2d8
12th-15th 1d10 3d6
16th-19th 2d6 3d8
20th 2d8 4d8

Dance of Reckless Bravery (Su): A 2nd-level battle dancer with 5 ranks in Tumble gains the ability to inspire bravery in her
allies. All of the battle dancer's allies within 30 feet of her gain a +4 bonus on saves against fear effects for a number of
rounds equal to 5 + the battle dancer's Charisma modifier. The battle dancer can use this ability only when she is within an
opponent's threatened area. It requires a move action that does not provoke an attack of opportunity.

Bonus Speed (Ex): The battle dancer moves with speed and agility earned through countless hours of practice, physical
training, and study of the precise, fluid movements of her battle dances. She gains a +10-foot bonus to speed at 4th level. She
gains additional +10-foot bonuses at 10th level and 16th level.

Dance of the Vexing Snake (Su): A 5th-level battle dancer with 8 ranks in Tumble gains the ability to dodge her opponent's
blows with her sudden, unpredictable maneuvers. She can use the Tumble skill to move at her normal speed without penalty,
and she can Tumble a distance up to her current speed.

Dancer's Strike (Su): The magic of the battle dancer's arcane maneuvers allows her to manifest auras of energy around her
feet and hands. These auras can defeat an opponent's damage reduction. The battle dancer can generate this aura as a standard
action at will. It persists for a number of rounds equal to 5 + the battle dancer's Charisma modifier before it fades. At 6th
level, the battle dancer's aura makes her unarmed strikes count as magic damage. At 12th level, the battle dancer chooses one
aspect of her alignment, such as good or chaotic. Her aura allows her strikes to count as that alignment (as well as magic).
She must choose one aspect of her alignment, and once she has made a choice she cannot alter it. At 18th level, the battle
dancer can choose any one special material or alignment that overcomes damage reduction (such as adamantine, cold iron,
holy, or even lawful). Her aura now includes that material or alignment. Once she has made this choice, she cannot change it.
Dance of the Floating Step (Su): The battle dancer moves with such grace and speed that she can dance across water. An 8th-
level battle dancer with 11 ranks in Tumble can cross the surface of a liquid, such as water or magma, without taking damage
or sinking below the surface. If she ends her movement on such a liquid, she takes damage and sinks as normal. The battle
dancer must begin her movement on a stable, firm surface.

Dance of the Springing Tiger (Su): An nth-level battle dancer with 14 ranks in Tumble can spring upon an opponent with the
ferocity of a tiger. When charging, she can attempt a DC 20 Tumble check. If she succeeds, she may make a full attack rather
than a standard attack as part of her charge.

Dance of the Crushing Python (Su): The battle dancer's speed and mighty unarmed strikes combine to make her a fearsome
opponent. She can step into an opponent's reach and confuse it with a series of feints and quick blows, distracting it from
other threats. A 14th-level battle dancer with 17 ranks in Tumble can rain a series of hammering blows upon a foe. She must
use the Tumble skill to enter her opponent's space without provoking an attack of opportunity. If she succeeds, she may then
attack her opponent while in its space. If the battle dancer's attack hits, her opponent takes a -2 penalty to AC and it cannot
make attacks of opportunity until the start of the battle dancer's next action. After the battle dancer completes her attack, she
enters a square of her choice adjacent to the target.




Dance of the Soaring Eagle (Su): A 17th-level battle dancer with 20 ranks in Tumble gains a fly speed equal to her base land
speed with average maneuverability. If a flying battle dancer charges an opponent below her, she gains a +4 bonus on attack
rolls and a +2 bonus on damage in place of the normal benefits of charging. She may use her dance of the springing tiger in
conjunction with an aerial charge.

Dance of Death's Embrace (Su): A 20th-level battle dancer with 23 ranks in Tumble can perform a vicious, deadly dance to
defeat her opponent. Before using this dance, the battle dancer selects a single target within 30 feet. As a full-round action,
the battle dancer performs an elaborate dance that requires a DC 35 Tumble check to complete. If she succeeds, any time she
makes a successful attack against her designated target she deals +2d6 points of damage. In addition, any critical threat the
battle dancer makes against her designated target is automatically confirmed as a critical hit.

Knights

During the period that Humans were unable to reach out to their Gods, and for those unable to maintain the exacting life of the
Paladin, there arose the Knights. Broken into three distinct orders of Knights, they are a military force that all must contend with
should they reside within the borders of a kingdom. Luckily, each of the three Knightly Orders maintains a headquarters outside of
the bounds of others.

Since the reemergence of the Gods, Knights have changed. They are no longer simply the equivalant of mounted fighters, but are
instead a bridge between Fighters and Paladins in ability. Indeed, many former Paladins or Fighters who do not quite have what it
takes to be a Paladin, become Knights.

Ability Requirements: The Knight’s primary Stats are Charisma and Wisdom, though Intelligence is also important to the Knight, all
based on their skills. As a martial class, Knights benefit from high Strength, Dexterity, and Constitution.

e  Primary Stat(s): Charisma (12 minimum) and Wisdom (12 minimum).
Alignment: Any Lawful (LG, LN, or LE).
Hit Die: d10.
Class Skills: The Knight’s class skills, and the key ability for each are: Concentration (CON), Craft (INT), Diplomacy (CHA), Handle
Animal (CHA), Knowledge Nobility (INT), Knowledge Religion (INT), Ride (DEX), Sense Motive (WIS), and Survival (WIS).

e  Skill Points at 1st Level: (4 + Int modifier) x 4.

o  Skill Points at Each Additional Level: 2 + Int modifier.

+1 +1 +1 +1 Resolute
+2 +2 +1 +1
+3 +2 +1 +1 Divine Spellcasting

+4 +3 +2 +2 Aligned Strike
+5 +3 +2 +2
+6/+1 +4 +2 +2 Bonus Feat (Divine Fervor)
+7/+2 +4 +3 +3
+8/+3 +5 +3 +3 Armor of the Gods
+9/+4 +5 +3 +3
+10/+5 +6 +3 +3 Divine Mount
+11/+6/+1 +6 +4 +4
+12/+7/+2 +7 +4 +4 Remove Curse 1/Week
+13/+8/+3 +7 +4 +4
+14/+9/+4 +8 +4 +4
+15/+10/+5 +8 +5 +5 Remove Curse 2/Week
+16/+11/+6/+1 +9 +5 +5
+17/+12/+7/+2 +9 +5 +5
+18/+13/+8/+3 +10 +5 +5 Remove Curse 3/Week
+19/+14/+9/+4 +10 +6 +6
+20/+15/+10/+5 +11 +6 +6
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Class Features: All of the following are class features of the knight.
o Weapon and Armor Proficiency: A battle dancer is proficient with all simple weapons. She is not proficient with any type of
armor or shield.




Knightly Orders: As a Knight, you must pledge yourself to one of the three Knightly Orders on Solinar. This must occur at
1% Level. If one’s Alignment changes, one must repledge themselves to the Knight Order again and perform an atonement
task (determined by the Order itself) in order to be accepted into the Order again. Failure to perform the atonement task (or
meet the Alignment requirement) will result in the Knight becoming a standard Fighter and never again being able to acquire
Knightly levels. The Knightly Orders are described below.

Resolute: Your faith bolsters your resolve, allowing you to stand firm against all foes. At 1% Level, as an immediate action,
you can reduce your base attack bonus by one-half and gain a bonus on your Will save equal to the amount of the reduction.
This effect lasts until the end of your next action. This is a supernatural ability.

Divine Spellcasting: Beginning at 3" Level, the Knight has displayed enough faith that the God worshipped grants minor
spellcasting ability to the Knight.

Aligned Strike: As a Holy (or Unholy) warrior, you can channel your faith into your attacks. At 4" Level, as a free action,
you can orient your weapon along one alignment component that you possess. For example, if you are chaotic good, you can
make your weapon either chaotic- or good-aligned for the purpose of overcoming damage reduction. This effect lasts until
you choose to end it or change it (as a free action) to the other alignment component, or until you no longer wield the
weapon. Ammunition or a thrown weapon affected by this ability remains aligned until it either strikes a target or misses.
Aligned strike is a supernatural ability.

Bonus Feat (Divine Fervor): At 6" Level, gain the Divine Fervor Feat as a Bonus Feat.

Armor of the Gods: Your belief protects you from attacks. At 8" Level, as an immediate action, you can reduce your base
Will save down to +0 (or an increment thereof) and gain a bonus to your Armor Class equal to the amount of the reduction.
This effect lasts until the beginning of your next turn. Armor of god is a supernatural ability.

Divine Mount: Your faith has inspired your deity to grant you a new favor. At 9" Level you gain the Paladin’s special mount
ability.

Remove Curse: Once per week, starting at level 12, the Knight gains the ability to Remove Curse. This ability can be used an
additional time per week at 15" and 18" levels.

THE HOLY ORDER OF THE SHIELD

Strength and Honor are the two guiding principles of the Holy Order of the Shield. The Shield Knights, as they are called
throughout the lands, had maintained their Paladin viewpoints and ethos during the Darkness and have been those that fell
most readily into becoming Paladins once the Gods returned unto Man. Those that remained Knights are not looked down
upon by their Paladin brethren, instead cherished as men and women with the courage in their hearts to hold true to a path of
righteousness. They are in all regards identical to the Knight class from the Player’s Handbook 2, with the exceptions listed
below. These Knights are found primarily in the Kingdom of Raran and the town of Brithra on Ugh’Ratha.

Requirements:

e Alignment: Must be Lawful, Good.

e Attributes: Must have a Charisma score of at least 14.

e Skills: Must take 2 Ranks of the Riding skill at 1st level.

o Special Abilities: Knights of the Holy Order of the Shield have the ability to “Detect Evil” just as a Paladin does.

KNIGHTS OF ST. ARGUS

Sound Judgment and Duty are the two guiding principles of the Knights of St. Argus. Argosians, as they are called

throughout the lands, serve as judges and moderators throughout the lands, recognized for their neutrality and ability to make

difficult decisions. They are in all regards identical to the Knight class from the Player’s Handbook 2, with the exceptions

listed below. These Knights are found primarily in Cu’Catha in the Kingdom of Vec’Tilo where they originate.

Requirements:

e Alignment: Must be Lawful, Neutral.

e Attributes: Must have a Wisdom score of at least 14.

o Skills: Must take 2 Ranks of the Diplomacy skill at 1st Level.

e Special Abilities: Knights of St. Argus have the ability to “Detect Lie” in the same manner as Paladins have the ability
to “Detect Evil”.




THE UNHOLY ORDER OF THE SWORD

Advancement and Power are the two guiding principles of the Knights of the Sword. These Knights fulfill contracts, hiring

themselves out as mercenaries and assassins to the highest bidder, fulfilling the contract to the letter. They are cold, efficient,

and evil... all that could be asked for in contract men. They are in all regards identical to the Knight class from the Player’s

Handbook 2, with the exceptions listed below. These Knights are found primarily at Black Guard Keep in Ugh’Ratha and in

the Nephidian Empire on Aver.

Requirements:

e Alignment: Must be Lawful, Evil.

o Attributes: Must have a Strength score of at least 14.

o Skills: Must take 2 Ranks of the Intimidate skill at 1st Level.

o Special Abilities: Knights of the Sword have the ability to “Detect Good” in the same manner a Paladin has the ability to
“Detect Evil”.

Darksong Knights
The Darksong Knights are elite soldiers of Eilistraee who further her many causes and hunt the yochlol, the demonic servants of the
Spider Queen. They develop an intricate, dancelike style of swordplay and special powers to defeat their demonic enemies. To take a
Darksong Knight substitution level, a character must have Eilistraee as her patron deity, be a member of the Darksong Knights, have 1
rank in Knowledge (religion), and be about to take her 2nd, 6th, or 8th level of fighter.
e Hit Die: d8.
Skill Info: Darksong Knight substitution levels have the class skills of the standard fighter class plus Perform (dance).
o Skill Points at Each Level: 2 + Int modifier.
o Class Features: All of the following are features of the Darksong Knight Substitution levels.
Bonus Feat: A Darksong Knight's choice of bonus feats is identical to a standard fighter's bonus feats.
Dancing Feint (Ex): Starting at 2nd level, a Darksong Knight can use her Perform (dance) skill to feint in combat as if it
were the Bluff skill.
Favored Enemy (EX): At 4th level, a Darksong Knight gains yochlols as a favored enemy, just as if she were a 1st-level
ranger. Unlike standard ranger favored enemies, which are classified by monster type, the Knight's favored enemy bonuses
apply only to yochlols, not all kinds of demons.
Combat Dancing (EX): At 8th level, a Darksong Knight with at least 5 ranks in Perform (dance) gains a +2 dodge bonus
against attacks of opportunity. If she uses Spring Attack, she gains a +2 circumstance bonus on the attack roll made as part of
the maneuver.

Elemental Warriors

On Solinar, from time to time one who is born into one of the Druidic faiths do not quite have the connection to the elements that
others have. In these cases, the individual will instead often become a defender of the faith, becoming an Elemental Warrior. While
not having the same ability as the Druid he is raised from, he is still able to channel small bits of elemental might as indicated below.

<+ WARRIOR OF AIR:
You possess a link with the elemental power of air, allowing you to move with the freedom of wind and channel the destructive power
of lightning.
e Level: 2nd.
o Replaces: You do not gain the fighter bonus feats at 2nd, 6th, 12th, or 20th levels.
e Benefit: You have a connection with the element of air, which grants you a variety of benefits. At 2nd level, you gain
electricity resistance 5. This increases to electricity resistance 10 at 12th level and electricity resistance 20 at 20th
level. Starting at 6th level, you gain the ability to cast feather fall as a spell-like ability three times per day. Caster level
equals your fighter level. In addition, you deal electricity damage on a successful critical hit made with an unarmed strike or
melee weapon. You deal +1d6 points of electricity damage at 6th level, +2d6 electricity damage at 12th level, and +3d6
electricity damage at 20th level. Starting at 12th level, you may cast freedom of movement as a spell-like ability once per
day. Caster level equals your fighter level. At 20th level, you may cast freedom of movement three times per day instead.

<+ WARRIOR OF EARTH:
Your connection to the elemental power of earth grants you the erosive abilities of acid, the strength of stone, and the ability to shape
the earth to your whim.
Level: 2nd.
Replaces: You do not gain the fighter bonus feats at 2nd, 6th, 12th, or 20th levels.
Benefits: You have a connection with the element of earth, which grants you a variety of benefits. At 2nd level, you gain
acid resistance 5. This increases to acid resistance 10 at 12th level and acid resistance 20 at 20th level. Starting at 6th level,
you gain the ability to cast Acid Splash as a spell-like ability three times per day. Caster level equals half your fighter level.




In addition, you deal acid damage on a successful critical hit made with an unarmed strike or melee weapon. You deal +1d6
points of acid damage at 6th level, +2d6 acid damage at 12th level, and +3d6 acid damage at 20th level. Starting at 12th
level, you may cast stone shape as a spell-like ability three times per day. Caster level equals your fighter level. At 20th level,
you may cast stone shape at will instead.

<+ WARRIOR OF FIRE:

Burning with the passion of elemental fire, you gain the destructive and intimidating power of flame.
Level: 2nd.
Replaces: You do not gain the fighter bonus feats at 2nd, 6th, 12th, or 20th levels.
Benefits: You have a connection with the element of fire, which grants you a variety of benefits. At 2nd level, you gain fire
resistance 5. This increases to fire resistance 10 at 12th level and fire resistance 20 at 20th level. Starling at 6th level, you
gain the ability to cast burning hands as a spell-like ability three times per day. Caster level equals your fighter level. In
addition, you deal fire damage on a successful critical hit made with an unarmed strike or melee weapon. You deal +1d6
points of fire damage at 6th level, +2d6 fire damage at 12th level, and +3d6 fire damage at 20th level. Starting at 12th level,
you may cast fire shield (fire only) as a spell-like ability once per day. Caster level equals your fighter level. At 20th level,
you may cast fire shield three times per day instead.

WARRIOR OF WATER:

Your connection to the element of water grants you the ability to breathe as a fish and to control the chilling power of cold.
Level: 2nd.
Replaces: You do not gain the fighter bonus feats at 2nd, 6th, 12th, or 20th levels.
Benefit: You have a connection with the element of water, which grants you a variety of benefits. At 2nd level, you gain
cold resistance 5. This increases to cold resistance 10 at 12th level and cold resistance 20 at 20th level. Starting at 6th level,
you gain the ability to cast obscuring mist as a spell-like ability three times per day. Caster level equals your fighter level. In
addition, you deal cold damage on a successful critical hit made with an unarmed strike or melee weapon. You deal +1d6
points of cold damage at 6th level, +2d6 cold damage at 12th level, and +3d6 cold damage at 20th level. Starting at 12th
level, you may cast water breathing as a spell-like ability three times per day. Caster level equals your fighter level. At 20th
level, you may cast water breathing at will instead.

Ronin

Ronin are a special Class. In order to be a Ronin, a character must first have at LEAST one level in Samurai. Given the honorable
nature of a Samurai, those who stray from the path either willingly or unwillingly begin taking levels in Ronin instead of Samurai.
They become masterless warriors, cast adrift in the world around them. As such, class progression only goes up to 19" Level
(assuming at least 1 level of Samurai).

+1 Infamy; Sneak Attack +1d6
+2 Banzai Charge

+3 Bonus Feat
+4 Sneak Attack +2d6
+5
+6/+1 Bonus Feat
+71+2 Sneak Attack +3d6
+8/+3
+9/+4 Bonus Feat
+10/+5 Sneak Attack +4d6
+11/+6/+1
+12/+7/+2 Bonus Feat
+13/+8/+3 Sneak Attack +5d6
+14/+9/+4
+15/+10/+5 Bonus Feat
+16/+11/+6/+1 Sneak Attack +6d6
+17/+12/+7/+2
+18/+13/+8/+3 Bonus Feat
+19/+14/+9/+4 Sneak Attack +7d6
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Entry Requirements: Special (Must have at least one level of Samurai).
Class Skills: Bluff (CHA), Craft (INT), Disguise (CHA), Intimidate (CHA), Knowledge History (INT), Knowledge Nobility/Royalty
(INT), Ride (DEX), Sense Motive (WIS). Skill Points =2 + INT Mod.

Class Features:

Weapon & Armor Proficiency: Ronin gain no new proficiencies with any weapon or armor.
Infamy: The Ronin has a reputation on the Dragon Isles, or to any Dragon Islander they encounter with knowledge of the
Ronin. They are seen as dishonorable initially which results in one category worse than initially rolled and suffers a -4
circumstance penalty on all Charisma-based checks involving said Dragon Islanders.
Sneak Attack (Ex): At 1% Level, if a Ronin catches an opponent off-guard, they gain the +1d6 Sneak Attack ability (as the
Rogue). This ability increases by +1d6 for every three levels of the Ronin (4™, 7, 10, 13, 16", and 19™).
Bonzai Charge (Ex): At 2" Level, the Ronin may take a variable penalty on a Charge attack (-2 to Hit initially), converting
this to a damage bonus (+2 to Damage initially). -2 is the lowest this can go or no larger than their base attack bonus.
Bonus Feats: The Ronin’s battle prowess and hard-fighting life has taight him a thing or two along the way. As such, Ronins
gain a bonus feat at 3" level. Additionally, every three levels beyond the second results in another bonus Feat (61, 9", 12t
15" and 18™M). These Feats must be chosen from the following: Far Shot, Improved Precise Shot, Manyshot, Mounted
Archery, Mounted Combat, Point Blank Shot, Precise Shot, Rapid Shot, Ride-By Attack, Shot on the Run, Spirited Charge,
Trample, a Weapon Focus, or a Weapon Specialization. The Ronin must still meet all the prerequisites for the bonus Feat.
Retained Samurai Abilities: A Ronin with levels in Samurai retains some of the abilities from this class as follows:

o Upto 5™ Level Samurai: The Ronin retains the Ki Smite ability feature.

o 6" through 10" L evel Samurai: As above, plus any Staredown class features he had as a Samurai.

o 11" evel Samurai and Above: As above, plus one level of Ronin for every level of Samurai traded in.




MONKS

Monks in Solinar all hail originally from the Dragon Isles, all members of one of the four monasteries located there. While the
monasteries have their own atmosphere, in the end they basically teach the same things, standard Monks as well as two different
styles. For the most part, traditional 3.5 D&D Monks are the standard class produced there, however each student’s journey toward
enlightenment takes its own form. Because of this, it is not uncommon for Monks to have unique aspects to themselves. Those that
do not follow the standard 3.5 D&D Monk rules may take one of the styles shown below and will determine what House of Temple
they hail from.

Way of the Draconic Fist:
Monks who follow the Way of the Draconic Fist seek to harness their inner ki just as dragons harness their innate magical ability.
While you give up versatility in combat, the ability to add energy to your unarmed strikes makes them more potent against a wide
range of foes. This method is trained in all the monasteries of the Dragon Isles. This style may not be combined with others listed
here.
e Required Skills: Followers of the Way of the Draconic Fist must take the following skill ranks:
o Concentration: 4 Ranks
o Knowledge (Arcana): 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk's bonus feat at 1st level.
Benefit: When you select this class feature, choose one energy type from among acid, cold, electricity, or fire. As a swift
action, you can choose for your next unarmed attack made in this round to deal an extra 1d6 points of damage of the chosen
energy type. This extra damage improves to 2d6 points at 5th level, and by another 1d6 points every five levels thereafter.
You can use this ability a number of times per day equal to your class level.

Way of the Serpent:
Monks of the Temple of Solitude sometimes specialize in agility and defense. Inspired by the lighting-fast strike of the venomous
serpent, students are taught to combine mobility with deadly accuracy. By making herself hard to pin down, the Serpent monk forces
the enemy to fight on her terms. Although some claim the school was founded twelve centuries ago by a renegade yuan-ti, this is most
likely an idle boast. Nevertheless, the masters of the Way of the Serpent are legendary for their cruel methods of teaching, a tradition
that tends to create hard-hearted students. The masters of the school point to the lack of failed Way of the Serpent students in the
world as evidence of the efficiency of their methods, but many whisper that it more accurately points to the efficiency of the school in
eliminating those who meet with the displeasure of the masters. This style may not be combined with others listed here.
e Required SKills: Those pursuing this method must take the following skill ranks:
o Balance: 4 Ranks
o Escape Artist: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonuses: Pursuers of the Way of the Serpent gain a +2 to Escape Artist checks.
Bonus Feats: Pursuers of the Way of the Serpent gain bonus feats as indicated below:
o 1% Level: Improved Grapple
o 2" Level: Combat Reflexes
o 6" Level: Improved Disarm
Bonus Ability: At 6" Level pursuers of the Way of the Serpent sees their Armor Class granted by their Dodge feat increase
to +2.

Way of the Denying Stance:
Monks of the House of Eternal Vigilance sometimes train to neutralize the opponent's maneuvers, thwarting him at every turn until he
becomes so frustrated that he makes a crucial error. Today, Denying Stance is widely practiced by those willing to learn the discipline
of a patient defense. This style may not be combined with others listed here.
e Required SKills: Those pursuing this method must take the following skill ranks:
o Tumble: 4 Ranks
o Escape Artist: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonuses: Pursuers of the Way of the Denying Stance gain a +2 to Tumble checks.
Bonus Feats: Pursuers of the Way of the Denying Stance gain bonus feats as indicated below:
o 1% Level: Improved Grapple
o 2" Level: Combat Reflexes
o 6" Level: Improved Disarm
Bonus Ability: When fighting defensively or using the Combat Expertise feat, you gain a +2 bonus on Grapple checks and
Disarm attempts.




Way of the Hand & Foot:

Monks of the Temple of Martial Light sometimes train to use their appendages for both offense and defense. This style closely
resembles the "traditional” fighting style of the D&D monk, and thus is usually among the most common in any campaign that
includes martial artists. Combining offense and defense, it is among the best-rounded and balanced fighting styles practiced today.
This style may not be combined with others listed here.
o Required Skills: Those pursuing this method must take the following skill ranks:
o Balance: 4 Ranks
o Tumble: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6™ Level.
Skill Bonus: Pursuers of the Way of the Hand & Foot gain a +2 to Balance checks.
Bonus Feats: Pursuers pf the Way of the Hand & Foot gain bonus feats as indicated below:
o 1% Level: Stunning Fist
o 2" Level: Deflect Arrows
o 6™ Level: Improved Trip
Bonus Ability: You gain a +2 bonus on attacks of opportunity made against an opponent attempting to Bull Rush or Trip
you, and a +4 bonus on Dexterity or Strength checks to avoid being tripped or bull rushed.

Way of the Invisible Eye:

Monks of the House of Inner Light sometimes train in this style. Monks of the Invisible Eye rely on their other senses, particularly
hearing, to aid them in combat. To the uninitiated, the style appears essentially defensive, yet a master of the Invisible Eye learns to
turn defensive awareness into offensive prowess. In memory of the founders of the style, however, all students spend the entire first
year of their training blindfolded. These blindfolds are removed in a ceremony called "The Awakening." This style may not be
combined with others listed here.
e Required SKills: Those pursuing this method must take the following skill ranks:
o Sense Motive: 4 Ranks
o Knowledge (Arcana): 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonus: Pursuers of this method gain a +2 to Sense Motive checks.
Bonus Feats: Pursuers of this method gain bonus feats as indicated below:
o 1% Level: Combat Reflexes
o 2" Level: Lightning Reflexes
o 6" Level: Blind-Fighting
Bonus Ability: When unarmed and fighting defensively, using Combat Expertise, or using the total defense action, increase
the dodge bonus to Armor Class that you gain from using that tactic by 1.

Way of Overwhelming Attacks:

Monks of the Temple of Martial Light sometimes train in this style. A monk trained in the Overwhelming Attack style always presses
the advantage, preferring all-out offense over any form of defense. Some monks trained in other styles accuse them of unnecessary
brutality, but it's hard to argue with the results. Monks who practice this style tend to be enemies of monks of the Denying Stance,
thanks to an old enmity between the two styles. This style may not be combined with others listed here.
e Required SKills: Those pursuing this method must take the following skill ranks:
o Jump: 4 Ranks
o Tumble: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonus: Pursuers of this method gain a +2 to Intimidate checks.
Bonus Feats: Pursuers of this method gain bonus feats as indicated below:
o 1% Level: Power Attack
o 2" Level: Improved Bull Rush
o 6" Level: Improved Overrun
Bonus Ability: If you have used Intimidate to demoralize your opponent at any time within the previous 10 rounds, you gain
a +4 bonus on Strength checks made to Bull Rush or Overrun that opponent.

The Passive Way:
Monks of the House of Inner Light sometimes train in this style. The Passive Way focuses on making your opponent overreach
himself or underestimate your skill. A monk who practices this style typically opens combat in a defensive stance, first taking measure
of her opponent before stepping in to take advantage of a momentary opening in the opponent's defenses. This style may not be
combined with others listed here.

e Required Skills: Those pursuing this method must take the following skill ranks:




o Concentration: 4 Ranks
o Tumble: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonus: Pursuers of this method gain a +2 to Bluff checks.
Bonus Feats: Pursuers of this method gain bonus feats as indicated below:
o 1% Level: Combat Expertise
o 2" Level: Improved Trip
o 6" Level: Improved Feint
Bonus Ability: You gain a +4 bonus on Strength checks made to trip an opponent who is denied his Dexterity bonus to
Armor Class.

Way of the Sleeping Tiger:
Monks of the Temple of Solitude sometimes train in this style. The Sleeping Tiger style mixes smooth motions with powerful strikes.
It favors a quick, first-strike approach, preferably from a position of ambush. This is among the more physically challenging of the
known fighting styles, demanding a combination of strength and agility of those who would master it. This style may not be combined
with others listed here.
e Required Skills: Those pursuing this method must take the following skill ranks:
o Balance: 4 Ranks
o Swim: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonus: Pursuers of this method gain a +2 to Hide checks.
Bonus Feats: Pursuers of this method gain bonus feats as indicated below:
o 1% Level: Weapon Finesse (Kama is most used weaponry)
o 2" Level: Improved Initiative
o 6" Level: Improved Sunder
Bonus Ability: Once per round, when an opponent would be denied his Dexterity bonus to Armor Class, if this happens, the
monk deals an extra 1d6 points of damage with a melee attack made with a light weapon (not unarmed attacks). Any creature
immune to sneak attacks is immune to this ability.

The Undying Way:

Monks of the House of Eternal Vigilance sometimes train in this style. Monks of the Undying Way believe in patience above all else.
They work to outlast their opponent by means of superior endurance. The masters of the Undying Way are called "Immovable" and
are highly respected. The fact that these masters produce students well-qualified to defend those communities does not hurt. This style
may not be combined with others listed here.
e Required SKills: Those pursuing this method must take the following skill ranks:
o Concentration: 4 Ranks
o Sense Motive: 4 Ranks
Replaces: If you select this class feature, you do not gain the standard monk’s bonus feats at 1%, 2", or 6" Level.
Skill Bonus: Pursuers of this method gain a +2 to Concentration checks.
Bonus Feats: Pursuers of this method gain bonus feats as indicated below:
o 1% Level: Toughness
o 2" Level: Endurance
o 6" Level: Diehard
Bonus Ability: When fighting defensively, using Combat Expertise, or using the total defense action, the monk gains
Damage Reduction 2/-.




PALLADINS

The power of the Paladin was once locked away from Solinar by the evil actions of Tiamat when she locked Human Deities away
from Solinar. Those who would normally have chosen the path of the Paladin instead became Knights. When the Human Gods
returned to Solinar, Paladins once again made their way to Solinar. Within the generation this happened, it was quite common to
come across a dual classed Knight/Paladin as those that took up the mantle of Paladin all hailed from one of the Knightly Orders. The
Lawful Good Paladin is identical to those found in the Player’s Handbook, however there is a Chaotic Evil Paladin called the Anti-
Paladin as well as a True Neutral Paladin called an Incarnate as shown below.

Special Mounts (From “Defenders of the Faith”, Page 12)

Given the weight of your armor and your weapons, you may need a strong mount. However, in a campaign that emphasizes dungeon-
crawling, a mount may seem like nothing more than a status symbol. Ask your Dungeon Master’s if a special mount will see much
use. If not, the effort required to call a special mount might seem like a waste. Care, feeding, defense, and housing for an animal you
only ride to and from adventures can become onerous. If you spend too much time on issues that concern your mount, the rest of the
party members might resent the time you spend dealing with a horse (a superior horse, granted, but a still a horse).

One solution to this potential problem might be to find a valet or groom. You can take the initiative and make defending the mount
while you are in the dungeon the responsibility of a hireling. Hiring a mercenary for the job might be wise if one is available. Such a
person might work for a share of the treasure if you are short of cash and the party is willing (see Table 5-2: Prices for Hireling
Services in Chapter 5 of the DUNGEON MASTER’s Guide). The party might help with the support, since the hireling guards
everyone’s horses, not just your special mount. Or you might wait to call your mount until after 6th level, and take the Leadership feat
at that time, too, in order to have your cohort or squire guard the party’s animals.

A paladin who calls a special mount should prepare heal mount as soon as she can learn it (12th level, or 11th level if Wisdom is 16 or
higher). The less impact the mount has on party resources, such as healing spells and items, the more welcome it is. Certainly, the first
time monsters attack the party in transit, the mount will prove itself worth the effort to defend it, feed it, and care for it.

Of course, if a paladin finds herself mostly involved in wilderness missions, the special mount is an integral part of the party. A
paladin in that situation should invest in Mounted Combat and the other feats for which Mounted Combat is a prerequisite (Mounted
Archery, Trample, Ride-By Attack, and Spirited Charge). Also, your mount might be able to look after and help guard the mounts of
your friends while you are underground, especially if it can command others of its type.

Anti-Paladin

Of the variant unholy warriors, the anti-paladin is certainly the most notorious. A loner, he eschews prolonged contact with all forms
of society and companionship except on a temporary basis as his desires, needs, and lusts demand. He wanders the fringe of
civilization, always seeking justice to upend, happiness to quash, and faith to destroy. Many anti-paladins are truly mad, completely
overwhelmed with the burning desire to tear down what others have toiled to create, be it a comfortable home, a loving family, or even
a powerful nation. Anti-paladins must be chaotic evil since they personify the raw destructive force of entropy and hatred without
focus or direction. Evil deities of destruction often count anti-paladins among their devoted, but powerful beings from the lower
planes (especially demon lords) also enlist these hateful souls as minions. Anti-paladins do not form knighthoods or similar societies,
but they do work as mercenaries. An anti-paladin who finds himself in charge of a contingent of like-minded killers usually grows
tired of his "allies" before long and leads them to their doom or kills them himself.
Alignment: Chaotic evil.
Hit Die: d10.
Class Skills: The anti-paladin’s class skills (and the key ability for each skill) are Bluff (Cha), Climb (Str),
Concentration (Con), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge (religion) (Int), Knowledge (the planes)
(Int), Ride (Dex), and Survival (Wis).
o Skill Points at 1st Level: (2 + Int modifier) x 4.
o Skill Points at Each Additional Level: 2 + Int modifier.
Class Features: All of the following are class features of the anti-paladin.
o Weapon and Armor Proficiency: Anti-paladins are proficient with all simple and martial weapons, with all
types of armor (heavy, medium, and light), and with shields (except tower shields).
o Aura of Evil: The power of an anti-paladin’'s aura of evil (see the detect evil spell) is equal to his anti-paladin
level.
o Detect Good (Sp): At will, an anti-paladin can detect good, as the spell.
o Smite Good (Su): An anti-paladin’s smite targets creatures of a good alignment, but otherwise, it functions the
same as the paladin's ability to smite evil.
Divine Grace (Su): An anti-paladin gains this ability at 2nd level, which functions as the paladin ability of the
same name.




+1 +2 +0 +0 Aura of Evil; Detect Good; Smite Good, 1/Day
+2 +3 +0 +0 Divine Grace; Slaughter the Weak

+3 +3 +1 +1 Aura of Fear; Death Knell, 1/Day

+4 +4 +1 +1 Turn or Rebuke Outsider

+5 +4 +1 +1 Smite Good, 2/Day; Fiendish Mount

+6/+1 +5 +2 +2 Contagion, 1/Week

+7/+2 +5 +2 +2
+8/+3 +6 +2 +2 Death Knell, 2/Day
+9/+4 +6 +3 +3 Contagion, 2/Week
+10/+5 +7 +3 +3 Smite Good, 3/Day
+11/+6/+1 +7 +3 +3
+12/+7/+2 +8 +4 +4 Contagion, 3/Week
+13/+8/+3 +8 +4 +4 Death Knell, 3/Day
+14/+9/+4 +9 +4 +4
+15/+10/+5 +9 +5 +5 Contagion, 4/Week; Smite Good, 4/Day
+16/+11/+6/+1 +10 +5 +5
+17/+12/+7/+2 +10 +5 +5
+18/+13/+8/+3 +11 +6 +6 Contagion, 5/Week; Death Knell, 4/Day
+19/+14/+9/+4 +11 +6 +6
+20/+15/+10/+5 +12 +6 +6 Smite Good, 5/Day
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Slaughter the Weak (EX): Beginning at 2nd level, an anti-paladin takes a perverse and horrendous glee when

facing opponents in battle that are weaker than himself. He gains a +2 morale bonus to attack and damage rolls

with melee weapons when he attacks any creature that has fewer Hit Dice than he does. Dying creatures who

have less Hit Dice than the anti-paladin suffers a -2 penalty to save against death knell spells cast by the anti-

paladin.

Aura of Fear (Su): Beginning at 3rd level, an anti-paladin exudes an almost palpable aura of menace and evil.

Each enemy within 10 feet of her suffers a -4 morale penalty on saving throws against fear effects. The anti-

paladin herself is deadened to the emotion of fear, and is immune to all fear effects. This ability functions while

the anti-paladin is conscious, but not if she is unconscious or dead. An anti-paladin can suppress or activate this

aura as a free action.

Death Knell (Sp): The anti-paladin can cast death knell, as the spell, once per day at 3rd level, at a caster level

equal to his anti-paladin level. At every five levels thereafter, the anti-paladin can cast death knell an additional

time each day.

Turn or Rebuke Outsider (Su): When an anti-paladin reaches 4th level, he gains the supernatural ability to

turn or destroy good outsiders by channeling energy. He can instead rebuke or command evil outsiders with a

use of this ability if he chooses. The anti-paladin may use this ability a number of times per day equal to 3 + his

Charisma modifier. The anti-paladin turns or rebukes outsiders as a cleric of three levels lower would turn

undead.

Fiendish Mount (Sp): Anti-paladins gain a fiendish mount at 5th level. This ability functions just like the

special mount ability of the paladin class except that an anti-paladin’s special mount always has the fiendish

template, and it remains for 1 hour per anti-paladin level once called.

Contagion (Sp): At 6th level, an anti-paladin gains the ability to cast contagion, as the spell, once per week. He

may use this ability an additional time each week every additional three levels, to a maximum of 5 times a week

at 20th level. Caster level is equal to the anti-paladin's class level.
Associates: An anti-paladin may adventure with any non-good alignment, but remains hateful and distrustful of any
"allies." As soon as an ally is no longer useful, the anti-paladin usually Kills her (or at the very least, sacrifices her for his
own personal gain). He never knowingly associates with good characters, nor will he continue an association with
someone who balks at senseless murder or refuses to reward him for his aid. An anti-paladin may only accept henchmen,
followers, or cohorts who are chaotic evil. Anti-paladins always suffer the -2 penalty for cruelty when determining their
effective Leadership score to recruit a cohort.
Code of Conduct: An anti-paladin must be of chaotic evil alignment and loses all class abilities if he ever willingly
commits a good act. He must work at all times to undermine the works of civilization and good peoples, and must never
offer mercy or grant quarter unless he betrays his word within the next hour. He cannot join an organization, but he can
perform services for others as long as the services are for pay and ultimately lead to chaos and devastation.
Anti-Paladin Spell List: Anti-paladins choose their spells from the following list:

o 1st Level: Bane, cause fear, curse water, deathwatch, doom, inflict light wounds, magic weapon, profane
weapon, protection from good, protection from law, ray of enfeeblement, read magic, summon monster |.
o 2nd Level: Bull's strength, darkness, desecrate, shatter, summon monster I, undetectable alignment.




o 3rd Level: Bestow curse, blindness/deafness, deeper darkness, greater magic weapon, heal mount, inflict
moderate wounds, magic circle against good, magic circle against law, summon monster 111.
o 4th Level: Death ward, dispel good, dispel law, fear, inflict serious wounds, poison, unholy sword.

Elemental Incarnate:

The Elemental Incarnate is unique among the divine martial champions in that she does not serve a Human Deity as the others do,
focusing her faith and belief in the Elements, honoring the Elemental Lords. Incarnates are always neutral. Incarnates are often seen as
the enforcers of the Druidic Orders, smiting those who would wantonly destroy or subjugate the natural world. The non-aligned aspect
of the natural world appeals to many incarnates, and most of them prefer to live in the wild.
Alignment: Neutral.
Hit Die: d10.
Class Skills: The incarnate's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy
(Cha), Knowledge (nature) (Int), Knowledge (religion) (Int), Listen (Wis), Profession (Wis), Search (Int), Spot (Wis), and
Survival (Wis).
o Skill Points at 1st Level: (2 + Int modifier) x 4.
o Skill Points at Each Additional Level: 2 + Int modifier.

+1 +2 +0 +0 Detect Imbalance; Elemental Affinity; Smite Extremist, 1/Day
+2 +3 +0 +0 Divine Grace; Elemental Burst
+3 +3 +1 +1 Aura of Courage; Energy Resistance
+4 +4 +1 +1 Rebuke Outsider
+5 +4 +1 +1 Smite Extremist, 2/Day; Elemental Minion
+6/+1 +5 +2 +2
+7/+2 +5 +2 +2
+8/+3 +6 +2 +2 Commune with Nature, 1/Week
+9/+4 +6 +3 +3
+10/+5 +7 +3 +3 Smite Extremist, 3/Day
+11/+6/+1 +7 +3 +3
+12/+7/+2 +8 +4 +4 Commune with Nature, 2/Week
+13/+8/+3 +8 +4 +4
+14/+9/+4 +9 +4 +4
+15/+10/+5 +9 +5 +5 Smite Extremist, 4/Day
+16/+11/+6/+1 +10 +5 +5 Commune with Nature, 3/Week
+17/+12/+7/+2 +10 +5 +5
+18/+13/+8/+3 +11 +6 +6
+19/+14/+9/+4 +11 +6 +6
+20/+15/+10/+5 +12 +6 +6 Commune with Nature, 4/Week; Smite Extremist, 5/Day
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Class Features: All of the following are class features of the incarnate.
o Weapon and Armor Proficiency: Incarnates are proficient with all simple and martial weapons, with all types of

armor (heavy, medium, and light), and with shields (except tower shields).
Detect Imbalance (Sp): Incarnates are sensitive to the presence of creatures with alignment subtypes because of
how unbalancing the presence of such creatures can be. This ability functions as the Detect Undead spell, save that it
detects creatures with an alignment subtype rather than the type. This ability does not determine the alignment or
subtype of the creature, just the presence.
Elemental Affinity (Ex): The elemental planes are closer to the mind of an incarnate than the Outer Planes. As a
result, an incarnate has a particular affinity to two elements, either air and earth or fire and water. She must select
one of these pairings upon taking her first incarnate level. This choice will affect their Elemental Burst ability later.
You gain better control over your spells and the elements. You gain the following benefits:

=  Choose one element. This element is the one most associated to your character (I.E. Earth Druids would

choose Earth for Affinity).
= Choose a spell of up to Level 5th. You can, as a bonus action, change the damage type from this spell to
one of the other elements you have affinity with.

»  The Feat can be taken multiple times with a new element selected each time.
Smite Extremist (Su): An incarnate's smite targets creatures of the following alignments: lawful good, lawful evil,
chaotic good, and chaotic evil. When the incarnate makes a smite attack, she must decide which alignment she is
smiting, but otherwise, it functions the same as the paladin's ability to smite evil.
Divine Grace (Su): An incarnate gains this ability at 2nd level, which functions as the paladin ability of the same
name.
Elemental Burst (Su): Beginning at 2nd level, an incarnate with a Charisma score of 12 or higher can create a burst
of energy appropriate to her elemental affinity. Use of this supernatural ability is a standard action. She can direct




this burst of energy at any target within 60 feet as a ranged touch attack. A successful hit deals 1d4 points of damage
plus the incarnate's Charisma modifier of both the incarnate's associated energy types. Thus, an incarnate who has a
Charisma of 13 and is associated with both fire and water would deal 1d4+1 points of fire damage and 1d4+1 points
of cold damage to a target struck by the attack. The incarnate can generate a number of elemental bursts in a day
equal to her Charisma bonus.
Aura of Courage (Su): An incarnate gains this ability at 3rd level, which functions as the paladin ability of the
same name.
Energy Resistance (Ex): At 3rd level, the incarnate gains energy resistance 5 to the types of energy associated with
her elemental affinity.
Rebuke Outsider (Su): When an incarnate reaches 4th level, she gains the supernatural ability to rebuke or
command outsiders. She can only use this ability while she is on the Material Plane. The incarnate can use this
ability a number of times per day equal to 3 + her Charisma modifier. The incarnate turns outsiders as a cleric three
levels lower would turn undead.
Elemental Minion (Sp): Upon reaching 5th level, an incarnate gains the ability to summon a Medium elemental
(air, earth, fire, or water) as a standard action usable once a day. This elemental must be one of the types she is
associated with due to her elemental affinity. This elemental minion carries the same responsibilities as a paladin's
special mount and gains the same bonuses to its HD, natural armor, Strength, Intelligence, and other special abilities
that a paladin's special mount gains when the incarnate gains levels. Unlike the paladin's special mount, the
elemental minion only remains for 1 hour/level before returning to the elemental plane from whence it came.
Commune with Nature (Sp): At 8th level, an incarnate gains the ability to commune with nature, as the spell, once
per week. She may use this ability an additional time each week every additional four levels, to a maximum of 4
times a week at 20th level.
Code of Conduct: An incarnate must be of neutral alignment and loses all class abilities if she ever willingly commits an act
that endangers the natural balance of the world. The incarnate is most at home in the wilderness, but she does not take any
special vows to avoid city life. She avoids travel to other planes (with the exception of the Elemental Planes to which she has
an affinity) except in the direst need. The incarnate prefers to arrive at peaceful solutions but is fully capable of using force
against unwanted intrusions into this realm from beyond.
Associates: An incarnate can adventure with characters of any alignment but remains suspicious and wary of those who draw
their powers from the Outer Planes (including most clerics and other holy warriors). She tolerates the presence of native
outsiders such as aasimar and tieflings, but would prefer not to share their company if possible. She never knowingly
associates with creatures of an alignment subtype, nor will she continue an association with someone who consistently
offends her moral code. An incarnate may only accept henchmen, followers, or cohorts who are neutral.
Incarnate Spell List: Incarnates choose their spells from the following list:

o 1st Level: Bless, bless water, bless weapon, charm animal, cure light wounds, detect poison, divine favor, endure
elements, entangle, longstrider, magic fang, magic weapon, pass without trace, protection from chaos, protection
from evil, protection from good, protection from law, speak with animals.
2nd Level: Animal messenger, barkskin, bear's endurance, bull's strength, eagle's splendor, hold person, lesser
restoration, owl's wisdom, resist energy, shield other, spike growth, tree shape.
3rd Level: Cure moderate wounds, diminish plants, dominate animal, greater magic fang, magic circle against
chaos, magic circle against evil, magic circle against good, magic circle against law, plant growth, prayer, speak
with plants.
4th Level: Break enchantment, command plants, cure serious wounds, dismissal, dispel chaos, dispel evil, dispel
good, dispel law, freedom of movement, tree stride.




RANGERS

Until the return of the Human Gods to Solinar, Rangers gained their power from the Elemental Lords themselves... and this is still the
case in most instances. Before the return of the Human Gods, Rangers all fell under the Wild Defender rules as a class. Once the
Human Gods returned, Rangers began arising from the Human Gods, all utilizing the standard Ranger abilities as displayed in the
Player’s Handbook. Rangers of this type have always been the standard for Rangers of other races, though a few of these would seek
out and dedicate themselves to the Elemental Lords. To this day just as many Rangers will revere the Elemental Lords as they revere
the other Gods and Goddesses of their racial faiths. Additionally, regardless of which type of Ranger they are, there are a few who
reside in desert lands, having their own unique abilities as well... the Dervish.

Dervish:
The Dervish will use the standard Ranger from the Player’s Handbook... each modified by the Alternate Class Features illustrated
here.

e Favored Environment: Instead of selecting a type of creature against which to apply a bonus on certain skills and damage
rolls, the Dervish selects a specific natural environment and gains bonuses when in that environment. At 1st level, a ranger
may select a natural environment from among those given on Table: Ranger Favored Environments. Due to the ranger's
experience in that environment, he gains a +2 bonus on Hide, Listen, Move Silently, Spot, and Survival checks when using
these skills in that environment. He also gains the same bonus on Knowledge (nature) checks made in association with that
environment (or on Knowledge (dungeoneering) checks made in association with underground environments if the ranger has
selected underground as a favored environment). At 5th level and every five levels thereafter (at 10th, 15th, and 20th level),
the ranger may select an additional favored environment from those given on the table and gains an identical bonus on the
appropriate skill checks in that environment. In addition, at each such interval, the bonuses in any one favored environment
(including the one just selected, if so desired) increase by 2. For example, a 5th-level ranger has two favored environments.
In one he has a +4 bonus on the appropriate skill checks, and in the other he has a +2 bonus. At 10th level, he has three
favored environments, and he gains an additional +2 bonus, which he can allocate to any of his three favored environments.
Thus, his bonuses could be either +4, +4, and +2 or +6, +2, and +2. If the ranger chooses desert or forest, he must also choose
a climate type, as indicated on the table (either "cold" or "temperate or warm" for desert, or "cold or temperate™ or "warm"
for forest). The game master may rule that a ranger cannot select an environment that he has never visited. The favored
environment for the Dervish is either Desert (Cold) or Desert (Temperate or Warm).

Wasteland Ranger: Rangers of the waste are fierce protectors of their homeland. They are masters of desert camouflage
and have adapted weaponry and tactics that mimic those of creatures that share their environment. Desert nomads are most
likely to produce rangers, with a wandering lifestyle that prepares them well for the role. This variant ranger gains all the
normal class features of the ranger, with the changes below.

o Heat Endurance: At 3rd level, a wasteland ranger gains Heat Endurance as a bonus feat. If he already has Heat
Endurance, the ranger gains Improved Heat Endurance instead and need not meet the prerequisites for that feat. This
benefit replaces the standard ranger's Endurance bonus feat.

Sandskimmer: At 7th level, a wasteland ranger gains Sandskimmer as a bonus feat. This benefit replaces the
standard ranger's woodland stride class feature.

Waste Hunter (EX): At 10th level, a wasteland ranger chooses a specific kind of favored enemy native to the waste
from among the types or subtypes he has already chosen. (For example, he could choose dunewinders if he has
magical beasts as a favored enemy.) He gains an additional +2 bonus on weapon damage rolls, and on Bluff, Listen,
Sense Motive, Spot, and Survival checks against creatures of this kind. In addition, the ranger gains a +2 bonus on
saves against the chosen creature's special abilities and damage reduction 2/- against its physical attacks. This
benefit replaces the new favored enemy gained at 10th level by a standard ranger, but the waste ranger's bonuses
against previously selected favored enemies increase as if he had gained a new favored enemy.

Elemental Rangers

Elemental Rangers all utilize the Wild Defender variant class as shown here. The wild defender is a holy warrior attuned to the sacred
divinity of nature. Druids usually welcome them, but most wild defenders work in solitude. The wild defender guards the land and
those who use it respectfully. Those who violate the wilderness consider wild defenders a manifestation of nature's wrath. The wild
defender is a variant ranger. Unless otherwise noted, a wild defender advances in the same manner as a ranger (same Hit Die, base
attack bonus, saving throw bonuses, skill points, and so on). When a character elects to take a level of ranger or wild defender, he may
not later take levels in the other class. This prevents the character from gaining the benefits of a 1st-level ranger twice.

o Alignment: A wild defender must be neutral good, lawful neutral, neutral, or chaotic neutral.

o Class Features: The wild defender loses the base ranger's favored enemy, bonus feats, combat style, camouflage, and
hide in plain sight class features but gains several druid and paladin abilities and acquires some class features at different
levels than a ranger.

o Smite Evil (Su): Once per day, the wild defender may attempt to smite evil with one normal melee attack. He
adds his Charisma bonus (if any) to his attack roll and deals 1 extra point of damage per wild defender level. If




the wild defender accidentally smites a creature that is not evil, the smite has no effect, but the ability is still
used up for that day. At 5th level and every five levels thereafter, the wild defender may smite enemies one
additional time per day, as indicated on the Table: The Wild Defender. A character with levels in both wild
defender and paladin adds his levels in both classes to determine how many times per day he may smite evil as
well as the amount of extra damage he deals.

Natural Lore (Ex): The wild defender has a +2 bonus on Knowledge (nature) and Survival checks.

Trackless Step (Ex): At 3rd level, the wild defender leaves no trail in natural surroundings and cannot be
tracked. He may choose to leave a trail if so desired.

+1 +2 +2 +0 Natural Lore; Smite Evil, 1/Day; Wild Empathy
+2 +3 +3 +0 Woodland Stride
+3 +3 +3 +1 Trackless Step
+4 +4 +4 +1 Resist Nature’s Lure
+5 +4 +4 +1 Animal Companion; Smite Evil, 2/Day
+6/+1 +5 +5 +2 Rebuke Nature (Animal)
+7/+2 +5 +5 +2
+8/+3 +6 +6 +2 Rebuke Nature (Vermin)
+9/+4 +6 +6 +3 Evasion
+10/+5 +7 +7 +3 Smite Evil, 3/Day
+11/+6/+1 +7 +7 +3
+12/+7/+2 +8 +8 +4 Rebuke Nature (Plants)
+13/+8/+3 +8 +8 +4
+14/+9/+4 +9 +9 +4 Rebuke Nature (Fey)
+15/+10/+5 +9 +9 +5 Smite Evil, 4/Day
+16/+11/+6/+1 +10 +10 +5 Improved Evasion
+17/+12/+7/+2 +10 +10 +5
+18/+13/+8/+3 +11 +11 +6 Rebuke Nature (Ooze)
+19/+14/+9/+4 +11 +11 +6
+20/+15/+10/+5 +12 +12 +6 Rebuke Nature (Elementals); Smite Evil, 5/Day
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Resist Nature's Lure (Ex): At 4th level, the wild defender gains a +4 bonus on saving throws against the spell-
like abilities of fey.

Rebuke Nature (Su): When the wild defender reaches 6th level, he gains the ability to rebuke (but not
command) creatures of nature, just as an evil cleric can rebuke undead. He may use this ability a number of
times per day equal to 3 + his Charisma modifier. He rebukes nature as a cleric of three levels lower would turn
undead. At 6th level, this ability only works on animals, but the wild defender gains control over a wider range
of natural creatures as he gains levels.




ROGUES

The rogue is a character class that has so many differences from one rogue to a next, it is impossible to lock down any one true style of
rogue, especially for Humans. Of those presented here, only the Felian (or similar race) that live more in the wilderness have specific
traits that other rogues may not have (i.e., they utilize the Wilderness Rogue class variant always).

Adventurer
The rogue who favors martial training over stealth and cunning can profit if she chooses her fights carefully. This variant simply
swaps one or more of a class's features for one or more class features of another class. A class feature gained works just as it did for its
original class, including the level at which it is gained and any other effects, except as noted below.

e Lose: Sneak attack.

e Gain: Bonus feats (as fighter).

Antiguarian

You are incredibly knowledgeable about artifacts, relics, and antiques - especially those that are religious in nature.
Level: 1st.
Replaces: This benefit replaces the trapfinding class feature.
Benefit: When examining divine items and religious relics, you gain a bonus equal to your Wisdom modifier on all Appraise
checks as an extraordinary ability.
In addition, if you examine a magic item created using a spell from the cleric or paladin list, or an item with special religious
significance, you can attempt a Knowledge (religion) check (DC 10 + the item's caster level) to identify it exactly as a spell-
like ability. This works like the identify spell (caster level equals your rogue level) but requires no material component and
can be performed as a full round action. You can use this ability on only one item per day.

Criminal Specialist

A rogue (of other class that meets the following prerequisites) may specialize in one particular type of crime, much like a wizard
might specialize in a school of magic. Such criminal specialization requires four mandatory skills and prohibits two other skills (the
specialist can never put ranks into these skills, but he may still use them untrained). In addition, as long as the specialist takes an
appropriate Skill Focus feat he also gains a unique special ability at the listed level, which he can use only if he maintains a maximum

number of ranks in the listed skills (even if he multiclasses). Any class with all six of the listed skills as class skills qualifies and
allows a member of that class to become a specialist in the listed field.

e BEGGAR: As your childhood ended, the faces of those you implored for alms grew harder, causing you to learn how to
feign injuries and infirmities, anything to stoke a charitable impulse. You have learned how to use those skills to protect
yourself.

o Level: 1st.

o Prerequisites: Bluff, Disguise, Sleight of Hand, Spot, Skill Focus (Disguise);

o Forbidden SKills: Disable Device and Open Lock.

o Playing Possum (EX): You may attempt to gain a temporary edge in combat by shamming a debilitating injury,
such as blindness or a missing limb. This requires 1 minute of advance preparation, a disguile kit, and a Disguise
check. The next intelligent foe you encounter must succeed at an opposed Spot check or else he is flat-footed against
your first attack. Your first attack in the combat must be made against this foe. If you encounter multiple foes, they
all get a chance to see through your disguise, but you only gain the benefit of this ability on the first attack you
make.

e BLACKMAILER: In your life you have developed a talent for remaining in the background while your targets committed
their indiscretions. You can leap quickly into the foreground when you need to, taking your victims by surprise and using the
threat of their secrets to cow them into obeying your forcefully delivered commands.

o Level: 3rd.

o Prerequisites: Decipher Script, Gather Information, Intimidate, Search, Skill Focus (Intimidate).

o Forbidden Skills: Disable Device and Open Lock.

o Vilify (Ex): You can attempt to uncover some secret humiliation of a particular foe by carefully sifting through
rumor and idle Speculation. You must spend at least 8 hours chasing gossip in an area your target has frequented
within the last month followed by a Gather Information check (DC 10 + target's CR). If you succeed at this Gather
Information check you may, at any time in the following month, make an Intimidate check against your target as a
full-round action. At any time in the next hour, as long as you are not in combat, you may issue a command (as the
spell) at your target as a standard action. The save DC of your command effect equals the result of your Intimidate
check. This is a language-dependant, mind-affecting ability. If your Gather Information check fails you must wait at
least six months before trying again against that particular target. If your target simply has no humiliating
indiscretions in her past (as determined by the DM) you cannot use this ability against that target.




FENCE: You learned to look for every defect in an item and never hesitate to use even the most infinitesimal flaw as
grounds to lower your price. These skills proved equally useful when dealing with any kind of object, valuable or not.

o Level: 6th.

Prerequisites: Appraise, Bluff, Forgery, Sense Motive, Skill Focus (Appraise).
Forbidden Skills: Climb and Tumble.
Fracture (Ex): Your trained eye can identify and exploit the subtle, hidden defects of objects. After your first
successful attack against a construct or object, you may make an Appraise check (DC 15 for an object or DC 15 +
creature's CR for a construct). For every point by which you succeed at this check you can ignore one point of
hardness or one point of DR for all later attacks against that construct or object. You can only use this ability with
melee attacks.
GOON: You possess a singular enthusiasm for breaking legs - or heads - upon command, but you also learned to apply your
intellect, to let rumor guide you to your targets and to find the kernels of truth within their pleas and evasions.

o Level: 6th,

o Prerequisites: Bluff, Gather Information, Intimidate, Sense Motive, Skill Focus (Intimidate).

o Forbidden Skills: Decipher Script and Use Magic Device.

o Browbeat (EX): You can, as a full-round action, make a single melee attack against an opponent. If you hit and deal
damage, you can immediately follow it with an Intimidate check (DC 15 + target's CR). If you succeed in this check
your foe becomes shaken until the end of your next turn. For each round you continue to attack the same target, you
gain a cumulative +1 bonus on your Intimidate checks. This is a mind-affecting fear effect.

KIDNAPPER: Displaying a fiendish ingenuity for knots and bindings, you drifted into criminal gangs that made their living
by snatching people and holding them for ransom.

o Level: 1st.

o Prerequisites: Climb, Disguise, Move Silently, Use Rope, Skill Focus (Use Rope).

o Forbidden Skills: Diplomacy and Tumble.

o Hobble (EX): You can attempt to restrict or bind any foe you manage to catch unawares. Whenever you face a flat-
footed opponent no more than one size category larger than you, you may attempt a melee touch attack as a full-
round action. You must have a length of rope at least 20 feet long in hand when you make this touch attack. If you
succeed, you can wrap your target's arms and legs in rope. Make a Use Rope check with a -4 penalty. Your target
moves at half his normal speed and takes a -2 penalty to Strength and Dexterity scores until he escapes your knots,
requiring a full-round action and an Escape Artist check (DC equals your Use Rope check).

LOOKOUT: While others spent their time housebreaking or shaking down tourists, you found a comfortable niche by
merely offering advanced warning of approaching danger. Your keen senses made you a welcome addition to any criminal
enterprise.

o Level: 3rd.

o Prerequisites: Hide, Listen, Move Silently, Spot, Skill Focus (Spot).

o Forbidden SkKills: Appraise and Disable Device.

o Perceive (Su): As a full-round action, you can gain one of the following effects until your next turn: blindsense,
low-light vision, scent, or tremorsense. You cannot gain an effect you already possess. This ability requires you to
concentrate the entire time. If you are attacked or otherwise distracted, you must succeed at a DC 20 Concentration
check or lose the effect.

PICKPOCKET: Through trial and error (and more than one night in jail), you mastered the art of taking what you needed
from passersby - the fatter and wealthier the better. As you grew older, you learned the hard way that not all wealthy folk
flaunted their jewels unarmed. After several lengthy stays at the local temples, you learned to identify (and disarm) those who
carried protection.

o Level: 6th,

o Prerequisites: Hide, Move Silently, Sleight of Hand, Spot, Skill Focus (Sleight of Hand).

o Forbidden Skills: Disable Device and Sense Motive.

o Snatch Weapon (EX): You can attempt to strip a creature of a sheathed weapon by making a Sleight of Hand check
(DC 20 + target's CR) as a full-round action. Your target must be flat-footed to you. You can snatch a light weapon
(based on your size, not your target's) without penalty, a one-handed weapon with a -4 penalty, and a two-handed
weapon with a -8 penalty. You cannot snatch a weapon too large for you to wield. If you succeed in this check, you
gain possession of the weapon. You must have enough free hands available when you attempt the snatch to wield
the weapon properly (i.e., you must have at least one free hand when attempting to snatch a light or one-handed
weapon and two free hands when attempting to snatch a two-handed weapon). When you use this ability, your
Sleight of Hand check is opposed by the Spot checks of those nearby. The success of observers (including your
victim) doesn't prevent you from performing the snatch, just from doing it unnoticed.




Creatures that have immunity to extra damage from sneak attacks are a bane to rogues everywhere. Particularly in ancient tombs
where undead are common, rogues must rely on their wits to survive. You have spent a significant amount of time studying this
problem and have learned ways to harm even such resilient opponents.

Level: 3rd.

Replaces: If you select this alternative class feature, you do not gain trap sense.

Benefit: Whenever you flank a creature that is immune to extra damage from sneak attacks, you still deal extra damage equal
to half your normal sneak attack dice. This benefit does not apply against creatures that cannot be flanked, nor against foes
that are otherwise denied their Dexterity bonus to AC or flat-footed but not flanked.

The wilderness rogue prefers to put her skills to use in the great outdoors, rather than in cramped alleys and dungeon corridors. In
many ways, she is similar to the traditional ranger, though with less combat savvy and with none of the ranger's divine link to the
natural world. This Variant is ALWAYS used by Felians on Solinar. Other races could utilize this as well, especially if the character
spends a lot of time in the wilderness.

Class Skills: Remove the following rogue class skills from the wilderness rogue's class skill list: Appraise, Diplomacy,
Decipher Script, Forgery, and Gather Information. Add the following skills to the wilderness rogue's class skill list: Handle
Animal, Knowledge (geography), Knowledge (nature), Ride, and Survival.

Class Features: The wilderness rogue has all the standard rogue class features, except as noted below.

Special Abilities: Add woodland stride (as the 7th-level ranger ability), camouflage (as the 13th-level ranger ability), and
hide in plain sight (as the 17th-level ranger ability, requires the rogue to already have the camouflage ability) to the list of
special abilities that can be chosen by the wilderness rogue. Lastly, the Wilderness Rogue does not gain Sneak Attack as
standard Rogues do. Instead, they gain Skirmish (as Scout).




SORCERERS

Sorcerers on Solinar are commonplace, equally as common as the Rogue. This is most likely due to the influence of Dragons on
Solinar, though a few draw their power from other... eviler... sources. The following modifications may be made to Sorcerers on
Solinar.

Arcane Reabsorption
You have always focused more on the raw manipulation of arcane energy than others of your profession. As such, you know how to
possibly regain that energy when outside forces attempt to disrupt your magic.
Level: 1st (4th for hexblades).
Replaces: If you select this class feature, you do not gain a familiar.
Benefit: Whenever a targeted spell you cast fails to penetrate a creature's spell resistance or is countered by another
spellcaster, you can immediately attempt to reabsorb the arcane energy you just spent as an immediate action. The spell can
have no effect at all in order to use this ability. By making a Spellcraft check (DC 20 + [spell level x 3]), you regain the spell
as if it was never cast (or regain the spell slot if you cast spells spontaneously). Attempting this taxes your body. Regardless
of the success of the check, you take 1 point of nonlethal damage per spell level you attempt to reabsorb. This damage is
internal and bypasses damage reduction and resistances you possess.

Battle Sorcerer
The battle sorcerer is no weak arcanist, hiding behind the fighters. Instead, she is a capable physical combatant who mixes magical
prowess with fighting skill.
Hit Die: d8.
Base Attack Bonus: The battle sorcerer uses the base attack bonus progression of the cleric.
Class Skills: Remove Bluff from the battle sorcerer's class skill list. Add Intimidate to the battle sorcerer's class skill list.
Class Features: The battle sorcerer has all the standard sorcerer class features, except as noted below.
o Weapon and Armor Proficiency: At 1st level, a battle sorcerer gains proficiency with any light or one-handed
martial weapon of the character's choice. She also gains proficiency with light armor.
Spellcasting: A battle sorcerer can cast sorcerer spells derived from her class levels of battle sorcerer while in light
armor without the normal arcane spell failure chance.
A battle sorcerer has fewer daily spell slots than a standard sorcerer. Subtract one spell per day from each spell level
on Table: The Sorcerer (to a minimum of zero spells per day). For example, a 1st-level battle sorcerer may cast four
0-level spells and two 1st-level spells per day (plus bonus spells, if any).
A battle sorcerer knows fewer spells per spell level than a standard sorcerer. Subtract one spell known from each
spell level on Table: Sorcerer Spells Known (to a minimum of one spell per spell level). For example, a 4th-level
battle sorcerer knows five 0-level spells, two 1st-level spells, and one 2nd-level spell. When she reaches 5th level,
the battle sorcerer learns one additional 1st-level spell, but doesn't learn an additional 2nd-level spell (since two
minus one is one).

Dragonblood Sorcerer

Kobolds, spellscales, and the members of other dragonblood races tap into their innate draconic talents to achieve greater heights of
sorcerous power. Forgoing any pretense of mundane pursuits, a dragonblood sorcerer explores new approaches to casting arcane
spells.

Hit Die: d4.
Requirements: To take a dragonblood sorcerer substitution level, a character must have the dragonblood subtype and be
about to take his 1st, 4th, or 7th level of sorcerer.
Class Skills: Dragonblood sorcerer substitution levels have the class skills of the standard sorcerer class, minus Craft and
Profession, plus Use Magic Device. In addition, a dragonblood sorcerer who takes the 1st-level racial substitution level gains
a class skill from his Draconic Heritage feat.

o Skill Points at Each Level: 2 + Int modifier (or four times this number as a beginning character).

+0 +0 +0 +2 Arcane Insight +2; Draconic Heritage As Sorcerer of Equivalent Level
+2 +1 +1 +4 Arcane Insight +4; Spell-Like Ability As Sorcerer of Equivalent Level

+3 +2 +2 +5 Arcane Insight +6; Bonus Spells Known As Sorcerer of Equivalent Level




o Class Features: All the following are class features of the dragonblood sorcerer racial substitution levels.

o Arcane Insight (Ex): A 1st-level dragonblood sorcerer's racial talent with magic grants him keen insights into
arcane mysteries. Each time he selects a dragonblood sorcerer substitution level, he gains a cumulative +2 insight
bonus on Knowledge (arcana) checks.

Draconic Heritage: A 1st-level dragonblood sorcerer gains Draconic Heritage as a bonus feat.
This substitution feature replaces the standard sorcerer's familiar class feature.
Spell-Like Ability: A dragonblood sorcerer who takes the 4th-level racial substitution level gains the ability to
transform a sorcerer spell he knows into a spell-like ability. A spell chosen for this ability can't have a costly
material component, an XP cost, or any sort of focus, and it can't be a spell of the highest level the sorcerer can cast.
The chosen spell is removed from the sorcerer's list of spells known, reducing his number of known spells of that
level by one, and the sorcerer loses one spell slot of that spell level - as well as one spell slot from the next higher
level of spells he is able to cast. In return for those two spell slots, he gains the ability to use the chosen spell as a
spell-like ability three times per day, using his sorcerer level as the caster level. Each time a dragonblood sorcerer
who has this substitution level feature gains access to a new spell level, he can exchange the spell chosen for this
ability for a new one. He returns the previously chosen spell to his list of spells known and regains both lost spell
slots. He then chooses a new spell, subject to the limitations given above. He loses that spell from his spells known
list along with one spell slot of the newly chosen spell's level and a spell slot one level higher than the chosen spell.
Bonus Spells Known: A dragonblood sorcerer who takes the 7th-level racial substitution level adds four spells to his list of
known sorcerer spells. The spells added depend on the dragonblood sorcerer's alignment or draconic heritage. A
dragonblood sorcerer who is good-aligned must choose the good list of known spells, and vice versa. One descended from a
particular kind of dragon is treated as if he shared that dragon's alignment for the purpose of this substitution feature,
regardless of his own alignment. For example, a half-red dragon sorcerer, or a sorcerer with Draconic Heritage (red dragon),
is treated as evil-aligned for determining which bonus spells known he gains. Dragonblood sorcerers who are neither good
nor evil and have no distinct draconic heritage can choose which set of spells to add. If a dragonblood sorcerer already
knows any of the listed spells, he can pick another spell that a sorcerer would ordinarily have available at that same level.

o Euvil: 1st - charm person; 2nd - darkness, resist energy; 3rd - suggestion.

o Good: 1st - bless; 2nd - fog cloud, resist energy; 3rd - fly.

o The chosen list of spells known replaces the normal additions to the sorcerer's list of spells known (one 1st-level
spell, one 2nd-level spell, one 3rd-level spell) gained at 7th level.

Drakken Familiar

Arcane spellcasters, even those who do not claim the blood of dragons as their own, often have a special link with dragonkind. One
manifestation of this link is the caster's familiar, which can take on draconic characteristics.
Class: Hexblade, sorcerer, or wizard.
Level: 4th (hexblade) or 1st (sorcerer or wizard).
Replaces: If you select this class feature, your familiar does not gain all the benefits normally accorded to a familiar. See
below to determine which alternative benefits it gains, and which standard benefits these replace.
Benefit: Your familiar is a drakken version of a normal animal. It gains the dragonblood subtype and all the benefits of being
a familiar, except as described below. When your familiar would normally gain the ability to deliver touch spells, it gains a
breath weapon instead. This breath is a 15-foot cone of fire, usable once per hour, that deals a number of points of damage
equal to 1d6 + twice your class level (levels of different classes that are entitled to familiars stack for this purpose). A
successful Reflex save (10 + 1/2 your total class levels for determining the familiar's abilities) halves the damage dealt. When
your familiar would normally gain the ability to speak with animals of its kind, it instead gains the ability to speak with
creatures of the dragon type.

Planar Sorcerer
Though many claim a sorcerer's power derives from draconic heritage, a few sorcerers believe that their arcane prowess comes from
an even purer source - the planes themselves. It is not uncommon to see sorcerers traveling the multiverse in search of support for this
belief. Unlike other spellcasters, the sorcerer has a limited ability to customize his talents for planar adventuring. With a small list of
spells known, the sorcerer who wishes to adapt to life on the planes must choose his tools wisely. Even so, the wide variety of
challenges awaiting the planar sorcerer demands a slightly more adaptable approach to spellcasting.
e Hit Die: d4.
o Requirements: To take a sorcerer planar substitution level, a character must be about to take her 5th, 9th, or 13th level of
sorcerer. The character must also fulfill any one of the following criteria:
o Have 1 rank in Knowledge (the planes).
o Have a heritage feat.
o Have the extraplanar subtype when on the Material Plane.
o Have visited a plane other than the Material Plane.




e Class Skills: Sorcerer planar substitution levels have the class skills of the standard sorcerer class plus Knowledge (the
planes) (Int).
o Skill Points at Each Level: 2 + Int modifier.

5 +2 +1 +1 +4 Forced Charged Energy As Sorcerer of Equivalent Level
9 +4 +3 +3 +6 Extraplanar Spell Penetration As Sorcerer of Equivalent Level
13 +6/+1 +4 +4 +8 Spontaneous Planar Summoning As Sorcerer of Equivalent Level

o Class Features: All of the following are features of the sorcerer's planar substitution levels.

o Force-Charged Energy (Su): At 5th level, a planar sorcerer can lace his spells with pure force, the better to affect
the various energy-resistant elementals and outsiders he faces. At the sorcerer's option, half of the energy damage
dealt by a spell he casts is replaced by force damage. This effect can be applied to any spell that deals acid, cold,
electricity, fire, or sonic damage. The maximum spell level to which a planar sorcerer can apply this effect is one
lower than the highest level of sorcerer spell that he can cast. For instance, a 5th-level planar sorcerer can apply this
effect to 0-level and 1st-level sorcerer spells, while an 18th-level planar sorcerer can apply it to spells of up to 8th
level. This benefit replaces the ability to learn a new 2nd-level spell gained by a standard sorcerer at 5th level. From
now on, the sorcerer's number of 2nd-level spells known at any class level is one less than the value shown on
Table: Sorcerer Spells Known.

Extraplanar Spell Penetration (Ex): A 9th-level planar sorcerer can imbue his spells with the ability to penetrate
the spell resistance of extraplanar creatures more readily. Three times per day, for 1 round each time, the sorcerer
can add his Charisma bonus to all his caster level checks made to overcome the spell resistance of extraplanar
creatures. This benefit replaces the ability to learn a new 4th-level spell gained by a standard sorcerer at 9th level.
From now on, the sorcerer's number of 4th-level spells known at any class level is one less than the value shown on
Table: Sorcerer Spells Known.

Spontaneous Planar Summoning (Su): A 13th-level planar sorcerer learns to summon extraplanar creatures
spontaneously. When he chooses this planar substitution benefit, a sorcerer selects one of the following categories:
elementals (creatures of the elemental type), celestial creatures (creatures with the celestial template), or fiendish
creatures (creatures with the fiendish template). He can use any spell slot to spontaneously cast a summon monster
spell of the same level, but he can use that spell to summon only creatures of the selected category. For example, a
13th-level sorcerer who chose elementals could use one of his 6th-level spell slots to cast summon monster VI. He
could use that spell to summon a single Large elemental, or 1d3 Medium elementals (from the 5th-level summoning
list). He could not use the spell to summon creatures that weren't elementals. This benefit replaces the ability to
learn a new 6th-level spell gained by a standard sorcerer at 13th level. From now on, the sorcerer's number of 6th-
level spells known at any class level is one less than the value shown on Table: Sorcerer Spells Known.

Spell Shield

As a powerful spellcaster, you are likely to attract the attention of powerful opponents, and your teammates can't always protect you.
Spell shield lets you use your spells' energy to offset damage that might otherwise kill you.
Level: 1st.
Replaces: If you select this alternative class feature, you do not gain a familiar.
Benefit: By achieving oneness with the magical energy from which you draw your power, you make it part of your life force.
As an immediate action when you take damage from any source, you can attempt to sacrifice spell energy instead of losing
hit points. Expend a spell slot as if you had cast a spell of that level. Then, make a Concentration check with a DC equal to 15
+ the level of the sacrificed spell. If you succeed, you ignore an amount of damage equal to five times the level of the spell
slot you gave up. If you fail, you still lose the spell, but the magical energy fails to negate any of the damage. For example,
Hennet finds himself in the way of a black dragon's breath. Although he succeeded on his saving throw, he is still going to
take 22 points of acid damage. As a 7th-level sorcerer, Hennet can sacrifice a spell of up to 3rd level. He chooses a 3rd-level
spell, so the DC of his Concentration check is 18. Hennet gets a result of 22 and magically negates 15 points of the acid
damage, taking only 7 points. You can attempt to deflect damage as often as you wish, but you can make only one attempt
per round. If an attack's damage has multiple sources (such as that of a flaming sword, which deals both weapon damage and
fire damage), you must choose which source to negate. If an attack must deal damage to have a secondary effect (such as
poison from a snake's bite), negating all the damage also prevents the secondary effect.

Stalwart Sorcerer

Most sorcerers hide behind walls of steel, slinging spells at enemies safely distant. You have no patience for such cowards and prefer
to be near the front line. Your breadth of magical knowledge might not compare with those craven weaklings, but you are proud to
dive into the fray alongside the fighter.




Class: Sorcerer.

Level: 1st.

Special Requirement: Knowledge (arcana) 1 rank.

Replaces: Reduce by one the number of sorcerer spells known for your highest spell level (to a minimum of one). As a 1st-
level character, you have one 1st-level spell known rather than two. When you would gain a second known spell from a
higher level, apply this penalty to the new spell level but remove it from the lower level. For example, at 5th level, you
reduce your 2nd-level spells known from two to one, but you gain the previously unavailable 1st-level spell (increasing your
1st-level spells known from three to four).

Benefit: You gain extra hit points equal to two times your sorcerer class level. Every time you advance a level, you gain
another 2 extra hit points. (So, at 1st level you have 2 extra hit points, at 2nd level you have 4 extra hit points, and so on.)
You also gain the Martial Weapon Proficiency feat for a melee weapon of your choice, as well as Weapon Focus with that
weapon.

Witch

Below is a new spell list for a variant spellcasting class: the witch. A staple of fantasy literature and fairy tales, the witch dabbles in
many kinds of magic - minor illusions, spells dealing with health or life, nature-based magic, simple divinations, and spells that alter
the shape and appearance of things - but excels at just a few. Hence, her list is somewhat limited, but it contains wizard, cleric, and
druid spells. She casts spells as a sorcerer, using the sorcerer's Spells per Day table, and her spells are based on Charisma. The witch's
spell list is designed with the following considerations in mind.

e  Cure Spells: Only the weakest of these, and the witch does not have the cleric's ability to cast cure spells spontaneously. The
witch isn't blessed with a cleric's (or druid's) plethora of healing spells, but she can offer a little aid to those she favors.
Illusions: Only through the middle levels. A witch can trick her foes, but not to the extent that a wizard can.

Divinations: Only the straight-forward divinations, such as clairvoyance/clairaudience and scrying, and not even all of them.
Charms: Many. A major feature of this class.
Form-Changing: Another strong point for the witch. From alter self to shapechange, the witch has most of the spells relating
to changing her (or someone else's) form.
Nature: From speaking to animals to controlling the weather, the witch dabbles in this type of magic, if for no other reason
than she usually lives a secluded life in the wilderness.
No Flashy Spells: Anything from a lightning bolt to a wall of fire to a Bigby's hand spell is right out. The witch's archetype
does not suggest overt attack spells or spells that create massive magic constructs. She does not summon monsters, place
wards, or teleport from place to place. Her magic is subtle.
Miscellaneous: Spells such as whispering wind, Leomund's tiny hut, bestow curse (and a few other curse-like spells), and a
few communication spells round out the list.
Witch Spell List:
o 0 Level: arcane mark, cure minor wounds, dancing lights, daze, detect magic, detect poison, flare, ghost sound, light,
mending, read magic, resistance, virtue.
o 1st Level: cause fear, change self, charm person, command, comprehend languages, cure light wounds, doom,
endure elements, hypnotism, identify, silent image, sleep, speak with animals, ventriloquism.
2nd Level: alter self, blindness/deafness, calm emotions, cure moderate wounds, delay poison, detect thoughts,
enthrall, invisibility, locate object, minor image, scare, whispering wind.
3rd Level: bestow curse, clairvoyance/clairaudience, contagion, create food and water, dispel magic, Leomund's tiny
hut, magic circle against chaos/law/evil/good*, major image, rage, remove blindness/deafness, suggestion, tongues.
4th Level: charm monster, crushing despair, discern lies, divination, fear, giant vermin, good hope, locate creature,
minor creation, neutralize poison, polymorph, remove curse, scrying.
5th Level: baleful polymorph, dream, false vision, feeblemind, greater command, magic jar, major creation, mirage
arcana, nightmare, seeming, sending.
6th Level: animate objects, control weather, eyebite, find the path, geas/quest, greater scrying, heroes' feast, legend
lore, mass suggestion, mislead, repulsion, shadow image, Tenser's transformation, true seeing.
o Tth Level: creeping doom, finger of death, insanity, liveoak, repel wood, transport via plants.
o 8th Level: antipathy, demand, discern location, horrid wilting, polymorph any object, sympathy, trap the soul.
o 9th Level: earthquake, foresight, refuge, shapechange, wail of the banshee, weird.

e When she becomes able to cast 3rd-level spells, the witch chooses to have one of the four magic circle spells on her spell list.

Whichever spell she chooses, she cannot cast it as a spell of an alignment opposed to her own.




WIZARDS

Across the face of Solinar, there are Wizard Schools in places of civilization. There are powerful Wizards that make their homes
away from civilization. There are solitary Wizards that are found wandering across the face of Solinar. All of these take on
apprentices to assist them in their studies or to train the next generation of Wizard by passing on their knowledge to others.
Regardless of where your character originates, you have entered the study of the Arcane.

Anagakok

Most primitive societies have sorcerers, shamans, or witch doctors among their ranks, but a lesser-known tradition of cunning
arcanists has existed for thousands of years. Found among some of the most barbaric tribes of the world, those who learn this magical
discipline do not rely on instincts, personal magnetism, or divinity to weave their magic. Instead, much like the wizards of more
civilized societies, they learn their mysterious craft by rote and study their spells each day, using their superior intellects to master the
peculiar power of the arcane. Those who follow this path are called anagakoks. An anagakok (ah nah GA kawk) is an alternative
specialist wizard from a primitive society. Born and raised in nature and bound by the traditions of an ancient people, an anagakok has
great respect for and control over the environment in which he lives. From an early age, he learns to master the art of survival in the
most extreme conditions. Many of his spells grant him a measure of control over animals and plants, and others allow him to move
through nature unhindered or unseen. Although he does not necessarily worship deities associated with the wilderness and the source
of his power comes from arcane forces rather than from the divine, an anagakok attracts the attention of many lesser spirits of the
wild. These fickle beings bestow special boons on the anagakok that make him unnaturally lucky. The members of his tribe regard
him as someone who brings good fortune to the people. Most of his tribesmen cling to the belief that a guardian spirit possesses this
mysterious magic weaver. The anagakok is especially concerned with the well-being of his tribe. He helps gather food, finds safe
shelter in times of crisis, and defends tribesmates against sometimes impossible odds. Because of his connection to nature and the
useful spells he can cast, the anagakok is a vital member of his society. Nevertheless, like many wizards the anagakok is often
attracted to a life of adventure and exploration. When an anagakok chooses to become an adventurer, he travels the world seeking to
perfect his art. An adventuring anagakok can be of valuable assistance to any party. Because his magic is especially useful in the wild,
he is a great addition to any group that lacks a druid or ranger in its ranks, as well as to any party that specializes in wilderness
exploration. A versatile character, the anagakok is not lost in environments unknown to him - such as in great cities. The anagakok is a
variant wizard. Unless otherwise noted, an anagakok advances in the same manner as a wizard (same base attack bonus, saving throw
bonuses, skill points, and so on). When a character elects to take a level of wizard or anagakok, he may not later take levels in the
other class. This prevents the character from gaining the benefits of a 1st-level wizard twice. The anagakok originally appeared as a kit
in second edition's Complete Wizard's Handbook.

e Alignment: Any. Although an anagakok is rarely lawful, he can be of any alignment.
e Hit Die: d4.
e Class Skills: In addition to those of the standard wizard, the anagakok also has Survival as a class skill.

+0 +0 +0 +2 Good Fortune (2pts); 3+1 | 1+1 - - - - -
Iliteracy; Wilderness Lore
+1 +0 +0 +3 4+1 | 2+1 - -
+1 +1 +1 +3 441 | 2+41 | 1+1 -
+2 +1 +1 +4 4+1 | 3+1 | 2+1 -
+2 +1 +1 +4 Good Fortune (4pts) 4+1 | 3+1 | 2+1 | 1+1
+3 +2 +2 +5 4+41 | 3+1 | 3+1 | 2+1
+3 +2 +2 +5 441 | 441 | 3+1 | 2+1 | 1+1
+4 +2 +2 +6 4+1 | 441 | 3+1 | 3+1 | 2+1
+4 +3 +3 +6 4+1 | 441 | 4+1 | 341 | 2+1 | 1+1
+5 +3 +3 +7 Good Fortune (6pts) 4+1 | 441 | 4+1 3+1 | 3+1 | 2+1
+5 +3 +3 +7 4+1 | 441 | 4+1 | 4+1 | 3+1 | 2+1 | 1+1
+6/+1 +4 +4 +8 4+41 | 441 | 4+1 | 4+1 | 3+1 | 3+1 | 2+1
+6/+1 +4 +4 +8 4+1 | 441 | 4+1 | 4+1 | 4+1 | 3+1 | 2+1 | 1+1
+7/+2 +4 +4 +9 4+1 | 441 | 4+1 | 4+1 | 4+1 | 3+1 | 3+1 | 2+1
+7/+2 +5 +5 +9 Good Fortune (8pts) 4+41 | 441 | 4+1 | 4+1 | 441 | 441 | 3+1 | 2+1 | 1+1
+8/+3 +5 +5 +10 4+1 | 441 | 4+1 | 4+1 | 4+1 | 4+1 | 3+1 | 3+1 | 2+1
+8/+3 +5 +5 +10 441 | 441 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 3+1 | 2+1 | 1+1
+9/+4 +6 +6 +11 441 | 441 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 3+1 | 3+1 | 2+1
+9/+4 +6 +6 +11 441 | 441 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 441 | 3+1 | 3+1
+10/+5 +6 +6 +12 Good Fortune (10pts) 4+41 | 441 | 4+1 | 4+1 | 441 | 4+1 | 441 | 441 | 441 | 4+1
1 In addition to the stated number of spells per day for 0- through 9th-level spells, an anagakok gets a bonus specialization spell for each spell level for specializing in
a distinctive school of magic unique to anagakoks. The "+1" in the entries on this table represents that spell. Bonus specialization spells are in addition to any bonus
spells the anagakok may receive for having a high Intelligence score.




e Class Features: An anagakok can prepare as many spells per day as a regular specialist.

o Spellbooks: Just like a wizard, an anagakok must study his spellbook each day to prepare his spells. He cannot
prepare any spell not recorded in his spellbook, except for read magic, which all anagakoks can prepare from
memory. An anagakok's spellbook is usually made from crudely cut layers of bark. Some anagakoks even carve the
formulas for their spells on stone, tree roots, or other materials found in nature, but most prefer bark because it is
lighter and easier to write on.

School Specialization: An anagakok is a specialist wizard (see School Specialization) specializing in a distinctive
school of magic unique to anagakoks. Unlike typical wizard schools, the anagakok's school of magic regroups spells
especially useful to survival in harsh environmental conditions as well as spells affecting nature in general. As such,
the anagakok school of magic allows him to cast spells not typically available to other wizards (i.e., not on the
wizard spell list). As a type of specialist wizard, an anagakok can prepare one additional spell of this specialty
school per spell level each day, as normal. These spells go on the anagakok's spell list, allowing him to prepare them
in any spell slot. He also gains a +2 bonus on Spellcraft checks to learn spells of this school. The anagakok's
prohibited schools are always illusion and necromancy, and he may never learn or cast spells from them. An
anagakok cannot become a specialist in any other school.
The anagakok's school includes the following spells:
o 0 - create water, know direction, purify food and drink.
o 1st - calm animals, charm animal, detect animals or plants, detect snares and pits, longstrider, pass without
trace.
2nd - animal trance, hold animal, reduce animal, wood shape.
3rd - diminish plants, dominate animal, neutralize poison, quench, snare.
4th - antiplant shell, command plants, repel vermin, rusting grasp.
5th - awaken, commune with nature, control winds, tree stride.
6th - find the path, repel wood, stone tell, transport via plants.
7th - animate plants, transmute metal to wood, windwalk.
8th - animal shapes, control plants, repel metal or stone.
o 9th - elemental swarm, regenerate, shambler.
Illiteracy: With the exception of arcane spell formulas, the anagakok cannot read or write. He may spend 2 skill
points to gain the ability to read and write all languages he is able to speak. An anagakok who gains a level in any
other class except barbarian automatically gains literacy. Any other character who gains an anagakok level does not
lose the literacy he already had.
Spontaneous Casting: An anagakok can channel stored spell energy into an endure elements spell the anagakok did
not prepare ahead of time. The anagakok can "lose" any prepared spell of 1st level or higher that is not his specialist
bonus spell in order to cast endure elements.
Wilderness Lore: An anagakok is learned in the ways of nature. He gains a +2 bonus on Knowledge (nature) and
on Survival checks.
Good Fortune: The anagakok is well regarded by the many spirits that inhabit the wilderness and begins to attract
their attention early in his career. Blessed by the spirits of nature, he gains a number of good fortune points he can
apply (as an immediate action) to any die roll to gain a luck bonus equal to the number of points he expends. At 1st
level, he receives 2 good fortune points per day, and this number increases by 2 more points at 5th level and every
five levels thereafter. The anagakok may spread out his good fortune points to add bonuses to a number of rolls,
checks, or saving throws or expend them all on a single die roll. As a readied action, the anagakok may also choose
to expend his good fortune points to grant a luck bonus on the roll of an ally he can touch.

Beleaguered Spellcaster
The most fragile of all archetypes, arcane spellcasters struggle to avoid taking damage as often as possible. As injuries accumulate
your desperation causes your spells to become more effective.
Level: 1st (4th for hexblades).
Replaces: If you select this class feature you do not gain a familiar.
Benefit: Whenever you take an amount of damage equal to 3 times your spellcaster level from one attack, the next spell you
cast is automatically maximized or extended (your choice) without increasing the spell level or casting time. You may use
this ability a number of times per day equal to 1 + the spellcasting ability score modifier of the class in which you took this
alternative class feature.

Deathwalker

From the earliest days of her training, the deathwalker works to gain immortality as an undead creature. The first stages of her
transformation are simple changes that leave her mostly alive. As her necromantic prowess increases, however, the dark energies she
commands slowly kill off her corporeal form, rotting it from the inside out. By the time she reaches 20th level, she has completed her
transformation into an undead creature. The deathwalker invests more time and effort in achieving immortality this way than she




would by using other means, but the gradual change allows her to gain control of potent necromantic magic as she undergoes the
necessary physical changes. Furthermore, as she grows in power, her capacity to command and control other undead creatures
increases. The deathwalker may follow a more arduous road to eternal life than other necromancers, but the end result is immortality
plus power - a potent combination indeed. Deathwalkers crave undeath, and they view necromancy as a useful tool for collecting and
commanding utterly obedient undead servants. Many deathwalkers are utterly amoral, seeing living beings in the same light as they do
skeletons or zombies. Both categories of beings, living and mindless undead, are little more than tools or objects to be used and
manipulated for their own twisted ends. Some deathwalkers are content to remain in their isolated towers and strongholds, but most
are too ambitious to rest on their laurels. Their casual disdain for the living leads them to pursue rituals that require the deaths of
hundreds of innocents with little concern for the potential repercussions of their actions.

e Alignment: Any evil.

e Hit Die: d4.

e Class Skills: The deathwalker's class skills (and the key ability for each skill) are Bluff (Cha), Concentration (Con), Craft

(Int), Knowledge (all skills, taken individually) (Int), Profession (Wis), and Spellcraft (Int).

Skill Points at 1st Level: (2 + Int modifier) x 4.
Skill Points at Each Additional Level: 2 + Int modifier.
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+0

+0 +2 Master of the Dead; 3+1 1+1
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+1

+0

+0 +3 4+1 | 2+1 - -

+1

+1

+1 +3 4+1 2+1 1+1 -

+2

+1

+1 +4 4+1 3+1 2+1 -

+2

+1

+1 +4 Aura of the Grave 4+1 3+1 2+1 1+1

+3

+2

+2 +5 4+1 | 341 | 3+1 | 2+1

+3

+2

+2 +5 4+1 | 441 | 3+1 | 2+1 1+1

+4

+2

+2 +6 4+1 | 441 | 3+1 | 3+1 2+1

+4

+3

+3 +6 4+1 | 441 | 4+1 | 3+1 2+1 | 1+1

+5

+3

+3 +7 Shroud of Death 4+1 | 441 | 4+1 3+1 3+1 | 2+1

+5

+3

+3 +7 4+1 | 4+1 | 441 | 4+1 3+1 | 241 | 1+1

+6/+1

+4

+4 +8 4+1 | 4+1 | 441 | 4+1 3+1 | 3+1 | 2+1

+6/+1

+4

+4 +8 441 | 441 | 4+1 | 441 | 441 | 341 | 2+1 | 141

+7/+2

+4

+4_ | _+9 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 3+1 | 3+1 | 2+1

+7/+2

+5

+5 +9 Mastery of Undeath 4+1 | 4+1 | 4+1 | 441 | 4+1 | 441 | 3+1 | 2+1 | 1+1

+8/+3

+5

+5 +10 4+1 | 441 | 441 | 4+1 | 441 | 441 | 3+1 | 341 | 2+1

+8/+3

+5

+5 | +10 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 3+1 | 2+1 | 1+1

+9/+4

+6

+6 +11 4+1 | 441 | 441 | 4+1 | 4+1 | 441 | 4+1 | 341 | 341 | 2+1

+9/+4

+6

+6 | +11 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 4+1 | 3+1 | 3+1

+10/+5

+6

+6 +12 Mantle of Undeath 4+1 | 441 | 441 | 4+1 441 | 4+1 | 4+1 | 441 | 441 | 441

1 In addition to the stated number of spells per day for 0- through 9th-level spells, a deathwalker gets a bonus necromancy spell for each spell level for
specializing in the necromancy school. The "+1" in the entries on this table represents that spell. Bonus necromancy spells are in addition to any bonus spells
the deathwalker may receive for having a high Intelligence score.

e Class Features: All of the following are class features of the deathwalker.

o

Weapon and Armor Proficiency: Like most arcane spellcasters, a deathwalker receives only minimal
training with weapons and none with armor. She is proficient with the club, dagger, heavy crossbow, light
crosshow, and quarterstaff, but not with any type of armor or shield. Armor of any type interferes with a
deathwalker's movements, which can cause spells with somatic components to fail.

Spells: A deathwalker casts arcane spells, which are drawn from the sorcerer/wizard spell list in the Player's
Handbook. She must choose and prepare her spells ahead of time, like a wizard. To learn, prepare, or cast a
spell, a deathwalker must have an Intelligence score equal to at least 10 + the spell level. The Difficulty Class
for a saving throw against a deathwalker's spell is 10 + the spell level the deathwalker's Intelligence modifier.
Like a wizard, a deathwalker can cast only a certain number of arcane spells of each spell level per day. Her
base daily spell allotment is given on the table for her class. In addition, she receives bonus spells per day if
she has a high Intelligence score. All deathwalkers function as necromancer specialist wizards for the purpose
of spellcasting. They must specialize in necromancy and choose prohibited schools as per the standard rules
for specialist wizards.

Spellbooks: A deathwalker must record her spells in thick books. Each morning, she pores over these tomes to
prepare her spells for use later in the day. The deathwalker can prepare read magic from memory, but all other
spells must appear in her spellbooks before she can prepare them. A deathwalker gains all 0-level wizard spells
(except for those from prohibited schools) at 1st level. In addition, she gains three 1st-level spells and an
additional number equal to her Intelligence bonus. Thereafter, each time the deathwalker achieves a new level,
she gains two new spells of any level or levels that her new level allows her to cast. Like a wizard, a
deathwalker may select the Spell Mastery feat.

Master of the Dead (Sp): At 1st level, the deathwalker gains the ability to bind certain undead creatures to her
service, controlling them as though with animate dead. If the deathwalker or any of her allies attack a controlled




creature, control is immediately broken for that creature. Upon confronting a zombie or skeleton, the
deathwalker can attempt a Charisma check (DC 15 + the undead's Hit Dice) to command it. She cannot use this
method if she or any of her comrades have already attacked the target creature. A deathwalker can control only
5 HD worth of skeletons and zombies per deathwalker level. (Treat undead with less than one Hit Die as 1-HD
undead for the purpose of this ability.) If she attempts to gain control of undead in excess of her limit, she must
immediately release already controlled zombies and skeletons from her service until the number she has under
her control falls to or below her limit. The limit of 5 x the deathwalker's class levels is the maximum number of
Hit Dice of mindless undead that the deathwalker can control by any means, including animate dead, (That is,
casting animate dead does not allow the deathwalker to exceed this limit.) The deathwalker's ability to control
undead using master of the dead extends only to skeletons and zombies. At this point in her development, the
deathwalker gains a pale complexion and an unnaturally low body temperature. Her hands are cold to the touch,
and her eyes have a glassy look. She takes a -2 penalty on all Fortitude saves to resist negative levels as her life
force begins to waver within her physical shell.

Undead Familiar: A deathwalker's familiar is always an undead creature. The deathwalker uses all the standard
rules that a wizard would for gaining a familiar, but the creature that arrives immediately becomes undead. Its
type changes to undead, and all its Hit Dice become d12s (this does not affect its hit points). Like other undead,
it has no Constitution score. It gains darkvision to a range of 60 feet if it did not already have it, and it also gains
the standard undead traits. Treat the familiar's Hit Dice as equal to its master's for the purpose of turn, rebuke, or
bolster attempts. The creature cannot be commanded by anyone save its own master.

Aura of the Grave (Ex): At 5th level, the deathwalker continues her slow descent into an undead state. She no
longer needs to sleep, and she gains immunity to sleep effects. She also becomes immune to all diseases. Her
nerve endings begin to dull, making her less able to feel pain. The physical effects of the deathwalker's
continuing transformation become more marked at this point. Her skin draws tightly over her body, giving her a
hollow, empty look. Any person viewing her may make a Knowledge (arcana) check (DC 25) to determine that
she follows the deathwalker's path. Because of her decreased tactile sense, she may absentmindedly skewer her
hand with a needle while deep in thought, singe her hand on a hot stove without noticing, or fail to note the flies
that land on her eye or buzz in or near her mouth. Slowly but surely, she continues to lose her grip on life.
Shroud of Death (EX): As the deathwalker's magical prowess increases, her physical body continues to fail.
Yet, in many ways, she becomes stronger than ever. As her body dies, her organs rot in place, but the
necromantic energies she has learned to harness keep her bodily processes functioning enough to sustain the
shred of life remaining in her. At 10th level, the deathwalker gains a +4 circumstance bonus on saves against
poison, paralysis, and mind-affecting effects. Since her organs have largely ceased functioning, there is a 50%
chance that extra damage from a critical his or sneak attack does not affect her. This ability works much like the
fortification special armor quality. She no longer needs to eat or drink to stay alive (although she still must
breathe). However, the stench of decay that surrounds her imposes a -2 penalty on Charisma, Bluff, and
Diplomacy checks against any creatures with the exception of undead.

Mastery of Undeath (Su): At 15th level, the deathwalker gains the ability to force obedience and servitude
from even the mightiest undead creatures. The raw force of her necromantic magic combined with the slow
replacement of her living body with undead flesh make her appear as a commanding, regal figure to the undead.
She gains the ability to rebuke or command undead as an evil cleric of her deathwalker level a number of times
per day equal to 1 + her Charisma bonus (if any). She also develops further outward signs of her descent into
undeath. Her stomach bloats and may even split open because of the rot within her body, and her teeth turn
yellow and fall from her gums.

Mantle of Undeath: At 20th level, the deathwalker finally becomes an undead creature. She loses her
Constitution score and any bonus hit points she had previously gained from it, and her Hit Die type becomes
d12 (but the deathwalker's hit point total does not change). Her type changes to undead, and she gains the
standard undead traits. She does not lose any of the racial traits she previously possessed, and her attack
bonuses, save bonuses, and other statistics are not recalculated.

Eidetic Spellcaster
Unlike other wizards, you can see within your mind the intricate arcane symbols, words, and gestures that define your spells. Your
photographic memory acts as your spellbook, inscribing the spells you know within your mind.
Level: 1st.
Replaces: If you select this class feature you do not gain a familiar or the Scribe Scroll bonus feat.
Benefit: You do not need a spellbook, either to record spells you know or to prepare known spells. You can learn spells
normally, either through gaining levels in wizard or learning from other spellbooks, and you must pay all the normal costs for
learning new spells (used instead in special incenses rather than inks), but you do not need to put them into a spellbook.




Filidh
Highly respected lawgivers of barbarian society, filidhs draw their power from their knowledge and application of lore. They provide
judgments in legal disputes and defend their people using the mysterious ways of their ancestors. If shamans are the conscience of the
tribe and skalds its memory, then filidhs are its unshakable will. The filidh is a variant wizard. Unless otherwise noted, a filidh
advances in the same manner as a wizard (same Hit Die, base attack bonus, saving throw bonuses, skill points, and so on). When a
character elects to take a level of wizard or filidh, he may not later take levels in the other class. This prevents the character from
gaining the benefits of a 1st-level wizard twice. Filidhs seek to preserve the beliefs of their tribe. As enforcers of ancestral traditions,
they seek out magical power to increase their knowledge and strengthen their position within the tribe. These barbaric lore keepers
tend toward neutral alignments, although both lawful and chaotic societies have traditions filidhs might seek to uphold. To aid them,
most filidhs typically devote a significant number of spells to divination, balancing them with other offensive or supporting spells.
These tribal wizards equate knowledge with power and carefully dispense their learning to a select few. They tend to play subtle but
domineering roles in any group, even if they do not obviously lead it. Many filidhs associate with religious orders or druids as they
often hold similar perspectives and goals. Devout and spiritual beyond most traditional wizards, filidhs usually worship gods of
knowledge, magic, poetry, or travel. They also highly respect and might worship creator gods, as they are usually credited with
teaching laws to the first mortals. Other filidhs worship nature gods and explore the secrets of both the natural and the unseen world.
e Class Skills: The filidh's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Decipher Script
(Int), Gather Information (Cha), Intimidate (Cha), Knowledge (all skills, taken individually) (Int), Sense Motive (Wis),
Spellcraft (Int), and Survival (Wis).
Class Features: The filidh loses the base wizard's Scribe Scroll, bonus feats, and summon familiar class features but gains
several abilities related to knowledge and divination. All of the following are class features of the filidh.
Weapon and Armor Proficiencies: Filidhs are proficient with the club, dagger, quarterstaff, and shortbow but not with any
type of armor or shield. Armor of any type interferes with a filidh's movements, which can cause her spells with somatic
components to fail.
Filidh Knowledge: This ability functions as the bardic knowledge ability. A filidh with levels in another class that grants
bardic knowledge stacks those levels with her filidh levels when determining her total bonus to bardic knowledge checks.
Greater Divining: A filidh is able to cast divination spells as if her caster level was +1 level higher at 5th level. This ability
increases to +2 levels higher at 10th level, +3 levels higher at 15th level, and +4 levels higher at 20th level.

School Mastery

Some specialist wizards take their mastery to whole new levels. Occasionally, even sorcerers and other arcane spellcasters focus their

attentions on one school over the others. Your expertise in a chosen school of magic is unparalleled.
Level: 1st (4th for hexblades).
Replaces: If you select this class feature you do not gain a familiar.
Benefit: Choose a school of magic. If you are already a specialist wizard, you may only choose the school in which you are
specialized. You cast all spells from the chosen school at +1 caster level. In addition, you gain the following benefit, based on
the school you select.

o Abjuration: Any non-instantaneous, nonpermanent abjuration spell you cast on someone other than yourself that
does not require concentration has double the duration. You cannot use this ability on any spell whose duration you
affect in any other way, such as with the Extend Spell metamagic feat.

Conjuration: Each creature you conjure with any summon spell gains a +2 enhancement bonus to Dexterity and
Wisdom for the duration of the spell that summoned it.

Divination: Whenever you cast a divination spell, you immediately gain a +2 insight bonus on Listen and Spot skill
checks for 1 hour per level of the spell you cast (0-level spells grant the bonus for 30 minutes).

Enchantment: For 24 hours after an enchantment spell, you cast expires, the target of your spell takes a -2 penalty on
all Will saves made to resist your spells or spell-like abilities. You may affect only one creature at a time in this
way. If your enchantment spell affected multiple targets, you must choose one creature against whom the penalty
applies. Whenever an enchantment spell you cast expires while such a penally is active, the old penalty immediately
disappears.

Evocation: Whenever you cast an evocation spell that deals hit point damage, that spell deals +1 point of damage.
Illusion: Whenever you cast an illusion (shadow) spell that creates a partially real effect (such as shadow conjuration
or shadow evocation), the effect is 10% more real than normal. Thus, a creature created by shadow conjuration is
30% as strong as a real creature of the same kind, instead of the normal 20%.

Necromancy: Each undead creature you create with any evil spell gains a number of temporary hit points equal to
your caster level. These temporary hit points last indefinitely, only disappearing when your creation takes damage.
They cannot be regained once lost.

Transmutation: Whenever you cast a spell that alters a creature's form, kind, or type, the DC to resist the spell
increases by +1.




CLASS NOTES

Beyond the class alternate features listed previously, there are other classes allowed for players on the face of Solinar. These classes
all come from different source material out there. Those that can be found on Solinar are listed in the “Common Classes” portion of
each entry of the “Classes on Solinar” section above.

Good-aligned Ninjas do not gain the Poison Use class ability, instead gaining the Enchant Blade ability below.

Enchant Blade (Su):_Any non-evil aligned Ninja losses the Poison Use and
Improved Poison use abilities of that Class. A non-evil aligned Ninja
instead gains the Enchant Blade ability as follows: The effect lasts for 1
minute/level, and the Ninja can create the effect once per day. The Ninja can
choose from the following special abilities to bestow on his blade:
defending, flaming, frost, shock, or ghost touch. A Ninja can use this ability
even if he is wearing medium or heavy armor. At 6th level, a Ninja’s use per
day increases by one to twice a day. At 9th level, a Ninja’s use per day
increases by one more to three times a day.

Note on Psionics
Most Psionicist are from the Dragon Isles, where this sort of power is, though not common, is not unheard of. All Psionicist are
usually trained by a Grand Master, and those that have not been forced to learn the powers they have within themselves at a much
slower pace. (DM Note: It takes twice the amount of experience to level up if you are not trained by a Grand Master.)
Available Psionic Classes: Ardent, Lurk Psion, Psychic Warrior, Soulknife and Wilder.
Modified Psionics: Apopsi [A Remove Curse cast by someone of equal to or greater level will also restore the powers,
no matter the timeframe.]
Banned Psionics: Blackstone Hammer; Sever Legacy.

Classes from the Complete Psionic cannot be used on Solinar except on the Dragon Isles. Anyone taking one of these classes that
leaves the Dragon Isles will instantly lose all powers associate with these classes. BAB, Fortitude Save, Reflex Save, Will Save, and
Weapon & Armor Proficiency skills and stats are not affected.

Archivists

Archivists are extremely rare in Solinar. Those that have the ability to draw upon such magic may become dedicated masters of
esoteric divine knowledge, and are in all other ways identical to those found in Heroes of Horror.

Beguilers

Beguilers are identical to those found in the Player’s Handbook 2.

Binders

Binders are extremely rare on Solinar, usually only coming about when someone stumbles upon ancient lore lost for the ages... and
generally best left forgotten. Binders are looked upon as evil, twisted beings, untrustworthy and earning nothing more than

death. Most Binders keep their abilities completely secret, passing themselves off as Mages to the best of their abilities. Binders are
otherwise identical to those found in the Tome of Magic.

Crusaders

Every now and then a child is born of pure disposition that could have become a Paladin but lacks the faith in the Divine that such a
route takes. This child inevitably grows to become a Crusader and offer a different route for would-be Paladins to take instead of
becoming a normal Knight. Crusaders are identical to those found in Tome of Battle; Book of Nine Swords.

Dragonfire Adepts

Found primarily on the Dragon Isles or Tyrnus, the Dragonfire Adept is in all ways identical to those found in Dragon Magic.

Dragon Shamans
Found primarily on Ugh'Ratha and part of Barbarian cultures, Dragon Shamans are identical to those found in the Player’s Handbook
2.




Dread Necromancers

Dread Necromancers, evil in the extreme, are greeted with open hostility in most lands and keep their abilities secret most times
(except Nephidia of course where the Lich King originated as one himself). They are in all ways identical to those found in Heroes of
Horror.

Duskblades

Duskblades are found primarily on Tyrnus, though a rare few Humans that have been accepted into Elven cultural areas (Elfhome on
Aver, Ugh’Ratha, etc) are not unheard of. Duskblades are identical to those found in the Player’s Handbook 2.

Factotum

Factotums do not exist on Solinar and are unavailable for play.

Favored Souls

Favored Souls are identical to those found in Complete Divine.

Healer

Healers are identical to those found in the Miniature’s Handbook.

Hexblades

Hexblades can be found anywhere on Solinar, though many find themselves associating with one of the Knightly Orders listed under
the Paladin or hailing from Xulin as part of the Swords of Xulin. Though Hexblades are seen as evil beings normally, those hailing
from Xulin have taken the enemy’s skills to use against them, and are normally not evil. They are in all ways identical to those found
in Complete Warrior otherwise.

Knights

The Knight described in Player’s Handbook 2 are not utilized in Solinar. Instead reference Knights above.

Marshals

Marshals are identical to those found in the Miniature’s Handbook.

Ninjas
Ninjas originated on the Dragon Isles but have spread throughout the world. They are in all ways identical to those found in the
Complete Adventurer.

Samurai
Samurai hail from the Dragon Isles and are identical to those found in Complete Warrior.

Scouts

Scouts are identical to those found in the Complete Adventurer.

Shadowcasters

Shadowcasters are generally seen as evil beings and are feared by the common folk of Solinar. Shadowcasters are identical to those
found in the Tome of Magic.

Shaman

Shaman are identical to those found in Oriental Adventures.

Shugenja

Shugenja have begun to appear in the lands of the Dragon Isles since the return of the Human Pantheon. They are in all ways identical
to those found in Complete Divine.




Sohei
Sohei are identical to those found in Oriental Adventures.

Spellthief

Spellthieves are identical to those found in the Complete Adventurer.

Spirit Shamans

Spirit Shamans are found in Barbarian cultures, but are feared by them and shunned. They are in all ways identical to those found in
Complete Divine.

Swashbuckler

Swashbucklers can come from any place on Solinar, but tend to fall into one of two categories: Sailors or Dandies. Sailors can come
from anywhere but most often hail from villages and cities on one of Solinar’s oceans. Dandies are those noble-borne that are more
into flash and artistry than substance. They are identical to those found in Complete Warrior otherwise.

Swordsage

Swordsages are all from the Dragon Isle’s Temple of Solitude, and are otherwise identical to those found in Tome of Battle; Book of
Nine Swords.

Truenamer
Truenamers do not exist in Solinar, as True Name Magic does not exist.

True Necromancers

Like the Dread Necromancers mentioned beforehand, True Necromancers are considered wholly evil by most on Solinar and are
strongly persecuted wherever they go.

Warblades

Warblades can be found only in Elven cultures on Solinar, but are otherwise identical to those found in Tome of Battle; Book of Nine
Swords.

Warlock

Warlocks can be found anywhere on Solinar and are identical to those found in Complete Arcane.

Warmage

Warmages tend to come from places such as Raran, Nephidia, Xilan and other large cities, serving as battlefield mages in great armies
across the face of Solinar. They are in all ways identical to those found in Complete Arcane.

Wu Jen

Wu Jen are the Wizards of the Dragon Isles and are in all ways identical to those found in Complete Arcana. It is not uncommon for
Wu Jen to be members of noble courts, serving as advisors. Indeed, in the Imperial City, many Wu Jen are present to teach the
Imperial’s children about the natural world around them.

PRESTIGE CLASS CHANGES

The following changes are to be made to the indicated class when playing them upon Solinar. This reflects the uniqueness of the
world as well as the differences between Solinar and perhaps your standard Dungeons & Dragons game world. | have broken this
down into the various sources of these Prestige Classes.

Book of Exalted Deeds (BoED)

The usage of this book is restricted. A character must “earn” the right to access material from this book, determined by the Dungeon
Master. The following changes are made on Solinar -

e The Beloved of Valarian are called Beloved of Yulan. They are the same in all ways except for the Deity worshipped.

o  Due to the nature of the Barbarian Tribes, Champions of Gwynharwyf do not exist on Solinar.




Defenders of Sealtiel are called Defenders of the Shield and only come from the Knights of the Shield Order.
The Emissary of Barachiel is called an Emissary of Tyrna on Solinar.

Fists of Raziel are called Fists of the Meloch on Solinar.

Lions of Talisid do not exist on Solinar.

Prophets of Erathaol do not exist on Solinar.

Sentinels of Bharrai do not exist on Solinar.

Slayers of Domiel do not exist on Solinar.

Stalkers of Kharash do not exist on Solinar.

Vassals of Bahamut are called Vassals of Eliphas on Solinar.

Book of Vile Darkness (BoVD)

The following Prestige Classes are effected in Solinar — No changes are made to this book at this time.

Cityscape

The following Prestige Classes are effected in Solinar —
e Ebonmar Infiltrators are not called this on Solinar. They usually adopt the name of their House. For example, an Infiltrator
that works for House Raran in Aver could be called a Raran Infiltrator.
e Urban Savants do not belong to any organization, and this class may be taken without meeting this requirement.

Complete Adventurer
The following Prestige Classes are effected in Solinar —
This version of the Animal Lord is not used. Use the version found in Masters of the Wild instead.
Daggerspell classes are from a secluded school on an island off the coast of Tyrnus.
Dread Pirates are usually found off the western coast of Tyrnus, plying the waters for targets. Their only serious worries are
the naval fleets from Raran and the Dragon Isles.
Fochlucan Lyrists are trained in Raran, Trademeet, and the Dragon Isles.
Maesters are only found in Coppertown and Salzube, where the remnants of the Gnomish people reside.
The Nightsong Guild does not exist on Solinar. Nightsong Enforcers and Nightsong Infiltrators can be found within
Nephidia, Shi Jin, and the Dragon Isles as part of those location’s militaries. They are not called Nightsong, but instead are
named after their location (i.e. Nephidian Enforcer or Shi Jin Infiltrator).
Ollams hail from Earth Home, the Isle of Sands, Artis on Tyrnus.
Shadowbane Inquisitors and Stalkers are part of the Holy Order of the Shield.
Shadowminds can only exist on the Dragon Isles.
This version of the Vigilante is not used. Use the version found in Song and Silence instead.
This version of the Virtuoso is not used. Use the version found in Song and Silence instead.
Wild Plains Outriders are only common to tribal people that live on the plains of Solinar. See DM for more information on
those locations available.

Complete Arcane
The following Prestige Classes are effected in Solinar —
Alienists deal with the same entities that a Binder does.
The Blood Magus Prestige class does not exist on Solinar.
Effigy Masters are most common to the Gnomish people, but some others who have become obsessed with constructs delve
deep enough to take this class.
The Green Star Adept prestige class does not exist on Solinar.
Initiate of the Sevenfold Veil is not changed in structure, but those that take this class must be accepted by the others within
the group, as a mentor is needed to understand the class.
A Mage of the Arcane Order hails from the Arcanist Academy in Trademeet, and are commonly called Mages of the
Academy.
Suel Arcanamachs are simply called Arcanamachs in Solinar.
This version of the Tamer of Beasts is not used. Use the version found in Masters of the Wild instead.
This version of the Tempest is not used. Use the version found in Masters of the Wild instead.
The Wayfarer Guide prestige class does not exist on Solinar.

Complete Champion

The following Prestige Classes are effected in Solinar —




None of the prestige classes listed in this book belongs to any organization, and PCs may take these classes without meeting
that requirement.

Ordained Champions all belong to one of the Knightly Orders.

The Shadowspy and Shadowstriker both belong to the Church of Elia or follow an appropriate non-Human Deity.

Complete Divine

The following Prestige Classes are effected in Solinar —

Black Flame Zealots worship Mask, Valla, or an appropriate non-Human Deity.

This version of the Church Inquisitor is not used. Use the version found in Defenders of the Faith instead.

This version of the Consecrated Harrier is not used. Use the version found in Defenders of the Faith instead.

This version of the Contemplative is not used. Use the version found in Defenders of the Faith instead.

This version of the Divine Oracle is not used. Use the version found in Defenders of the Faith instead.
Entropomancers worhip Entropy on Solinar (see Elemental Lords).

This version of the Geomancer is not used. Use the version found in Master of the Wild instead.

This version of the Holy Liberator is not used. Use the version found in Defenders of the Faith instead.

Hospitalers are found only amongst the Holy Order of the Shield or the Knights of St. Argus. This version of the Hospitaler is
not used. Use the version found in Defenders of the Faith instead.

Radiant Servants of Pelor are called Radiant Servants of Elia.

This version of the Sacred Exorcist is not used. Use the version found in Defenders of the Faith instead.

This version of the Sacred Fist is not used. Use the version found in Defenders of the Faith instead.

Seekers of the Misty Isle are actually called Seekers of Allanorn, said to be lost realm of the Elves on Solinar... the first place
that the Elves settled on the world.

Shining Blades of Heironeous are called Shining Blades of Tyrna on Solinar.

Stormlords worship Benak or an appropriate non-Human Deity.

This version of the Templar is not used. Use the version found in Defenders of the Faith instead.

Temple Raiders of Olidammara are called Temple Raiders of Mask or an appropriate non-Human Deity. The version
presented in Complete Divine is not used on Solinar. Use the version in Song and Silence instead.

This version of the Ur-Priest is not used. Use the version found in Book of Vile Darkness instead.

This version of the Warpriest is not used. Use the version found in Defenders of the Faith instead.

Complete Mage

The following Prestige Classes are effected in Solinar — None.

Complete Psionics

The following Prestige Classes are effected in Solinar —

The House of Eternal Vigilance on the Dragon Isles is where all Ebon Saints are trained.

The House of Inner Light on the Dragon Isles is where all Illumine Souls are trained.

The Temple of Martial Light on the Dragon Isles is where all Soulbows are trained.

The Temple of Solitude on the Dragon Isles is where all Anarchic Initiates and Zerth Cenobites are trained.
The Temple of the Mind outside Shi Jin is where all Ectopic Adepts and Storm Disciples are trained.

The Flayerspawn Psychic prestige class does not exist on Solinar.

Complete Scoundrel

The following Prestige Classes are effected in Solinar — None.

Complete Warrior

The following Prestige Classes are effected in Solinar —

Bladesingers are mostly from Quinvala or Ugh’Rathal, though a small group does exist in Salzube and Illustus.

Cavaliers are usually found in one of the Knightly Orders, but it is not unknown for an accomplished horseman from other
locations to rise to this prestige class.

Dark Hunters are usually Svirfneblin, Deep Dwarves, or Silver Dwarves. If is very uncommon for any other race to pursue
this prestige class.

Darkwood Stalkers are usually from Illustus or Salzube, though a small number do exist on in Ugh’Rathal.

Dervish are usually found among the Sand Folk of the Isle of Sands, though some Barbarian Tribes have people that excel in
this prestige class.

Drunken Masters are usually from the Dragon Isles or Shi Jin.




Eyes of Gruumsh are usually of Green Orc decent (either full or half). Very few Gray Orcs of Gray Half-Orcs follow this
path.

Frenzied Berserkers are the stuff of legend among Barbarian Tribes and are seldom heard of outside of these tribal people.
Gnome Giant-Slayers are only found in Coppertown or Salzube.

Halfling Outriders are usually found south of Ignatus or in Waterton.

This version of the Hunter of the Dead is not used. Use the version found in Defenders of the Faith instead.

Knights of the Chalice do not exist on Solinar.

Knight Protectors are found among the members of the Holy Order of the Shield and the Knights of St. Argus.

Nature’s Warriors all belong to one of the Druidic Orders.

Order of the Bow Initiates are from Illustus, Salzube, Ugh’Rathal, or Quinvala.

The Purple Dragon Knight prestige class does not exist on Solinar.

Ravagers worship Dagnar or an appropriate non-Human Deity.

Ronin are all originally from the Dragon Isles, as are the Samurai they originated as.

Stonelords are either from Artis, the Isle of Sands, or Earth Home.

Tattooed Monks, though not a common class, all come from one of the Temples or Houses on the Dragon Isles or Shi Jin.
The Thayan Knight Prestige class does not exist on Solinar.

Defenders of the Faith

The following Prestige Classes are effected in Solinar —
e At least a small cadre of Church Inquisitors exist for each of the Good-aligned Human faiths.
Each of these small cadres also usually has a few Consecrated Harriers available to call upon.
Knights of the Chalice to not exist on Solinar.
Knights of the Middle Circle do not exist on Solinar.
Sacred Fists do exist, but are extremely rare.

Dragon Compendium, VVol. 1
The following Prestige Classes are effected in Solinar —
o Blessed of Gruumsh, Cerebrex, Fleet Runner of Ehlonna (renamed Fleet Runner of Yulan), Flux Adept, and Force Missile
Mages are available on Solinar.
e No other Prestige Classes exist on Solinar.

Dragon Magic
The following Prestige Classes are effected in Solinar —
e Diamon Dragons do not exist on Solinar.

Dragon Descendant: Found only the Dragon Isles.
Dragon Lord: Found only on the Dragon Isles.
Hand of the Winged Masters: Found only on Draconis Major.
Pact-Bound Adept: Found only on Draconis (Minor and Major).
Swiftwings: Found only on the Dragon Isles and Draconis (Minor and Major).
Wyrm Wizard: Found anywhere one finds a Dragon.

Draconomicon

The following Prestige Classes are effected in Solinar —
o All Dracolytes worship one of the Draconic Deities.
o Initiates of the Draconic Mysteries all receive their initial training in the House of Inner Light on the Dragon Isles.
e Platinum Knights all worship Eliphasilantix, the Runed One, as Bahamut has died.

Drow of the Underdark

The following Classes are effected in Solinar — None.

Dungeon Master’s Guide

The following Prestige Classes are effected in Solinar —
e Arcane Archers are from Illustus, Salzube, Ugh’Rathal, or Quinvala.
e  There are many Assassin Guilds throughout Solinar.
o Dwarven Defenders are from Artis, the Isle of Sands, or Earth Home.




The Red Wizard prestige class does not exist on Solinar.

Dungeonscape

The following Prestige Classes are effected in Solinar — None.

Expanded Psionics Handbook

The following Prestige Classes are effected in Solinar —

The Psion Uncarnate prestige class does not exist on Solinar.

The Thrallherd prestige class does not exist on Solinar.

The House of Eternal Vigilance on the Dragon Isles is where all Fists of Zuoken are trained.

The House of Inner Light on the Dragon Isles is where all Pyrokineticists are trained.

The Temple of Martial Light on the Dragon Isles is where all Elocators and War Minds are trained.
The Temple of Solitude on the Dragon Isles is where all Cerebremancers are trained.

The Temple of the Mind outside of Shi Jin is where all lllithid Slayers are trained.

Frostburn

The following Prestige Classes are effected in Solinar —

Cryokineticists are only found on the Dragon Isles, losing their power upon leaving said islands.
Disciples of Thrym are called Disciples of Auris, worshiping the Goddess of Winter.

Knights of the Iron Glacier do not exist on Solinar, and are not available for play.

Rimefire Witches must take Auris as their Patron Deity.

Winterhaunts of Iborighu are called Winterhaunts of Auris, worshiping the Goddess of Winter.

Heroes of Battle

The following Prestige Classes are effected in Solinar —

Combat Medics are trained battlefield healers who usually come from one of the larger kingdoms or cities on Solinar.
Dread Commandos usually come from one of the larger kingdoms or cities on Solinar.

Legendary Leaders are not common on Solinar, but have been known to crop up from time to time.

War Weavers are exclusively trained in the Kingdom of Raran on Aver.

Heroes of Horror

The following Prestige Classes are effected in Solinar —

Purifiers of the Hallowed Doctrine are called Purifiers of Meloch on Solinar.

Libris Mortis

The following Prestige Classes are effected in Solinar —

Masters of Radiance worship Elia or an appropriate non-Human Deity.

Masters of Shroud worship Valla or an appropriate non-Human Deity. Use the version found in Defenders of the Faith
instead of this version.

Sacred Purifiers worship Aurosan or an appropriate non-Human Deity.

L ords of Madness

The following Prestige Classes are effected in Solinar —

Most Abolishers fall into one of the Druidic Orders, though it is not unknown for a Ranger to take this path.
Fleshwarpers are ostracized and often do not go into public if they can avoid it.

The Keeper of the Cerulean Sign prestige class does not exist on Solinar.

The House of Eternal Vigilance is where most Sanctified Minds receive their training and only exist on the Dragon Isles.
The Topaz Guardian prestige class does not exist on Solinar.

Manual of the Planes

The following Prestige Classes are effected in Solinar —

The Divine Agent prestige class is a restricted class and may only be taken with the DM’s permission.




Masters of the Wild

The following Prestige Classes are effected in Solinar —
e The Blighter as listed on page 48 does not exist in Solinar. Instead see Blight Druid above.
e  The Oozemaster has the additional requirement of “Class: Must have at least 3 levels of Blight Druid.”
e The Shifter does not exist on Solinar.
e There is no “Order of the Verdant Grove”.

Miniatures Handbook

The following Prestige Classes are effected in Solinar — None.
e Note: The Warmage found in this book is identical to that found in Complete Adventurer

Oriental Adventures

The following Prestige Classes are effected in Solinar may be used on Solinar: Battle Maiden, Blade Dancer, and Shintao Monk.

Races of Destiny
The following Prestige Classes are effected in Solinar —
e Dopplegangers are not available for Players, therefor the Chameleon class requires Human for race.
e The Loredelver prestige class is a restricted class and may only be taken with the DM’s permission.
e The Shadow Sentinel prestige class is a restricted class and may only be taken with the DM’s permission.

Races of Stone
The following Prestige Classes are effected in Solinar —
o Battlesmiths are from Artis, the Isle of Sands, or Earth Home.
Blade Bravos are from Coppertown or Salzube.
Dawncallers all come from the Isle of Sands, the only place Goliaths make a home.
Deepwardens are usually Deep Dwarves or Silver Dwarves.
Divine Pranksters are from Coppertown or Salzube.
Goliath Liberators all come from the Isle of Sands.
Peregrine Runners all come from the Isle of Sands.
Runesmiths do not exist on Solinar. See New Prestige Classes below.
Shadowcraft Mages are from Coppertown or Salzube.
Goliath Stonespeaker Guardians all come from the Isle of Sands.

Races of the Dragon

The following Prestige Classes are effected in Solinar —
e Singers of Concordance worship the Dragon God lo, the Ninefold Dragon.

Races of the Wild

The following Prestige Classes are effected in Solinar —
o No Raptoran prestige classes exist on Solinar.
e All Elven prestige classes come from Illustus, Quinvala, Salzube, or Ugh’Rathal.
o All Halfling prestige classes come from Waterton or south of Ignatus on the Isle of Sands.

Sandstorm
The following Prestige Classes are effected in Solinar —
e The Lord of Tides prestige class has no “special” requirement and most often worship Grumbar or Kossuth.
e Scions of Tem-Et-Nu as called Scions of Ishtishia and worship the Elemental Lady of Water.
e  Walkers in the Waste have an additional Entry Requirement of: “Must have at least 3 levels of Entropy Druid”.

Song and Silence
The following Prestige Classes are effected in Solinar —
o Royal Explorers hail from Raran, Nephidia, and other established kingdoms and empires. They can also be found in
Trademeet where a school for training Royal Explorers exist.
o  Temple Raider of Olidammara are named Temple Raider of Mask.




Stormwrack
The following Prestige Classes are effected in Solinar —
o All Aventi prestige classes (Knight of the Pearl and Wavekeeper) are a restricted class and may only be taken with the DM’s
permission.
e Wavekeeper prestige class has an addition Entry Requirement of: “Race: Must be Aventi”.
e No other classes are changed.

Sword & Fist

The following Prestige Classes are effected in Solinar —
Cavaliers are usually part of a standing army, such as that of Raran or Nephidia.
Drunken Masters, Master Samurai, Red Avengers, and Weapon Masters all hail from the Dragon Isles.
Fists of Hextor are renamed Fists of Ragan.
Knight Protector of the Great Kingdom and Ninja of the Crescent Moon does not exist on Solinar.

Tome of Battle

The following Prestige Classes are effected in Solinar — None.

Tome of Magic

The following Prestige Classes are effected in Solinar —
e No Pact Magic, associated class, or prestige classes exist on Solinar.
e No Truename Magic, associated class, or prestige classes exist on Solinar.
e Shadowcasters and all Shadow Magic prestige classes are available.

Unearthed Arcana
The following Prestige Classes are effected in Solinar —
o If any member of the party wishes to utilize either the Prestige Bard, Prestige Ranger, or Prestige Paladin other party
members may, at their choosing, utilize the base-classes even though weaker.




NEW PRESTIGE CIASSES

The Prestige Classes presented in the following pages are a new approach to the idea of a Prestige Class. These classes are a reward
for undergoing the long-haul to ECL10, and are meant to be taken all the way to ECL20.

Blessed of Gruumsh (This Prestige Class originated in Dragon Compendium, Volume I, dated 2005.)

A blessed of Gruumsh is an orc or half-orc who enjoys the favor of his dark-tempered god. Each exemplifies all that is orc. He is
always true to the ways of his race and lives by the words of his god. Masters of combat and intimidation, each is feared—and
rightfully so. Blessed of Gruumsh are most often fighters or barbarians, though clerics often join their ranks. Rogues and rangers also
make up a large minority of members of this elite group.

ENTRY REQUIREMENTS

Race: Must be an orc or half-orc of any type.

Religion: Gruumsh followers only

Alignment: Any non-good

Skills: Knowledge (Religion), 3 Ranks

Base Attack Bonus: +6

Required Feats: Cleave, Power Attack, Weapon Proficiency (Orc Weaponry)

Special: In a ritual to Gruumsh, a character seeking to become a Blessed of Gruumsh must remove one of his own eyes.

GAME RULE INFORMATION

A Blessed of Gruumsh has the following game statistics.

Abilities: Strength and Charisma are the primary statistics used by a Blessed of Gruumsh, though Intelligence and Wisdom are
important as well.

Hit Die: d10.

Starting Gold: N/A.

CLASS SKILLS

A Bloodline Magus’ class skills (and the key ability for each skill) are: Bluff (CHA), Climb (STR), Craft (INT), Intimidate (CHA),
Jump (STR), Knowledge (Religion; INT), Profession (WIS), and Spot (WIS).

Skill Points per Level: 4 + Int modifier.

+1 +2 +0 +0 Divine Blessing (+1)

+2 +3 +0 +0 Fist of Gruumsh

+3 +3 +1 +1 Evil Eye (Eye of Disdain)

+4 +4 +1 +1 Divine Blessing (+2)

+5 +4 +1 +1 Keen Eye of Gruumsh
+6/+1 +5 +2 +2 Evil Eye (Eye of Fear)
+7/+2 +5 +2 +2 Divine Blessing (+3)
+8/+3 +6 +2 +2 | Thunderous Roar of Gruumsh
+9/+4 | +6 +3 +3 | Evil Eye (Eye of Curses)
+10/+5 | +7 +3 +3 | Divine Blessing (+4); True Orc
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CLASS FEATURES

Weapon and Armor Proficiency: A blessed of Gruumsh is proficient with all simple and martial weapons, all types of armor, and
with shields (except tower shields).

Divine Blessing (Ex): Gruumsh, it is said, watches over his blessed ones. Thus, each has a luck bonus to Armor Class equal to his
blessed of Gruumsh class level.

Fist of Gruumsh (Su): At 2nd level, once per day, the blessed of Gruumsh can deal additional damage with any single attack. The
amount of damage dealt is +1d6 for 2nd-4th levels, +2d6 for 5th-7th levels, and +3d6 for 8th-10th levels. Use of this ability must be
declared before the attack roll is made. If the attack misses, that use of the fist of Gruumsh is wasted.

Evil Eye (eye of disdain) (Sp): Once per day, as a spelllike ability, the 3rd-level blessed of Gruumsh can make a gaze attack for 1
round as an attack action with a range of 30 feet. A Will save resists the effect (DC 10 + blessed of Gruumsh level + Cha modifier),
and those who fail take a -1 penalty on attacks, saves, and skill checks for 1 round per blessed of Gruumsh level.




Keen Eye of Gruumsh (Su): At 5th level, once per day, the blessed of Gruumsh can add a luck bonus equal to his blessed of Gruumsh
level on an attack roll for any single attack. Use of this ability must be declared before the attack roll is made. If the attack misses the
keen eye of Gruumsh is wasted.

Evil Eye (eye of fear) (Sp): Once per day, as a spell-like ability, the 6th-level blessed of Gruumsh can make a gaze attack for 1 round
as an attack action with a range of 30 feet. A Will save resists the effect (DC 10 + blessed of Gruumsh level + Cha modifier), and
those who fail must run in fear as if affected by a fear spell cast by a sorcerer with a caster level equal to the blessed of Gruumsh's
class level.

Thunderous Roar of Gruumsh (Ex): At 8th level, once per day, the blessed of Gruumsh can double the number of attacks he makes
in a given round while he bellows an incredible roar. If for example, a blessed of Gruumsh normally attacks with an orc double axe at
+16/+11/+6 and an off-hand attack of +16, he instead makes six attacks (at +16/+16/+11/+11/+6/+6) and two off-hand attacks (at
+16/+16). The blessed of Gruumsh must be able to audibly roar to use this ability—a silence spell negates this ability, for example.
Evil Eye (eye of curses) (Sp): Once per day, as a spell-like ability, the 9th-level blessed of Gruumsh can make a gaze attack for 1
round as an attack action with a range of 30 feet. A Fortitude save resists the effect (DC 10 + blessed of Gruumsh level + Cha
modifier), and those who fail are cursed as if a sorcerer (of a caster level equal to the blessed of Gruumsh's class level) had cast bestow
curse upon them.

True Orc (Sp): At 10th level, the blessed of Gruumsh can call upon his deity's might and speak in a commanding voice, uttering
words in the true language of orcs—the very language that Gruumsh used to give birth to his children. These words inspire all orcs
who can hear them (including the blessed of Gruumsh), granting those within 100 feet of the blessed of Gruumsh a +4 morale bonus
on attack rolls, skill checks, and saving throws for 10 minutes. He can use this ability once per week.

Bloodline Magus (This Prestige Class utilizes the Bloodlines Variant from Unearthed Arcana.)

Occasionally as a wizard delves deeper and deeper into the Arcane Arts, they discover something about themselves that sets them
apart from others: they discover their Bloodline. This manifests in different ways based upon the Bloodline chosen, but in all
instances they learn to incorporate their Bloodline abilities with the ways of magic.

ENTRY REQUIREMENTS

Race: Human.

Religion: Any.

Class: ECL 10; Any non-spontaneous arcane caster.
Alignment: Any.

Skills: Knowledge (Arcana), 8 Ranks; Spellcraft, 8 Ranks.

GAME RULE INFORMATION

A Bloodline Magus has the following game statistics.

Abilities: Intelligence and Charisma determines the effectiveness of many of the skills and abilities of the Bloodline
Magus. Additionally, having a high Wisdom score will aid them in other skills.

Hit Die: d4.

Starting Gold: N/A.

CLASS SKILLS

A Bloodline Magus’ class skills (and the key ability for each skill) are: Concentration (Con), Craft (Int), Decipher Script (Int),
Knowledge (Arcana) (Int), Knowledge (History) (Int), Knowledge (the Planes) (Int), Search (Int), and Spellcraft (Int).
Skill Points per Level: 4 + Int modifier.

+0 +0 +0 +1 Choose Bloodline; Spell Feat; Innate Spell +1 Existing Arcane Class
+1 +0 +0 +1 Minor Bloodline Trait; Arcane Spell Power +1 +1 Existing Arcane Class
+1 +1 +1 +2 Spell Feat; Innate Spell +1 Existing Arcane Class
+2 +1 +1 +2 Minor Bloodline Trait; Arcane Spell Power +2 +1 Existing Arcane Class
+2 +1 +1 +3 Spell Feat; Innate Spell +1 Existing Arcane Class
+3 +2 +2 +3 Minor Bloodline Trait; Arcane Spell Power +3 +1 Existing Arcane Class
+3 +2 +2 +4 Spell Feat; Innate Spell +1 Existing Arcane Class
+4 +2 +2 +4 Minor Bloodline Trait; Arcane Spell Power +4 +1 Existing Arcane Class
+4 +3 +3 +5 Spell Feat; Innate Spell +1 Existing Arcane Class
+5 +3 +3 +5 Minor Bloodline Trait; Arcane Spell Power +5 +1 Existing Arcane Class
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CLASS FEATURES

Weapon and Armor Proficiency: The Bloodline Magus does not gain any additional skills in weapons and armor beyond those gained
prior to walking their chosen path.

Choose Bloodline (Su): At 1st level, the Bloodline Magus chooses one of the available Bloodlines in Solinar. This choice cannot be
changed later.

Spell Feat (Su): At 1st level, and every other level thereafter, the Bloodline Magus chooses one of the following feats, representing
their continued foray into the depths of the magic within their Bloodline, even if the requirements are not met.

e Arcane Master: You can take 10 on caster level checks (as if the caster level check was a skill check).

e Extra Slot: You gain one extra spell slot in your daily allotment, at any level up to one lower than the highest level of spell
you can currently cast. For example, a 4th-level sorcerer (maximum spell level 2nd) gains either an extra O-level or 1st level
slot, and is able to cast any spell he knows of the chosen level one more time each day. Likewise, a 4th-level wizard can
prepare any extra O-level or 1st-level spell he knows. Once selected, the extra spell slot never changes level.

Extra Spell: You learn one additional spell at any level up to one lower than the highest level of spell you can currently cast.
Thus, a 4th-level sorcerer (maximum spell level 2nd) gains a new 0-level or 1st-level spell known with which to expand her
repertoire. For classes such as wizard that have more options for learning spells, Extra Spell is generally used to learn a
specific spell that the character lacks access to and would be unable to research.
Favored Magic Foe: Choose a creature type (see below). If you choose humanoid or outsider, you must also choose a
subtype from Table 3-14: Ranger Favored Enemies (PH 47). You gain a +1 bonus on caster level checks to overcome the
spell resistance of the chosen creature type, and such creatures take a —1 penalty on saves against your spells and spell-like
abilities.
o Aberration Magical beast
Animal Monstrous humanoid
Construct Ooze
Dragon Outsider (any)
Elemental Plant
Fey Undead
Giant Vermin
o Humanoid (any)
Persistent Spell: Spells with a fixed or personal range can have their duration increased to 24 hours. Spells of instantaneous
duration cannot be affected by this feat, nor can spells whose effects are discharged. You don’t need to maintain
concentration on persistent detect spells (such as detect magic or detect thoughts) for you to be aware of the mere presence or
absence of the subject detected, but gaining additional information requires concentration as normal. A persistent spell uses
up a spell slot six levels higher than the spell’s actual level.
Practiced Spellcaster: Your caster level for the chosen spellcasting class increases by 4. This benefit can’t increase your
caster level to higher than your Hit Dice. However, even if you can’t benefit from the full bonus immediately, if you later
gain Hit Dice in levels of non-spellcasting classes, you might be able to apply the rest of the bonus. For example, a human
5th-level sorcerer/3rd-level fighter who selects this feat would increase his sorcerer caster level from 5th to 8th (since he has
8 Hit Dice). If he later gained a fighter level, he would gain the remainder of the bonus and his sorcerer caster level would
become 9th (since he now has 9 Hit Dice). A character with two or more spellcasting classes (such as a bard/sorcerer or a
ranger/druid) must choose which class gains the feat’s effect. This feat does not affect your spells per day or spells known. It
increases your caster level only, which would help you penetrate spell resistance and increase the duration and other effects
of your spells.
Innate Spell: At 1st level, and every other level thereafter, the Bloodline Magus chooses one of his Zero or 1st level spells. This spell
may now be cast a number of times per day equal to his or her Charisma modifier -1 (minimum of 1) as a spell-like ability. This spell
counts towards the Heighten Spell-Like Ability feat and all similar feats.
Arcane Spell Power (EX): At 2nd level, your caster level for all arcane spells increases by 1. It increases again at 4th level, 6th level,
8th level and 10th level (to a maximum of +5).
Minor Bloodline Traits (Su): At 2nd level, and every other level thereafter, the Bloodline Magus gains access to the next power in
his or her Minor Bloodline chain of abilities.

Cerebrex (This Prestige Class originated in Dragon Compendium, Volume |, dated 2005.)

Experts at finding solutions to puzzles that baffle even the greatest minds, cerebrexes also possess awesome intellectual powers that
strike fear in the hearts of other Spellcasters. Cerebrexes follow a path to enhance the human central nervous system—not merely the
brain, but the eyes, the spine, and the senses—using magic. Those who follow this path are great thinkers and problem solvers. They
are respected and feared for their ability to control not only their own minds, but also the minds of others. Cerebrexes are typically
seen as aloof, absent-minded, and unaware of their surroundings. In fact, they are often so aware of their surroundings and have
remembered so many facts that they simply forget—or do not care—to interact with the people around them.




ENTRY REQUIREMENTS

Cerebrex are popular Prestige Classes for Spellthieves to move into, but they are not the only class that does so. To qualify to become
a Cerebrex, a character must fulfill all of the following criteria:

Skills: Concentration 8 ranks, Craft (Alchemy) 4 ranks, Knowledge (Arcane) 8 ranks, and Spellcraft 8 ranks.

Spells: Ability to cast 3 level Arcane Spells.

GAME RULE INFORMATION

Cerebrexhave the following game statistics.

Abilities: Intelligence and Wisdom make up the bulk of a Cerebrex’s skills, though Dexterity is also important.
Hit Die: d4.

Starting Gold: N/A.

CLASS SKILLS

A Cerebrex’s class skills are: Appraise (INT), Concentration (CON), Craft (INT), Decipher Script (INT), Disable Device (INT),
Forgery (INT), Heal (WIS), Knowledge —All- (INT), Listen (WIS), Profession (WIS), Search (INT), Spellcraft (INT), Spot (WIS), and
Use Magical Device (CHA).

Skill Points per Level: 8 + Int modifier.

+0 +0 +0 +2 Enigma’s Bane
+1 +0 +0 +3 Scent +1 Existing Arcane Class
+1 +1 +1 +3 Aggression Mastery
+2 +1 +1 +4 Symphony of Nerves +1 Existing Arcane Class
+2 +1 +1 +4 Blindsense; Telepathic Immunity
+3 +2 +2 +5 Eidetic Memory +1 Existing Arcane Class
+3 +2 +2 +5 Clairaudience/Clairvoyance -
+4 +2 +2 +6 Blindsight +1 Existing Arcane Class
+4 +3 +3 +6 Twist the Neural Skein
+5 +3 +3 +7 Neural Glimpse; Inscrutable Mind +1 Existing Arcane Class
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CLASS FEATURES

All of the following are class features of the Cerebrex prestige class.

Weapon and Armor Proficiency: Cerebrexes gain no additional proficiency with any weapon or armor.

Spells: At each even-numbered level gained in the Cerebrex class, a character gains new spells per day (and spells known, if
applicable) as if she had also gained a level in a spellcasting class she belonged to before adding the prestige class. She does not,
however, gain any other benefit a character of that class would have gained (improved chance of rebuking or controlling undead,
metamagic or item creation feats, and so on), except for an increased effective level of spellcasting. If a character had more than one
spellcasting class before becoming a Cerebrex, she must decide to which class she adds the new level for purposes of determining
spells per day.

Enigma's Bane (EX): A Cerebrex knows the way to the heart of any mystery. When confronted by a puzzle, enigma, code, or riddle,
she gains a circumstance bonus equal to her cerebrex level to any Intelligence checks or

Intelligence-based skill checks necessary to solve it.

Scent (Su): At 2nd level, the cerebrex gains the scent ability (Monster Manual, page 314).

Aggression Mastery (Su): At this point in her development, the 3rd-level cerebrex has mastered the areas of the brain responsible for
aggression. Once per day, as a standard action, the cerebrex may either cause herself or another creature to enter a rage (as a
barbarian), or alternatively to force a barbarian out of a rage. Non-barbarians rage as a 1st-level barbarian, while barbarians rage as
normal. The cerebrex must touch the creature, which provokes an attack of opportunity, to use this ability. An unwilling target can
make a Will save (DC 10 + one-half cerebrex level + Charisma bonus) to negate the effect.

Symphony of Nerves (Su): A 4th-level cerebrex’s neural networks are now highly sensitized. Once per day, as a free action, she gains
an enhancement bonus to Dexterity equal to one-half her cerebrex level. This effect lasts one round per cerebrex level.

Blindsense (Ex): At 5th level, the cerebrex's heightening senses grant her blindsense to 30 feet.

Telepathic Immunity (Su): A Cerebrex of 5th level is immune to all forms of telepathy or mind reading. She may suppress and
reactivate this immunity at will, as a free action.

Eidetic Memory (Ex): At 6th level, the Cerebrex reaches the next level of her evolution: memory. She has perfect recall of events in
all five senses. This grants her a competence bonus on all Intelligence checks and Intelligence-based skill checks equal to half her
cerebrex levels.




Clairaudience/Clairvoyance (Sp): By concentrating for 1 minute, a 7th-level Cerebrex may expand her senses to such an extent that
she can perceive an unseen area as per the clairaudience/clairvoyance spell. This ability is as the spell of the same name, as cast by a
sorcerer of the cerebrex's class level.

Blindsight (Ex): An 8th-level cerebrex gains blindsight to 60 feet (Monster Manual, page 306).

Twist the Neural Skein (Su): The 9th-level Cerebrex knows the neural "shapes" of spells in her own mind so well that she can sense
the traces of memorized spells in the minds of her opponents and tear them from their minds. Twice per day, as a standard action, a
Cerebrex can watch a known spellcaster and attempt to determine a spell that caster still has prepared. She must succeed at a Spellcraft
check (DC 15 + spell level + opponent's Intelligence modifier) to uncover a spell. The amount the check result exceeds this DC
determines the highest level of spell she can find. She knows one randomly determined prepared spell of the appropriate level (or
lower). The cerebrex chooses the spell level she wishes to investigate after making her check. The cerebrex may attempt to overload
the paths of the spellcaster's memory, making a discerned spell inaccessible, as if it had been cast. This requires the cerebrex to
succeed at a touch attack against the opponent. She and her opponent then both make opposed Will saves. If the cerebrex wins the
opposed roll, the target loses the spell. If her opponent wins, he retains the spell, but the cerebrex may try again (including another
attempt that round, if she can make more than one attack per round). This ability has no effect on Spellcasters who don't prepare their
spells, such as bards and sorcerers.

Neural Glimpse (Su): The cerebrex can detect minute indicators of a humanoid's intended actions even as that being becomes aware
of them. In combat, this translates into an insight bonus to AC equal to the cerebrex's Intelligence modifier. Outside of combat, the
cerebrex gains an insight bonus equal to her Intelligence modifier (minimum +1) on Bluff, Diplomacy, Intimidate, and Sense Motive
checks. She may use this ability once per day for a number of rounds equal to her cerebrex class level.

Inscrutable Mind (Su): Also at 10th level, the Cerebrex has become so aware of her own mind that she gains a +4 bonus on all saves
made against mind-affecting, fear, and sleep effects. In addition, whenever a Cerebrex makes a saving throw against an illusion, she
gains a circumstance bonus equal to her Intelligence bonus.

Devastator (special thanks to Michael West of the inspiration for this Prestige Class).

Masters of crushing blows and shrugging off the attacks of others, a Devastator is a boon to any adventuring group lucky enough to
find one.

ENTRY REQUIREMENTS

Race: Any.

Religion: Any.

Class: ECL 10.

Alignment: Any.

Skills: Intimidate (5 Ranks), Perform (2 Ranks).
Feats: Power Attack.

Special: Devastators use Bludgeoning Weapons.

GAME RULE INFORMATION

Devastators have the following game statistics.

Abilities: Strength and Constitution form the backbone of the Devastator’s abilities. Additionally, Dexterity is important in order to
improve the Devastator’s Armor and Initiative modifiers.

Hit Die: d12.

Starting Gold: N/A.

+1 +1 +0 +0 | Diehard; Rallying Cry; Train the Body
+2 +2 +0 +1 Iron Will; Knock Prone
+3 +2 +1 +1 Inspire Courage, 1/Day; Powerful Stance (DR 2/-)
+4 +3 +1 +2 | Train the Body; Thundering Charge
+5 +3 +1 +2 Improved Power Attack; Evade the Foe
+6/+1 +4 +2 +3 Inspire Courage, 2/Day; Powerful Stance (DR 4/-)
+7/+2 +4 +2 +3 | Final Stand; Sweep the Field
+8/+3 | +5 +2 +4 | Train the Body; School of Hard Knocks
+9/+4 | +5 +3 +4 Inspire Courage, 3/Day; Powerful Stance (DR 6/-)
10 | +10/+5 | +6 +3 +5 | Supreme Power Attack

CLASS SKILLS
A Devastator’s class skills (and the key ability for each skill) are: Climb (Str), Craft (Int), Intimidate (Str), Jump (Str), Listen (Wis),
Perform (Cha), Profession (Wis), Search (Int), Sense Motive (Wis), Spot (Wis), and Swim (Str).
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Skill Points per Level: 3 + Int modifier.

CLASS FEATURES

Weapon and Armor Proficiency: The Devastator does not gain any additional skills in weapons and armor beyond those gained prior
to walking their chosen path.

Diehard (Ex): A Devastator gains Diehard as a bonus feat even if she does not meet the prerequisites.

Rallying Cry (Su): Up to three times per day as a free action, a Devastator can utter a powerful shout that causes all allies within 60
feet to gain a +1 morale bonus on their next attack roll and increases their speed by 5 feet until the Devastator’s next turn.
Traditionally, this mind-affecting ability is used when a formation of soldiers is about to charge.

Train the Body (Ex): As you level up, you continue to push your body to its limits through exercises and combat. While others may
lose their edge, you grow more and more effective. At 1st level, the Devastator may add 1 point permanently to either STR, DEX, or
CON to represent their striving toward physical perfection. Another point may be added to one of these abilities at levels 4 and 8.
Iron Will (Ex): At 2nd level, a Devastator gains Iron Will as a bonus feat.

Knock Prone (Ex): At 2nd level, a Devastator wielding a Bludgeoning weapon may make a single attack in a round with such force,
that it knocks his foes to the ground at his feet. A Devastator takes a -3 to his attack roll, but deals double damage on a successful
strike. A foe so struck makes a Reflex Save (DC equal to Devastator level + Fighter level if any + STR Modifier), or is knocked
prone. This attack can affect creatures one size category larger than the Devastator and below. No other attacks may be made in the
same round as a Knock Prone, but it can be used in conjunction with a Charge.

Inspire Courage (Su): This ability, gained at 3rd level, has the same effect as the bard ability of the same name. The Devastator
makes an inspirational speech, bolstering her allies against fear and improving their combat abilities. To be affected, an ally must be
able to hear the Devastator speak. The effect lasts for as long as the ally hears the Devastator speak and for 5 rounds thereafter. While
speaking, the Devastator can fight but cannot cast spells, activate magic items by spell completion (such as scrolls), or activate magic
items by magic word (such as wands). Affected allies receive a +2 morale bonus on saving throws against charm and fear effects and a
+1 morale bonus on attack and weapon damage rolls. At 3rd level, a Devastator may use this ability once per day; at 6th level, she
may use it twice per day; at 9th level, she may use it three times per day.

Powerful Stance (Ex): A Devastator of 3rd level has learned how to shrug off blows which would fell others, possessing an almost
legendary ability to take a hit and keep on going. At 3rd level, the Devastator gains DR 2/-. This DR increases to DR 4/- at 6th level
and DR 6/- at 9th level.

Thundering Charge (Ex): When a Devastator of 4th level or higher charges into battle, he can accept a variable penalty to his Armor
Class and take an equivalent bonus on the damage roll. The normal —2 AC penalty for charging still applies and counts toward the
bonus, but the Devastator cannot accept a penalty smaller than —2 or larger than his base attack bonus.

Improved Power Attack (Ex): Beginning at 5th level, a Devastator gains a +3 bonus on her melee damage rolls for every —2 penalty
she takes on her melee attack rolls when using the Power Attack feat (or +3 for every —1 penalty if wielding a two-handed weapon
other than a double weapon). This benefit does not stack with the normal effects of Power Attack.

Evade the Foe (Ex): Through hard practice, and harder knocks, a Devastator of 5th level or higher gains a +2 to Reflex Saves.
Sweep the Field (Ex): At 7th level, the Devastator learns how to clear the path before him. This ability is as Knock Prone, but a
number of creatures within reach are all struck. Taking the highest Armor Class of foes within reach of the Devastator (but not behind
him), the Devastator makes an attack roll at -3. Success means that each enemy within reach is knocked prone. This attack cannot be
used if the Devastator moves except for a 5-Foot Step.

Final Stand (Su): Once per day, a 7th level Devastator can inspire his troops to a heroic effort, temporarily increasing their vitality.
All allies within 10 feet of the Devastator gain 2d10 temporary hit points. This ability affects a number of creatures equal to the
Devastator’s class level + her Charisma modifier and lasts an equal number of rounds.

School of Hard Knocks (Ex): At 8th level, the Devastator gains a +2 to all saves as a result of his constant combat.

Supreme Power Attack (Ex): A 10th-level Devastator gains a +2 bonus on her melee damage rolls for every —1 penalty she takes on
her melee attack rolls when using the Power Attack feat (or +4 for every —1 penalty if wielding a two-handed weapon other than a
double weapon). This benefit does not stack with the effects of Power Attack or Improved Power Attack.

Dragon Aspirant (Special thanks to Thomas Haenke who helped to develop this Prestige Class).

Some Half-Dragons either obsessed with their draconic parentage or sickened by their status as outcasts among both parent species,
plea to lo, the Concordant Dragon, for the blessing of peace. Sometimes, lo listens. When a Half-Dragon is blessed by Io’s touch, he
slowly begins the process of becoming a True Dragon of his parent species. .. something all Half-Dragons regardless of their reasons
would die to achieve.

ENTRY REQUIREMENTS

This class is unique in that only one race is able to pursue it, and that there are special requirements that MUST be met, in game,
before the class may be taken.

Race: Half-Dragon only.

Class: Dragon Racial Type 4, Sorcerer 3

Alignment: As Parent Dragon.




Special: First, the Half-Dragon must have the Blessing of lo. This is achieved by meditating and praying to lo for no less than one
month and giving to lo every ounce of precious metals the Half-Dragon possesses by burning them upon an alter to lo. This alter can
be crude or magnificent... it matters little. Any weapons and armor of special material (Alchemical Silver, Mithril, Adamantine, etc)
are set ablaze upon the alter by the Half-Dragon’s breath weapon in addition to every coin he possesses. The weapons, armor, and
coins burn for the entirety of the month of prayer and when they vanish at the end of this time period, the Half-Dragon receives the
Blessing of lo. Secondly, the Half-Dragon must consume a small quantity of Dragon blood of the same type as their parent species
that has been Blessed. Lastly, the Dragon Racial Type must have been taken. This class is not open to a Half-Dragon created fresh
from the Monster Manual.

GAME RULE INFORMATION

Dragon Aspirants have the following game statistics.

Abilities: Strength and Charisma form the backbone of the Half-Dragon, and this carries over to the Dragon Aspirant as well. In
addition, many skills fall under the Intelligence and Constitution categories and so should not be ignored.

Hit Die: Dragon Aspirants roll d10’s for Hit Dice for their Class. Upon attaining their True Dragon form, they gain HD equal to their
Age Category for a normal Dragon. This is in addition to any level HD they have or will gain in the future.

Starting Gold: None (see Special Requirement above).

CLASS SKILLS

A Dragon Aspirant’s class skills (and the key ability for each skill) are: Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int),
Disguise (Cha), Gather Information (Cha), Jump (Str), Knowledge - Arcana (Int), Listen (Wis), Search (Int), Sense Motive (Wis),
Spellcraft (Int), Spot (Wis), and Swim (Str).

Skill Points per Level: 2 + Int modifier.

+0 +0 Dragon Breath; +1 to STR & CHR 1d4 + STR & CHR Mod

+1 +0 Spell-Like Ability +1 Existing Arcane Class

+1 +1 Wings & Tail; Growth Spurt; Fly 30

+2 +1 +2 to STR; Becomes Large Creature +1 Existing Arcane Class

+2 +1 Draconic Vulnerability; Fly 35 2d4 + STR & CHR Mod

+3 +2 Lair & Hoard; - 1 to DEX +1 Existing Arcane Class

+3 +2 Spell-Like Ability; Frightful Presense

+4 +2 +2t0 INT; -1 to DEX; Fly 40 +1 Existing Arcane Class

1
2
3
4
5
6
7
8
9

+4 +3 +2to CHR 3d4 + STR & CHR Mod

=
o

+5 +3 Dragon Form; -1 to DEX +1 Existing Arcane Class

CLASS FEATURES

Weapon and Armor Proficiency: The Dragon Aspirant gains no new Weapon or Armor proficiencies.

Bonus Feat (Dragon Breath): At 1st Level, the Dragon Aspirant gains the Dragon Breath feat. If the Dragon Aspirant already has
this feat, then no bonus feat is gained. Additionally, all Dragon Aspirants gain the use of the breath weapon(s) of their parent dragon
if multiple had, even if they only had use of one beforehand.

Spell-Like Ability: At 2nd Level, the Dragon Aspirant gains a spell-like ability associated with their draconic parent. At 7th Level, the
Dragon Aspirant gains a second spell-like ability in the same way. Save DCs (where appropriate) are equal to 10 + Charisma
Modifier + equivalent spell level. The Player chooses which of the spell-like abilities they wish to learn.

Wings & Tail: At 3rd Level, the Dragon Aspirant sleeps for a period of 3 days. During this time their wings and tail grow giving
them all benefits of both. The tail has a 5’ reach as a medium creature and a 10’ reach as a large creature.

Growth Spurt (Ex): During this period, the Dragon Aspirant undergoes a growth spurt, adding 1d6” to their height and 2d8 Ibs. to
their weight.

Natural Armor: Beginning at 4th Level, the Dragon Aspirant’s scales begin to harden and thicken resulting in a +2 to their natural
armor every level.

Attribute Adjustments: Dragon Aspirants undergo physical and mental changes that bring them more in line with their dragon
parent. At 4th Level, the Dragon Aspirant’s Strength increases by 2 and it becomes a Large Creature (with all benefits and
hindrances) as it grows to 8” in height, gaining 2001bs. of weight. Every level thereafter, the Dragon Aspirant gains 1” in height and
10lbs in weight. At 6th Level, the Dragon Aspirant’s Dexterity decrease by 1 to reflect the increasing size and bulk it is gaining. At
8th Level, the Dragon Aspirant’s Intelligence increases by 2 to reflect its further intellectual advancement even as its Dexterity
decreases by 1 to further reflect its physical changes. At 9th Level, the Dragon Aspirant’s Charisma increases by 2 to reflect their
force of personality while their Dexterity drops by 1 more point. Lastly at 10th Level, after achieving the form of a dragon, their
Dexterity drops by 1 final point to reflect their total transformation to the much less agile dragon.




Draconic Vulnerability: At 5th Level, the Dragon Aspirant begins to experience the Vulnerability associated with its draconic parent
(if any).

Lair & Hoard: By 6th Level, the Dragon Aspirant must establish a Lair for itself and begin collecting a Hoard. It cannot progress to
the next level until this Lair is established and at least a 10,000gp Hoard is in the Lair.

Frightful Presence: At 7th Level, the Dragon Aspirant begins to display the draconic mind-affecting Frightful Presence extraordinary
ability, but in a weaker manner. Those that successfully make a Will Save (DC 10 + Charisma Modifier) are unaffected by the
Frightful Presence of that particular Dragon Aspirant for 24 hours. The Dragon Aspirant must consciously bring this ability into
focus, and it affects anyone nearby (including the Dragon Aspirant’s party members). On a failure, creatures with 2 or less HD
become panicked for 2d6 rounds and those with 3 or more HD become shaken for 2d6 rounds. Dragon Aspirants become immune to
the Frightful Presence of True Dragons at this time.

Dragon Form: At 10th Level, the Dragon Aspirant realizes its ultimate goal, becoming a dragon. Its Hoard must be at least 50,000gp
in value before this will occur. Once the proper amount of treasure is accumulated, the Dragon Aspirant falls into a 2 week sleep from
which he awakens as a full fledged Dragon. For purposes of determining the starting Age Category of the Dragon, consult Monster
Manual I, page 68.

Dwarven Avenger

Dwarves have always been a race of stout and hardy folk, steadfastly loyal to their people and fierce defenders of their

homelands. Sometimes, however, no matter the defense offered, a hold will fall. It is at these times that the Dwarven Avenger is
called. Fighting in the name of one of the Dwarven Gods, the Dwarven Avenger seeks to reclaim Dwarven homelands and holds from
those that have taken them from their rightful rulers.

ENTRY REQUIREMENTS

Race: Dwarven

Class: ECL10

Alignment: Must be Lawful.

Skills: Knowledge (Religion) 8 Ranks; Knowledge (History) 8 Ranks.
Spells: Must be able to cast Divine Spells of level 3 or above.

GAME RULE INFORMATION
Dwarven Avengers have the following game statistics:

Abilities: Strength and Wisdom form the backbone of the Dwarven Avengers. Additionally, Charisma is important in order to handle
the leadership aspects of being a Dwarven Avenger.

Hit Die: d8.

Starting Gold: N/A.

CLASS SKILLS

An Avenger’s class skills (and the key ability for each skill) are: Climb (Str), Concentration (Con), Craft (Int), Gather Information
(Cha), Jump (Str), Knowledge (History) (Int), Knowledge (Religion) (Int), Knowledge (Dungeoneering) (Int), Listen (Wis), Search
(Int), Sense Motive (Wis), Spellcraft (Int), Spot (Wis), and Swim (Str).

Skill Points per Level: 6 + Int modifier.

CLASS FEATURES

Weapon and Armor Proficiency: The Dwarven Avenger gains no new Weapon or Armor proficiencies.

Speed of Faith (Ex): The Dwarven Avenger’s faith fuels them in combat, increasing their speed and reflexes beyond the level at
which other Dwarves can act. At 1st Level, an Avenger gains a +10’ to their movement speed. It is important to note that Avengers
still are not affected by heavy armor on their movement, just as other Dwarves. This movement increases by another +10° at 5th
Level and another +10” at 10™ Level.

Spells per Day/Spells Known: An Avenger continues advancing in divine spellcasting ability as well as learning the skills of an
Avenger. Thus, when a new Avenger level is gained, the character gains new divine spells per day (and spells known, if applicable)
as if he had also gained a level in whatever divine spellcasting class he belonged to before he added the prestige class. He does not
however gain any other benefit a character of that class would have gained (improved chance of controlling or rebuking undead, more
frequent remove disease, and so on). This means that he adds the level of Avenger to the level of another divine spellcasting class the
character has, and then determines spells per day accordingly. If a character had more than one divine spellcasting class before he
became an Avenger, the player must decide which class to assign each level of Avenger for the purpose of determining divine spells
per day and spells known.

Flesh of the Earth (Su): Beginning at 2nd Level, the Dwarven Avenger’s skin hardens, taking on a grayish sheen that is reminiscent
of the stones which they grew up with, giving them a +1 to their Natural Armor. This Natural Armor increases at even levels, up to +5
Natural Armor at level 10.

Shield of Faith (Su): At 3rd Level, the Avenger gains Spell Resistance of 10 plus Avenger Class Level. This Spell Resistance is a
mark of their faith, shielding them from harmful magical effects.




+1 +1 +0 +0 Speed of Faith (+10”) +1 Existing Divine Class
+2 +1 +0 +1 Flesh of the Earth (+1) +1 Existing Divine Class
+3 +2 +1 +1 Shield of Faith +1 Existing Divine Class
+4 +2 +1 +2 Flesh of the Earth (+2); Resolute Visage (+2); Tunnel Fighter +1 Existing Divine Class
+5 +3 +1 +2 Bones of Steel (DR 3/-); Speed of Faith (+20”) +1 Existing Divine Class
+6/+1 +3 +2 +3 Bones of Steel (DR 4/-); Bonus Domain; Flesh of the Earth (+3) +1 Existing Divine Class
+7/+2 +4 +2 +3 Bones of Steel (DR 5/-) +1 Existing Divine Class
+8/+3 +4 +2 +4 Bones of Steel (DR 6/-); Flesh of the Earth (+4); Resolute Visage (+4) +1 Existing Divine Class
+9/+4 +5 +3 +4 Bones of Steel (DR 7/-) +1 Existing Divine Class
+10/+5 +5 +3 +5 Bones of Steel (DR 8/-); Flesh of the Earth (+5); Speed of Faith (+30°) +1 Existing Divine Class
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Tunnel Fighter (Ex): By 4th Level, the Avenger has become so attuned to fighting in close quarters, that they gain the Tunnel
Fighter Feat, whether they meet the requirements or not.

Resolute Visage (Su): At 4th Level, the Avenger gains the ability to affect the morale of those around him, increasing their combat
abilities to a higher level. This translates to a +2 Morale Bonus to hit, damage, and saves. This bonus increases to +4 at 8th Level.
Bones of Steel (Su): Beginning at 5th Level, the Dwarven Avenger’s bones become denser, giving them DR 3/-. This DR increases
every level, up to DR 8/- at level 10.

Bonus Domain (Su): At 6th Level, an Avenger gains access to a third Domain of his chosen Deity.

Fleet Runner of Yulan (Renamed: Prestige Class originated in Dragon Compendium, Volume 1, dated 2005.)

In the wild, speed is sometimes essential. Often, an animal's only hope of survival is to outrun another creature. Certain followers of
Yulan, goddess of the woodlands, emulate this aspect of the natural world above all others, cultivating their natural speed until they
become like the deer leaping between the trees, or—eventually—the wind that blows through them. Most fleet runners of Yulan are
clerics who serve that deity, although a number of rangers also follow this path. Multiclass cleric/rangers quite often become fleet
runners, but members of other classes are rarely interested. NPC fleet runners are almost feral creatures of the woodland. They have
been known to run with the centaurs and dance with the satyrs although many prefer the company of animals to that of more
sophisticated creatures.

ENTRY REQUIREMENTS
Alignment: Must be Neutral Good.

Base Save Bonus: Will +3.

Skills: Knowledge (Religion) 8 Ranks.
Feats: Dodge, Mobility, and Run.

Spells: Must be able to cast Divine Spells.
Patron Deity: Yulan.

GAME RULE INFORMATION

Fleet Runners of Yulan have the following game statistics:

Abilities: Dexterity, Intelligence, and Wisdom form the backbone of the Fleet Runner’s skills.
Hit Die: d8.

Starting Gold: N/A.

CLASS SKILLS

A Fleet Runner of Yulan’s class skills (and the key ability for each skill) are: Concentration (CON), Heal (WIS), Hide (DEX),
Knowledge — Nature (INT), Knowledge — Religion (INT), Move Silently (DEX), and Survival (WIS).

Skill Points at Each Level: 2+ INT Modifier.

CLASS FEATURES

Weapon and Armor Proficiency: Fleet runners are proficient with all simple and martial weapons, with all armor, and with shields
(except tower shields).

Spells: At every even level the fleet runner gains new spells per day (and spells known, if applicable) as if she had also gained a level
in a divine spellcasting class she belonged to before adding the prestige class. She does not, however, gain any other benefit a
character of that class would have gained (improved chance of rebuking or controlling undead, wildshape, and so on), except for an
increased effective level of spellcasting. If a character had more than one spellcasting class before becoming a fleet runner, she must
decide to which class she adds the new level for purposes of determining spells per day.




Fast Movement (Ex): The fleet runner has a speed faster than what is normal for her race by +10 feet when wearing no armor, light
armor, or medium armor (and not carrying a heavy load). For example, a human fleet runner in studded leather armor has a standard
speed of 40 feet. This increase stacks with similar speed increases, such as from the barbarian or monk classes.

+0 +2 +0 +2 Fast Movement; Greater Mobility; Additional Domain
+1 +3 +0 +3 Evasion +1 Existing Divine Class
+2 +3 +1 +3 Leap of the Hart
+3 +4 +1 +4 Shot on the Run +1 Existing Divine Class
+3 +4 +1 +4 Run Like the Huntress
+4 +5 +2 +5 Improved Evasion +1 Existing Divine Class
+5 +5 +2 +5 Run Life the Wind
+6/+1 +6 +2 +6 Leopard’s Pounce +1 Existing Divine Class
+6/+1 +6 +3 +6 Swiftness of the Tigress
+7/+2 +7 +3 +7 Cheetah’s Sprint +1 Existing Divine Class
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Greater Mobility (Ex): A fleet runner of Yulan gains a +8 dodge bonus to Armor Class against attacks of opportunity caused when she
moves out of or within a threatened area. This supercedes the bonus granted by the Mobility feat.

Additional Domain: A fleet runner gains access to another of Yulan’s domains as a third clerical domain. She can use the granted
power of the domain (using her fleet runner level instead of her cleric level), and can choose from the spell lists of three domains
when selecting her domain spells for the day. She can still cast only one domain spell of each level (1st through 9th) per day. Fleet
runners without a level of cleric gain no benefit from this granted ability.

Evasion (Ex): At 2nd level and above, a fleet runner can avoid even magical and unusual attacks with great agility. If the fleet runner
makes a successful Reflex saving throw against an attack that normally allows a Reflex save for half damage she instead takes no
damage. The fleet runner can use evasion only if she is wearing light armor or no armor.

Leap of the Hart (Ex): At 3rd level and higher, a fleet runner makes Jump checks as if she made a running jump regardless of how far
she moves (if at all) before leaping.

Shot on the Run: At 4th level, the fleet runner gains the Shot on the Run feat, even if she does not meet its prerequisite.

Run like the Huntress (Su): At 5th level, a fleet runner gains supernatural stamina while running. She can run for a number of rounds
equal to two times her Constitution score without making any checks, and she gains a +8 bonus on Constitution checks made to
continue running after that point.

Improved Evasion (EX): At 6th level, a fleet runner's evasion ability improves. She still takes no damage on a successful Reflex, but
henceforth she only takes half damage on a failed save. The fleet runner can only use improved evasion if she wears light armor or no
armor.

Run like the Wind (Sp): At 7th level, a fleet runner can slip magically between spaces, as per the spell dimension door, once per day
as a spell-like ability. The fleet runner's effective caster level equals her class level.

Leopard's Pounce (Ex): At 8th level, a fleet runner can make a full attack at the end of a charge.

Swiftness of the Tigress (Ex): When she reaches 9" level, a fleet runner can act as if under the effects of a haste spell for a total of 1
round per class level per day. These rounds need not be consecutive.

Cheetah's Sprint (Su): Once an hour, a loth-level fleet runner can take a charge action to move ten times her normal speed.

Force Missile Mage (This Prestige Class originated in Dragon Compendium, Volume 1, dated 2005.)

The spell magic missile is one of the most iconic elements of DUNGEONS & DRAGONS, a favored staple of many arcane
Spellcasters and an example of raw magical force. Thus, it is no wonder that a cabal of arcane Spellcasters focuses their studies on this
spell, determined to perfect its casting technique above all others. As these Spellcasters obsessively explore magic missile's secrets and
press its boundaries, every rune and magical symbol of the spell becomes inexorably etched upon their minds. The outcome of such
focused study results in the ability to warp the magical energies involved in casting magic missile, which leads to the creation of new
abilities that augment the spell's effects. Eventually the most devoted researchers come to a new understanding of how magic works,
revealing unplumbed depths of power out of the reach of ordinary Spellcasters. These inspired Spellcasters are known as force missile
mages. Other Spellcasters don't understand the force missile mages' dedication to only one spell and frown upon what they see as
misguided research. In their reasoning, force missile mages are a discredit to all Spellcasters as they limit their understanding of magic
to delve into the secrets of what many see as ultimately an insignificant spell. Due to this disdain, force missile mages avoid their
more widely studied peers, either pursuing their studies subtly or in seclusion. This has led many to take up the life of a wanderer,
traveling from one school or library to the next, learning more about their spell of choice and exploring the world. Still others gravitate
to this class as a result of their positions in a nation’s military or similar profession. This class has an enormous potential as a force to
turn the tide of any battle practitioners find themselves in.




ENTRY REQUIREMENTS

Skills: Concentration 9 Ranks, Spellcraft 9 Ranks
Feats: Combat Casting

Spells: Ability to cast magic missile once per day.

GAME RULE INFORMATION

Force Missile Mages have the following game statistics.

Abilities: Dexterity, Intelligence and Wisdom form the backbone of the Hands of Fate’s abilities. Additionally, Charisma is important
in order to handle the populace and interact with the faith’s hierarchy.

Hit Die: d8.

Starting Gold: N/A.

CLASS SKILLS

A Hand of Fate’s class skills (and the key ability for each skill) are: Concentration (Con), Craft (Int), Knowledge (Arcana)(Int),
Profession (Wis), Spellcraft (Int), and Spot (Wis).

Skill Points per Level: 2 + Int modifier.

+0 +0 Bonus Missile; Still Missile -
+1 +0 Energy Missile; Swift Shield +1 EXisting Arcane Class
+1 +1 Overpowering Missile +1 EXisting Arcane Class
+2 +1 Reflective Shield +1 Existing Arcane Class
+2 +1 Bonus Missile +1 EXxisting Arcane Class

CLASS FEATURES

Weapon and Armor Proficiency: The Force Missile Mage gains no additional weapon or armor proficiencies beyond those gained
from previous classes.

Spells: A force missile mage continues training in magic as he gains levels. At each level after 1st, the force missile mage gains new
spells per day (and spells known, if applicable) as if he had also gained a level in a spellcasting class he belonged to before he added
the prestige class. He does not, however, gain any other benefit a character of that class would have gained. If the character has levels
in more than one spellcasting class before becoming a force missile mage, he must decide to which class he adds each level of force
missile mage for the purposes of determining spells per day.

Bonus Missile: At 1st level, a force missile mage gains increased mastery over his spell of choice. Every time he casts magic missile,
he creates an addition missile, even if this extra missile exceeds the normal maximum of five missiles that the spell normally allows.
Thus, a 1st-level force missile mage/6th-level wizard creates five magic missiles, while a 1st-level force missile mage/8th level wizard
produces six missiles. At 5th level, the force missile mage benefits from an additional bonus missile. This means that a high-level
force missile mage can create up to seven missiles with a single casting of magic missile.

Still Missile (Ex): All of the force missile mage's magic missile spells lack a somatic component. He casts magic missile as if using
the Still Spell feat but without an increase in spell level.

Energy Missile (Ex): A force missile mage becomes intimately attuned to the energies that compose the spell magic missile and may
alter them in significant ways. Starting at 2nd level, a force missile mage may add either the acid, cold, electricity, or fire descriptor to
any magic missile he casts. The type of energy added to the spell is chosen at the time of casting, and you can choose a different type
of energy each time you cast magic missile. This altered descriptor affects all missiles created by a single casting of magic missile.
Although still a force spell, any magic missile altered in this way deals additional damage against vulnerable creatures and less
damage against creatures with related resistances and immunities.

Swift Shield (Sp): A force missile mage realizes the need to defend himself against the magic missiles of other Spellcasters. A 2nd-
level force missile mage can cast shield once per day as an immediate action. (An immediate action is like a free action, but only one
can be made per round.) This spell is cast in addition to the force missile mage's usual number of spells per day and at the force
missile mage's highest caster level.

Overpowering Missile: At 3rd level, the force missile mage's magic missile spells become especially potent, breaking through spell
resistance more readily than normal. He gains a +2 bonus on caster level checks to overcome a creature's spell resistance with the spell
magic missile. This benefit only applies to magic missile spells he casts. In addition, a force missile mage's magic missiles might
penetrate shield spells and brooches of shielding. Against such protections, the force missile mage makes a caster level check with a
DC equal to the caster level, in the case of shield, or DC 20, in the case of a brooch.

Reflective Shield (Sp): At 4th level, a force missile mage can reflect the spell magic missile. For the purposes of being affected by
magic missile, a force missile mage is constantly treated as being under the effect of the spell spell turning, thus reflecting offensive
magic missiles back at their caster. If that caster is protected by the shield spell or a brooch of shielding, these reflected magic missiles




are negated as normal. Missiles reflected back against a caster who also has spell turning in effect require the force missile mage to
roll on the spell turning mishap chart (Player's Handbook, page 283).

Hand of Fate (Special thanks to Thomas Haenke who supplied the inspiration for this Prestige Class).

Servants of sufficient dedication to the God of Fate, Sheiro, sometimes dedicate themselves to understanding the skeins of Fate, their
places within it, and how to alter them to their benefit in certain situations. This is a dangerous path walked by few, but those who do
have the potential to shape the very fabric of reality around them.

ENTRY REQUIREMENTS

Race: Any.

Religion: Follower of Sheiro.

Alignment: Any Neutral.

Skills: Knowledge (Religion) 8 Ranks; Sense Motive 8 Ranks.
Spells: Able to cast divine spells of the 3rd level.

Misc: Must possess at least one (1) Luck Feat.

GAME RULE INFORMATION

Hands of Fate have the following game statistics.

Abilities: Dexterity, Intelligence and Wisdom form the backbone of the Hands of Fate’s abilities. Additionally, Charisma is important
in order to handle the populace and interact with the faith’s hierarchy.

Hit Die: d8.

Starting Gold: N/A.

CLASS SKILLS

A Hand of Fate’s class skills (and the key ability for each skill) are: Concentration (Con), Craft (Int), Disable Device (Int), Gather
Information (Cha), Hide (Dex), Jump (Str), Knowledge (Arcana)(Int), Knowledge (History)(Int), Knowledge (Local)(Int), Knowledge
(Religion)(Int), Knowledge (The Planes)(Int), Knowledge(Nature)(Int), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Search
(Int), Sense Motive (Wis), Spellcraft (Int), Spot (Wis), Swim (Str), and Tumble (Dex).

Skill Points per Level: 6 + Int modifier.

+1 +1 Fate’s Choice; Fate’s Knowledge (+1) +1 Existing Divine Class

+2 +1 Bonus Luck Feat; Alter Fate 1/Day +1 Existing Divine Class

+3 +1 Fate’s Choice; Change Fate 1/Day +1 Existing Divine Class

+4 +2 Augury 1/Day; Fate’s Knowledge (+2) +1 Existing Divine Class

+5 +2 Fate’s Choice; Bonus Domain +1 Existing Divine Class

+6/+1 +2 Bonus Luck Feat; Change Fate 2/Day +1 Existing Divine Class

+71+2 +3 Fate’s Choice; Fate’s Knowledge (+3); Augury 2/Day +1 Existing Divine Class

+8/+3 +3 Divination 1/Day; Alter Fate 2/Day +1 Existing Divine Class
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+9/+4 +3 Fate’s Choice; Change Fate 3/Day +1 Existing Divine Class

Fate’s Knowledge (+4); Divination 2/Day; Augury 2/Day; Bonus
Luck Feat
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+10/+5 +4 +1 Existing Divine Class

CLASS FEATURES

Weapon and Armor Proficiency: The Hands of Fate only gains proficiency with the Sickle if not already possessed.

Turn Undead: A Hand of Fate adds Hand class levels to cleric levels for all purposes related to turning undead.

Spells per Day/Spells Known: A Hand of Fate continues advancing in divine spellcasting ability as well as learning the skills of a
Hand. Thus, when a new Hand of Fate level is gained, the character gains new divine spells per day (and spells known, if applicable)
as if he had also gained a level in whatever divine spellcasting class he belonged to before he added the prestige class. He does not
however gain any other benefit a character of that class would have gained (improved chance of controlling or rebuking undead, more
frequent remove disease, and so on). This means that he adds the level of Hand of Fate to the level of another divine spellcasting class
the character has, then determines spells per day accordingly. If a character had more than one divine spellcasting class before he
became a Hand of Fate, the player must decide which class to assign each level of Hand of Fate for the purpose of determining divine
spells per day and spells known.

Fate’s Choice: The Hand of Fate infuses a deck of cards with Sheiro’s blessing which gives it the power of Fate. The deck contains
36 cards, three sets of 12.




One set of 12 represent Fate’s positive influence. One set of 12 represents Fate’s indifference. The last set of 12 represent’s
Fate’s fickle or negative side. To determine what card is drawn from the deck, roll a 1d12 to first identify what card is pulled.
Once you have this determined, roll a 1d4 to determine the aspect drawn of that card.

At 3rd level, 2 of the Negative Cards become Indifference Cards permanently, chosen randomly. This is illustrated by the
1d4 roll normally made having a 75% chance of roll Indifferent, represented by rolling 1d4. A result of 1 would be a Positive
aspect of the card, while a result of 2-4 being Indifference.

Additionally, 2 of the Indifference Cards become Positive Cards, represented by a roll of 1-2 being Positive in aspect, 3 being
Indiffernt, and 4 being Negative. This happens again at 51, 7, and 9™ level.

All Indifferance Cards provide no bonus or negative.

This deck is draw from once per day and the effects last the entire day. At 3™ level this increases, allowing the Hand of Fate
to draw twice from the deck per day, though the effects of the last card draw will remain in effect the remainder of the 24
hour period, while the effects of the last card go away. At 5™, 7, and 9™ levels, the number of times per day the deck can be
drawn from increases by once per day, up to 5 times per day maximum.

The Cards are presented below:

Fate’s Knowledge: The Hand of Fate gains the ability to make a special Knowledge (Religion) skill check with a +1 to the roll. This
skill check is used to provide insight on the appropriate weaknesses, habits, and lore of a particular chosen subject. At 4th, 7th and
10th level this check gets an additional +1 to the roll.

Bonus Luck Feat: At 2nd level, the Hand of Fate gains a bonus Luck Feat of his or her choice as long as he or she meets the
requirements for the new Luck Feat. At 6th level and 10th level, the Hand of Fate gains another Luck Feat as well.

Alter Fate (Su): At 2nd level, the Hand of Fate may cause a single dice to be rerolled by an enemy (attack roll, damage, saving throw,
or initiative) per day. At 8th level, the Hand of Fate gains may cause an additional dice per day to be rerolled.




Change Fate (Su): At 3rd level, the Hand of Fate gains the ability to reroll any one roll he or she desires per day, though they must
declare this prior to the results of any roll being known. At 6th level and 9th level, the Hand of Fate gains another reroll chance per

day.

Augury (Sp): At 4th level, a Hand of Fate gains the ability to use augury as a spell-like ability once per day as a cleric of the Hand’s
level. At 7th level, he can use this ability twice per day, and at 10th level he can use it three times per day.

Divination (Sp): An 8th level Hand can use divination as a spell-like ability once per day as a cleric of the Hand’s level. At 10th level,
he gains the ability to use divination twice per day.

Bonus Domain: A Hand who reaches 5th level and 10th level is granted another of Sheiro’s domains as a third and then fourth cleric
domain. He can use the granted power of the new domain, and he can choose from the spell lists of the new domains when selecting
his domain spells for the day.
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Master Ninja (Special thanks to Cory Knight who supplied the inspiration for this Prestige Class).
After what may seem an eternity to some members of a Ninja Clan, eventually they are elevated to the rank of Master within their
Clan and taught the secrets of their group. With this knowledge comes a new focus for their abilities and indeed new abilities as well.

ENTRY REQUIREMENTS

Race: None.

Class: Ninja 5; ECL10 required.

Alignment: Any Lawful.

Skills: Bluff (8 ranks), Gather Information (8 ranks), and Spot (10 ranks).

Special: One seeking to become a Master Ninja must take 5 levels of Ninja before any other class(s) may be chosen (i.e. ECL1
through 5 must be Ninja).

GAME RULE INFORMATION

Master Ninjas have the following game statistics.

Abilities: Dexterity and Wisdom form the backbone of the Ninja, and carries on to the Master Ninja as well. Additionally, Charisma
is important in order to handle the leadership aspects of being a Master.

Hit Die: d6.

Starting Gold: N/A.

CLASS SKILLS

A ninja’s class skills (and the key ability for each skill) are: Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int),
Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Hide (Dex), Jump (Str), Listen (Wis), Move
Silently (Dex), Open Lock (Dex), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Swim (Str), and Tumble
(Dex).

Skill Points per Level: 6 + Int modifier.

+1 +0 Quick Draw; Clan Knowledge; Sudden Strike +1d6

+2 +1 Slippery Movement (Evasion); Master Feat

+3 +1 Blindsense; Enchant Blade —or- Infuse Blade; Sudden Strike +2d6

+4 +2 Way of the Shadow; Master Feat; +1 AC Bonus

+5 +2 Slippery Movement (Improved Evasion); Sudden Strike +3d6
+6/+1 +3 Way of the Healer; Master Feat
+7/+2 +3 Blindsight; Enchant Blade —or- Infuse Blade; Sudden Strike +4d6
+8/+3 +4 Way of the Arcane; Master Feat; +1 AC Bonus
+9/+4 +4 Slippery Movement (Freedom of Movement); Sudden Strike +5d6
+10/+5 +5 Way of the Blade; Master Feat
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CLASS FEATURES

Weapon and Armor Proficiency: The Master Ninja gains no new Weapon or Armor proficiencies.

Quick Draw: At 1st Level, the Master Ninja gains the Quick Draw Feat.

Fast Movement (EX): At 2" Level, the Master Ninja gains Fast Movement (similar to the Monk) of +10’ per round. This increases by
+5’ per round every other level (4, 6, 8, and 10).

AC Bonus (EX): A ninja is highly trained at dodging blows, and she has a sixth sense that lets her avoid even unanticipated attacks.
This ability continues to increase with the Master Ninja. When unarmored and unencumbered, a Master Ninja adds her Wisdom
bonus (if any) to her Armor Class. This ability does not stack with the monk’s AC bonus ability (a ninja with levels of monk does not
add the bonus twice). In addition, Master Ninja gains a +1 bonus to AC at 4th level and an additional +1 at 8th level. These bonuses
to AC apply even against touch attacks or when a Maser Ninja is flat-footed. The character loses these bonuses when she is
immobilized or helpless, when she wears any armor, when she carries a shield, or when she carries a medium or heavy load.

Spells: Beginning at 1st level, a Master Ninja gains the ability to cast a number of arcane spells. To cast a spell, a Master Ninja must
have an Intelligence score of at least 10 + the spell’s level, so a Master Ninja with an Intelligence of 10 or lower cannot cast these
spells. Master Ninja bonus spells are based on Intelligence, and saving throws against these spells have a DC of 10 + spell level + the
Master Ninja’s Intelligence bonus (if any). When the Master Ninja gets 0 spells per day of a given spell level (for instance, 1st-level
spells for a 1st-level Master Ninja), he gains only the bonus spells he would be entitled to, based on his Intelligence score for that spell
level. The Master Ninja utilizes the Assassin’s Spell List. A Master Ninja casts spells just as a bard does. Upon reaching 6th level, at
every even-numbered level after that (8th and 10th), a Master Ninja can choose to learn a new spell in place of one he already knows.




The new spell’s level must be the same as that of the spell being exchanged, and it must be at least two levels lower than the highest-
level Master Ninja spell the Master Ninja can cast. For instance, upon reaching 6th level, a Master Ninja could trade in a single 1st-
level spell (two spell levels below the highest level sorcerer spell he can cast, which is 3rd) for a different 1stlevel spell. At 8th and
10th levels, he could trade in a single 1stlevel or 2nd-level spell (since he now can cast 4th-level Master Ninja spells) for a different
spell of the same level. A Master Ninja may swap only a single spell at any given level, and must choose whether or not to swap the
spell at the same time that he gains new spells known for that level.

Clan Knowledge (Ex): A Master Ninja, if she is doing her job, knows everything that goes on in her “territory,” and a lot about what
goes on outside it. A Master Ninja may make a special Local History knowledge check with a bonus equal to her class level + her
Intelligence modifier to see whether she knows some relevant information about local people or places. The Master Ninja may not
take 10 or take 20 on this check; this sort of knowledge is essentially random. The DM will determine the Difficulty Class of the
check by referring to the table below.

Sudden Strike (Ex): If a Master Ninja can catch an opponent when he is unable to defend himself effectively from her attack, she can
strike a vital spot for extra damage. Whenever a Master Ninja’s target is denied a Dexterity bonus to Armor Class (whether the target
actually has a Dexterity bonus or not), the Master Ninja deals an extra 1d6 points of damage with her attack. This extra damage
increases by 1d6 points every other three Master Ninja level thereafter (3, 5, 7, and 9). A Master Ninja can’t use sudden strike when
flanking an opponent unless that opponent is denied its Dexterity bonus to AC. This damage also applies to ranged attacks against
targets up to 30 feet away.

Creatures with concealment, creatures without discernible anatomies, and creatures immune to extra damage from critical hits are all
immune to sudden strikes. A Master Ninja cannot make a sudden strike while striking the limbs of a creature whose vitals are out of
reach. A Master Ninja cannot use sudden strike to deliver nonlethal damage. Weapons capable of dealing only nonlethal damage
don’t deal extra damage when used as part of a sudden strike.

The extra damage from the sudden strike ability stacks with the extra damage from sneak attack whenever both would apply to the
same target.

Slippery Movement (Ex): Beginning at 2nd level, a Master Ninja begins to manifest the legendary ability of the Ninja to evade. At
2nd level, a Master Ninja gains the Evasion ability. At 5th level, a Master Ninja gains the Improved Evasion ability. Lastly, at 9th
level, a Master Ninja gains the Free Movement ability (This ability duplicates the effect of a freedom of movement spell, except that it
is always active. A Master Ninja loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load).
Master Feats: At 2nd level and every two levels thereafter (4th, 6th, 8th, and 10th), a Master Ninja gains a bonus feat, which must be
selected from the following list. These bonus feats may be chosen more than once, and stack.

Master Ninja Bonus Feats
ATTENTION TO DETAIL: You gain a +3 bonus on Sense Motive and Spot checks.
GIFTED MASTER: You gain a +2 bonus on Initiative checks and a +2 bonus on all Fortitude saves.
POWERFUL BODY: You gain a +3 bonus on all checks you make for performing a physical action that extends over a
period of time (running, swimming, holding your breath, and so on), and +5 to your hit point total.
KAMI’S INTUITION: You get a +3 bonus on Sense Motive checks and on Intelligence checks made to figure things out.
KI MASTER: Gain four (4) extra uses of your ki power.
MAGIC IN THE BLOOD: You get a +3 bonus on Alchemy and Spellcraft checks.
SILVER TONGUE: You gain a +3 bonus on Bluff and Diplomacy checks.

Blindsense (Ex): At 3rd level, a Master Ninja gains the blindsense ability out to 30 feet. This ability functions as described on page
306 of the Monster Manual.

Enchant Blade (Su) -or- Infuse Blade (Su): At 3rd level, a Master Ninja of a non-evil alignment gains an additional use per day of the
Enchant Blade ability. This increases by another use per day at 7th level. The selectable abilities to enchant the weapon with are as
follows: Disruption, Flaming Burst, Icy Burst, Shocking Burst, and Wounding. These are in addition to those already accessible by
the base Ninja. At 3rd level, a Master Ninja of evil alignment gains the ability to infuse his weapon with the Contagion spell, except
that save DCs for the effect chosen are increased by the Master Ninja’s Charisma Modifier. At 7th level, a Master Ninja of evil
alignment gains an additional +5 to the DC of these saves.

Way of the Shadow (EX): At 4th level, a Master Ninja gains a greater understanding of the shadows which aide all of his or her

kind. A Master Ninja of 4th level adds four additional uses per day to his or her Ki as well as increase the duration of his or her Ghost
Step ability to a number of rounds equal to his or her Charisma Bonus. The first attack made during this time does not cause the
Master Ninja to reappear. On any subsequent attack however, the Master Ninja’s Ghost Step ceases to function for that usage.

Way of the Healer (Ex): At 6th level, a Master Ninja gains a greater understanding of his or her body and how to counteract the
effects of damage. A Master Ninja of 6th level gains the ability to cast Cure Serious Wounds (Self) with an expenditure of his or her
Ki as well as increasing the stabilization roll to 25% instead of the normal 10% for being below 0 hps.

Blindsight (Ex): A 7th level Master Ninja gains the blindsight ability out to 30 feet. Her senses become so acute that she can
maneuver and fight flawlessly even in total darkness. Invisibility, darkness, and most kinds of concealment are irrelevant, though the
Master Ninja must have line of effect to a creature or object to discern it.

Way of the Arcane (Ex): At 8th level, a Master Ninja gains a greater understanding of the Arcane forces around her. A Master Ninja
of 8th level gains the ability to choose three 1st level Sorcerer/Wizard spells she doesn’t already know, and cast each of them twice a
day as a spell-like ability. Additionally, the Master Ninja gains the ability to summon a familiar should they choose to do so.




Way of the Blade (Ex): At 10th level, a Master Ninja gains a greater understanding of ways of warfare. A Master Ninja of 10th level
ignores the effects of any Fear-based status effect. Additionally, the Master Ninja and can reroll an attack roll per day equal to his or
her Charisma modifier. Lastly, the Master Ninja gains a +5 bonus to confirm all critical rolls achieved.

Master Ninja Spell List

Master Ninjas choose their spells from the following list (and any other additional Assassin spell lists available):
1st Level: Disguise Self, Detect Poison, Feather Fall, Ghost Sound, Jump, Obscuring Mist, Sleep, and True Strike.
2nd Level: Alter Self, Cat’s Grace, Darkness, Fox’s Cunning, Illusory Script, Invisibility, Pass without Trace, Spider Climb,
and Undetectable Alignment.
3rd Level: Deep Slumber, Deeper Darkness, False Life, Magic Circle Against Good, Misdirection, and Nondetection.
4th Level: Clairaudience/Clairvoyance, Dimension Door, Freedom of Movement, Glibness, Greater Invisibility, Locate
Creature, Modify Memory, and Poison.

Master of Shadow

Some driven or domineering souls seek nothing less than mastery of darkness itself—the ability to turn the very shadows into their
agents and allies. These are the masters of shadow, commanders of soldiers as dark and insubstantial as night itself. For those with the
force of will enter their ranks, the very shadows serve at their beck and call. Blight Druids are the most common masters of shadow
since they can most easily enter the class. Sorcerers, wizards, clerics, and even the occasional druid can multiclass just enough to gain
access, however. Few martial types do so because the class demands specialties far removed from combat skills.

ENTRY REQUIREMENTS

Skills: Knowledge (arcana) 5 ranks, Knowledge (the planes) 8 ranks
Feat: Shadow Companion*

Mysteries/Spellcasting: Caster level 5th

GAME RULE INFORMATION

Master of Shadow have the following game statistics.

Abilities: Intelligence and Wisdom dictate the bulk of the Master of Shadow’s skills.
Hit Die: d8.

Starting Gold: N/A.

CLASS SKILLS

Class Skills (2 + Int modifier per level): Concentration (CON), Craft (INT), Intimidate (CHA), Knowledge — Arcana (INT),
Knowledge — Religion (INT), Knowledge - The Planes (INT), Profession (WIS), Sense Motive (WIS), Spellcraft (INT), and Spot
WIS).

Skill Points per Level: 2 + Int modifier.

+0 +2 Shadow Servant; Master’s Bidding (Standard Action)

+1 +3 Resistance to Cold 5 +1 Existing Casting Class

+1 +3 +1 Existing Casting Class

+2 +4 Resistance to Cold 10 +1 Existing Casting Class

+2 +4 Master’s Bidding (Move Action) +1 Existing Casting Class

+3 +5 Resistance to Cold 20 +1 Existing Casting Class

+3 +5 +1 Existing Casting Class

+4 +6 +1 Existing Casting Class
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+4 +6 +1 Existing Casting Class
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+5 +7 Immunity to Cold; Master’s Bidding (Swift Action); Rapid Shadow +1 Existing Casting Class

CLASS FEATURES

Weapon and Armor Proficiency: The Master of Shadows gains no new Weapon or Armor proficiencies.

Shadow Servant (Su): As you progress as a master of shadow, you gain command of an increasingly powerful dark servant. At 1st
level, your shadow familiar permanently transforms into a Medium shadow elemental. It loses all familiar traits, but gains new
abilities as your shadow servant (see the Shadow Servant sidebar). Should your shadow servant die, you can summon a replacement
after 24 hours pass. Your shadow servant cannot travel farther from you than 30 feet + 10 feet for each of your master of shadow




levels (40 feet at 1st level and a maximum of 130 feet at 10th level). If it is forcibly separated from you by more than this distance, the
servant dissipates instantly, and you must wait 24 hours to summon a new one.

Master’s Bidding (Su): At 1st level, as a standard action, you can focus your affinity with shadow to enhance your shadow servant,
granting it one special ability for 1 round. The special abilities available to your shadow servant are described in the Shadow Servant
sidebar, and depend on your class level. For example, at 4th level you could give your servant any of the following special abilities:
interact with corporeal, fast healing 1, extra attack, or cold damage +1d8. At 5th level, you can grant your shadow servant a special
ability for 1 round by taking only a move action rather than a standard action. You can choose to use two move actions in the same
turn to grant it two abilities. Additional move actions granted by spells, class features, or the like can also be used to further enhance
your shadow servant. At 9th level, you can grant your shadow servant a special ability for 1 round by taking only a swift action rather
than a move action. You can still use move actions to give it additional abilities. Thus, a 10th-level master of shadow who does
nothing else in a round can choose to give his shadow servant three special abilities (using one swift action and two move actions).
Resistance to Cold (Su): At 2nd level, the shadow in your essence provides resistance to cold 5. This increases every other level by
five more points (4", 6™, and 8), until becoming Immunity to Cold at 10" Level.

Spellcasting: At 2nd level and every level thereafter, you gain new mysteries or spells per day and an increase in caster level (and
mysteries or spells known, if applicable) as if you had also gained a level in a casting class to which you belonged before adding the
prestige class level. You do not, however, gain any other benefits a character of that class would have gained. If you had more than
one casting class before becoming a master of shadow, you must decide to which class to add each level for the purpose of
determining spells per day, caster level, and spells or mysteries known.

Rapid Shadow (Su): After you reach 10th level, if your shadow servant dies you can summon a replacement 10 minutes later.

Omni-Thief (Special thanks to Chris Weaver who supplied the inspiration for this Prestige Class).

Sometimes, a Spellthief in search of more power options will branch out from the standard progression of the Spellthief, instead
focusing more on their ability to steal an opponent’s capabilities and their own Arcane might. Characters who do this will often
branch out into the Omni-Thief; a class designed specifically for this type of ability. Unlike the typical Spellthief who has learned
how to harness this ability versus all spell related products, the Omni-Thief has learned how to pull even the extraordinary and
supernatural powers from his friends and foes.

ENTRY REQUIREMENTS
Class (Rogue): Must have Evasion Feat.
Class (Spell Thief): Ability to steal 4" level spells.

Skills: Knowledge (Arcana) and Spellcraft, both with 10 ranks.

GAME RULE INFORMATION

The Omni-Thief has the following game statistics:

Abilities: As with the Spellthief, Charisma determines which spells an Omni-Thief can cast and how hard those spells are to resist.
Dexterity helps him avoid blows in combat despite his light armor usage.

Hit Die: d6.

Starting Gold: N/A.

CLASS SKILLS

An Omni-Thief