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3.5th Edition 

D&D  

Re-presented 
 

 

 

The Intent: 

These are set of rules with which you can play 3.5th edition D&D with some changes. The general 

changes make the game more granular and realistic as well as some more grim-dark.  These rules 

also attempt to account for some of the balancing issues between classes from classic D&D 3.5.  

Many of the changes come from various other sources, such as Unearthed Arcana, and will in this 

case eventually have citing page numbers. 

In addition this will try to account for the terrible writing of WOTC and explain all class abilities in 

their class sections. 

Any changes to the core rules will eventually be represented here, apart from a full list of spells. 
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Generating a Character 

Race: 
The races are not represented here. To pick a race use the races in the PHB or other source material. 

Class: 
When picking a class use the classes presented here as staring classes.  There is no experience 

penalty for multicasting. 

Languages: 
A character gains its automatic languages (from Race and any bonus class languages) and then its 

intelligence bonus in languages from its Class and Race listing. (See races and classes). 

Ability Scores: 
Characters begin with sets of 6 predetermined ability scores numbers (before racial ability modifiers 

are applied) and they may then allocate to any of the 6 numbers to any of the characteristics, 

provided they allocate all numbers. 

16, 14, 13, 12, 11, 10 

Or you may allocate points as you wish using the following method. You start with stats of 8, 10, 10, 

10, 10, 10 and then receive 22 points with which to ‘buy’ stats. The increases in points value for 

increasing a statistic is according to the following table; 

Score Points to buy 

9 1* 

10 2* 

11 1 

12 2 

13 3 

14 5 

15 7 

16 9 

17 12 

18 16 

 

* These values are for increasing the stat of 8 upwards. You cannot purchase higher scores to this 

value until you have increased it to 10. 
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Some ability score arrays that can be generated; 

14, 13, 13, 13, 13, 13, 

14, 14, 13, 13, 13, 11, 

14, 14, 14, 12, 12, 11, 

14, 14, 14, 14, 12, 8, 

15, 14, 13, 12, 12, 11, 

15, 15, 13, 12, 11, 10, 

16, 15, 12, 11, 11, 10, 

16, 14, 14, 12, 11, 8, 

16, 16, 12, 10, 10, 10, 

16, 16, 12, 11, 11, 8, 

17, 15, 12, 11, 10, 8, 

17, 14, 12, 11, 10, 10, 

18, 13, 13, 10, 10, 8, 

18, 14, 11, 10, 10, 8, 

18, 12, 12, 10, 10, 10, 

Alternate Ability Score Generation 
There are two alternate methods to generation and these are more classical approaches to stat 

generation. 

The first is to roll 4 D6 and pick the highest 3 die. Roll this 6 times to generate scores. 

The second is to roll 3 D6. Do this 6 times to generate scores. 

The first approach generates more random ability scores, with an average of about 12 for each 

score.  As it generates more randomly it can therefore generate underpowered or overpowered 

characteristics, with a tendency to generate Characters stronger than your average peasant. 

The second approach can generate characters that a quite weak and is not for the faint of heart. 

About ability scores: 
Ability scores govern everything a character does.  The average ability score of a person in the game 

is 10.  This means that a peasant will have average statistics of 10 on most stats.  Take a look at the 

following table to gain a greater conceptualisation of what ability scores correspond to in real life 

through the modelling the percentages based on a 3d6 roll. 

Score Equal to or greater than % of 
population 

Examples 

1 - Not Human 

2 - Not Human 

3 0.5% Non-functionally disabled 

4 1.9% Chronically disabled 

5 4.6% Badly Disabled 

6 9.3% Disabled 

7 16.2% Learning difficulty or physically incompetent 

8 25.9% Just useless 

9 37.9% Less than average 
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10 50% Average person 

11 62.5% Somewhat educated, better than average, naturally healthy 

12 74.1% Better educated, semi regularly exercises, qualified 

13 83.8% Well educated, regular exercise, well paid qualifications 

14 90.7% Very well educated, has developed abilities that were naturally 
quite strong, very well paid qualifications  

15 95.4% University level education, Sporting team developing already 
very strong abilities. 

16 98.1% Distinguished University education, good at chosen pursuit or 
sport 

17 99.5% Post Graduate Study, Professional Sport 

18 100% Rhodes Scholar- National Sporting Team 

19 - Nobel Prize - Olympics 

20 - Superhuman Capacity 

Mechanical effects of ability scores: 
Each score has a modifier which is applied as a bonus to the skills it governs grant bonus spells per 

day to spells casting governed by that ability score.  

Below is a table with the bonus each ability score provides as well as a list of the bonus spells per 

day. 

Score Modifier 0 1 2 3 4 5 6 7 8 9 

1 -5 Cannot cast spells tied to this ability score 

2-3 -4 Cannot cast spells tied to this ability score 

4-5 -3 Cannot cast spells tied to this ability score 

6-7 -2 Cannot cast spells tied to this ability score 

8-9 -1 Cannot cast spells tied to this ability score 

10-11 0 - - - - - - - - - - 

12-13 +1 - +1 - - - - - - - - 

14-15 +2 - +1 +1 - - - - - - - 

16-17 +3 - +1 +1 +1 - - - - - - 

18-19 +4 - +1 +1 +1 +1 - - - - - 

20-21 +5 - +2 +1 +1 +1 +1 - - - - 

22-23 +6 - +2 +2 +1 +1 +1 +1 - - - 

24-25 +7 - +2 +2 +2 +1 +1 +1 +1 -  

26-27 +8 - +2 +2 +2 +2 +1 +1 +1 +1 - 

28-29 +9 - +3 +2 +2 +2 +2 +1 +1 +1 +1 

30-31 +10 - +3 +3 +2 +2 +2 +2 +1 +1 +1 

32-33 +11 - +3 +3 +3 +2 +2 +2 +2 +1 +1 

34-35 +12 - +3 +3 +3 +3 +2 +2 +2 +2 +1 

36-37 +13 - +4 +3 +3 +3 +3 +2 +2 +2 +2 

38-39 +14 - +4 +4 +3 +3 +3 +3 +2 +2 +2 

40-41 +15 - +4 +4 +4 +3 +3 +3 +3 +2 +2 

42-43 +16 - +4 +4 +4 +4 +3 +3 +3 +3 +2 

44-45 +17 - +5 +4 +4 +4 +4 +3 +3 +3 +3 
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Modified Experience Table 

While adventuring it becomes quite easy for characters to level up exceedingly quickly, especially if 

they are lucky and manage to take out something far above their heads. 

In order to force some granularity into the system use the following table for experience – this also 

allows use of a set encounter value of experience points, rather than experience points being 

subjective to party level. 

 

Character 
level 

Xp Class skill 
max 

Cross class 
max 

Feats Ability score and Con bonus to 
HP 

1 0 4 2 1st  

2 1,000 5 2.5   

3 3,000 6 3 2nd  

4 6,000 7 3.5  1st 

5 10,000 8 4   

6 15,000 9 4.5 3rd  

7 24,000 10 5   

8 40,000 11 5.5  2nd 

9 70,000 12 6 4th  

10 100,000 13 6.5   

11 170,000 14 7   

12 270,000 15 7.5 5th 3rd 

13 390,000 16 8   

14 590,000 17 8.5   

15 830,000 18 9 6th  

16 1,200,000 19 9.5  4th 

17 1,700,000 20 10   

18 2,500,000 21 10.5 7th  

19 3,500,000 22 11   

20 5,100,000 23 11.5  5th 

 

In order to get characters to level up at the higher levels non-standard experience awards should be 

provided for things like – trading goods across or between nations, leading an army, doing magical 
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research. In the real world and with NPCs higher level characters can general be found doing these 

things, not simply killing monsters, hence the reasoning for some larger gaps of experience 

especially after level 10. 

 
 
Grim and Gritty HP Progression 

Replace any class’s normal hit die with the following hit dice progression. 

Characters and all mortal- not fantastical creatures start with their constitution in hitpoints and then 

gain extra points according to the following table. 

Class Standard hit die Hitpoints per level  
odd level/even level 

Wizard/ Sorcerer D4 +1/+1 

Rogue D6 +1/+2 

Druid, Cleric, Ranger, Monk D8 +2/+2 

Fighter, Paladin D10 +2/+3 

Barbarian D12 +3/+3 

 

At every level that they gain an ability score (4, 8, 12, 16, 20) they also gain their con bonus in hit 

points. 

EG: A Cleric with 14 constitution. 

Starts with 14 HP +2 (16 Hp) points at level one. At level three they would have 14+2+2+2 (20) HP. 

At level four they would receive bonus HP according to their ability score modifier, in this case +@ so 

at level 4 they would receive 4 extra hit points 2 from their class and 2 from their score. 

Eg: Fighter with 16 con. 

Level 1 – 16+2 = 18 

Level 2 – 16+2+3 = 21 

Level 3 – 16+2+3+2 =23 

Level 4 – 16+2+3+2+3+3 = 29 

These hitpoints per level will be listed on the class tables for every starting class so simply use this 

table as an abstract explanation of the progression, or to determine the progression of a prestige 

class. 
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Re-presented Classes 

 

Barbarian  

Requirement: Any non-lawful alignment 

HP: +3 per level 

Class Skills:  Climb (Str), Craft (Int), Handle Animal (Cha), Intimidate (Str/Cha), Knowledge (Int) 

[Locale], Jump (Str), Listen (WIs), Perform (Cha), Ride (Dex), Survival (Wis), Swim (Str) 

Skills points: at first level  4+Int modifier x 4 thereafter 4 +Int modifier per level 

Proficiencies: Simple and martial weapons, light and medium armour and all shields (excluding tower 

shields). 

Primary Ability Scores: Strength for damage and many skills, dexterity for some skills and armour 

class, wisdom for several skills and constitution for hit points and  rage. 

Bonus Languages: none 

 

Level BAB HP Fort Ref Will  Special 

1 +1 +3 +2 +0 +0 Fast movement, illiteracy, rage 1/day 

2 +2 +3 +3 +0 +0 Uncanny dodge 

3 +3 +3 +3 +1 +1 Danger Sense +1 

4 +4 +3 +4 +1 +1 Rage 2/day 

5 +5 +3 +4 +1 +1 Improved Uncanny dodge 

6 +6/+1 +3 +5 +2 +2 Danger Sense +2 

7 +7/+2 +3 +5 +2 +2 Damage reduction 1/- 

8 +8/+3 +3 +6 +2 +2 Rage 3/day 

9 +9/+4 +3 +6 +3 +3 Danger Sense +3 

10 +10/+5 +3 +7 +3 +3 Damage reduction 2- 

11 +11/+6/+1 +3 +7 +3 +3 Greater Rage 

12 +12/+7/+2 +3 +8 +4 +4 Rage 4/day 

13 +13/+8/+3 +3 +8 +4 +4 Damage Reduction 3/- 

14 +14/+9/+4 +3 +9 +4 +4 Indomitable will 

15 +15/+10/+5 +3 +9 +5 +5 Danger Sense +5 

16 +16/+11/+6/+1 +3 +10 +5 +5 Damage reduction 4/-, rage 5/day 

17 +17/+12/+7/+2 +3 +10 +5 +5 Tireless rage 

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

19 +19/+14/+9/+4 +3 +11 +6 +6 Damage reduction 5/- 

20 +20/+15/+10/+5 +3 +12 +6 +6 Mighty Rage, Rage 6/day 

 

Fast movement: +10ft movement on top of base speed while wearing no armour, light or medium 

armour and not carrying a heavy load. This is before modification of speed due to armour.  

Therefore a human barbarian in medium armour has move speed of 30ft, and in light armour 40ft. 
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Illiteracy: barbarians cannot read or write. It costs 2 skill points to learn to read and write all 

languages they know. 

Rage: Enter a temporary state wherein the barbarian receives +4 bonus to Strength and Constitution 

(according temporary hitpoints) and a +2 morale bonus to will saves.  She takes however a -2 penalty 

to AC. This rage lasts for 3 rounds + the barbarians newly improved constitution modifier.  While 

raging the barbarian cannot use skills that are based of Charisma, Dexterity or Intelligence (excluding 

Balance, Escape Artist, Intimidate and Ride) the Concentration skill or any abilities that require 

patience or concentration such as crafting feats or casting spells or using magical devices.  The 

barbarian may not used combat expertise while raging.  At the end of the rage the barbarian 

becomes fatigued suffering temporary penalties to Dex and Strength of -2 and may not run or charge 

for the duration of the rest of the encounter.  The barbarian may only rage once per encounter, even 

if they have multiple uses of rage available for that day. Entering rage is a free action in the 

Barbarian’s turn , and cannot be activated in another’s turn. 

Uncanny Dodge: Retains dexterity to AC even if caught flat footed or struck by an invisible attacker.  

This is however still lost if immobilised. (If the character has two  lots of Uncanny dodge from 

separate classes then the second Uncanny Dodge gives them Improved Uncanny dodge instead- see 

below). 

Danger Sense (1, 2, 3…): + the number listed as a bonus on Reflex saves to avoid incoming danger + 

that same number against attacks. 

Improved Uncanny Dodge: The barbarian cannot be flanked. This denies the Rogue the ability to 

sneak attack the barbarian by flanking unless the Rogue is 4 or more levels higher than the 

barbarian.  (If they character has two classes with uncanny dodge, these levels stack to determine 

what level a rogue must be to sneak attack). 

Damage reduction: the barbarian gains the number of damage reduction against weapons or natural 

attacks. 

Greater rage: the bonuses from rage increase to +6 Strength and Constitution and +3 to will saves.  

Indomitable Will: +4 on will saves against enchantment while in rage, this stacks with other 

modifiers including the bonus to will saves provided by Rage. 

Tireless Rage: The Barbarian is no longer fatigued at the end of rage. 

Mighty Rage: Bonuses in rage increase to +8 Strength and +8 Constitution and +4 to will saves. 

EX BARBARIANS 

A Barbarian who becomes lawful loses the ability to rage and cannot gain levels as a Barbarian until 

the Ex-Barbarian returns to a non-lawful alignment. 
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Cleric 

HD: +2 per level 

Class skills: Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis), Knowledge (Int) [Arcana, 

History, Locale, Planes, Religion], Perform (Cha), Profession (Wis), Sense Motive (Wis), Spellcraft (Int)  

- Additional skills become class skills if certain domains are selected. 

Skill points: at first level 2+ Int modifier x 4 and thereafter 2 + Int Modifier 

Proficencies: Light, Medium and Heavy Armour, all shields (except tower shields).  Clerics are 

proficient with Simple weapons and their Deity’s favoured weapon. 

Bonus Languages: Celestial and Abyssal 

Primary Ability Scores: Wisdom is required for Spell Casting, and Charisma is used for Turn/Rebuke 

Undead 

Level BAB HP Fort Ref Will  Special 0 1 2 3 4 5 6 7 8 9 

1 +0 +2 +2 +0 +2 Aura, Cleric 
Spellcasting, Domains 
and Deity, Turn/rebuke 
Undead,  

3 1         

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

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

4 +3 +2 +4 +1 +4  5 3 2        

5 +3 +2 +4 +1 +4  5 3 2 1       

6 +4 +2 +5 +2 +5  5 3 3 2       

7 +5 +2 +5 +2 +5  6 4 3 2 1      

8 +6/+1 +2 +6 +2 +6  6 4 3 3 2      

9 +6/+1 +2 +6 +3 +6  6 4 4 3 2 1     

10 +7/+2 +2 +7 +3 +7  6 4 4 3 3 2     

11 +8/+3 +2 +7 +3 +7  6 5 4 4 3 2 1    

12 +9/+4 +2 +8 +4 +8  6 5 4 4 3 3 2    

13 +9/+4 +2 +8 +4 +8  6 5 5 4 4 3 2 1   

14 +10/+5 +2 +9 +4 +9  6 5 5 4 4 3 3 2   

15 +11/+6/+1 +2 +9 +5 +9  6 5 5 5 4 4 3 2 1  

16 +12/+7/+2 +2 +10 +5 +10  6 5 5 5 4 4 3 3 2  

17 +12/+7/+2 +2 +10 +5 +10  6 5 5 5 5 4 4 3 2 1 

18 +13/+8/+3 +2 +11 +6 +11  6 5 5 5 5 4 4 3 3 2 

19 +14/+9/+4 +2 +11 +6 +11  6 5 5 5 5 5 4 4 3 2 

20 +15/+10/+5 +2 +12 +6 +12  6 5 5 5 5 5 4 4 4 4 

 

Aura:  Clerics have powerful aura of their alignment. 

Level 1 – faint aura  

Level 2-4 Moderate Aura  

level 5-10 Strong Aura  

Level 11 + Overwhelming Aura 

Cleric Spellcasting: a Cleric may cast divine spells drawn from the Cleric spell list (page 183 of the 

PHB) – but alignment restricts a cleric from casting spells in opposition to their alignment. This spells 
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are Wisdom based and the cleric receives bonus spells based off this ability score. A cleric must 

prepare their spells in advance. To prepare and cast a spell a cleric must have a wisdom score equal 

to at least 10+ the spell level (10 for 0 level spells 11 for level 1 spells etc). The difficulty class to save 

against clerics spells is: 

DC 10+ the spell level + wisdom score bonus + cleric level. 

A chaotic aligned cleric may not cast Spells that have a lawful descriptor, a good cleric may not cast 

spells with an evil descriptor and vice versa. 

Clerics receive their spells through prayer and do not have to memorise their spells, they 

automatically have access to them.  Each Cleric picks a time (typically morning, noon or dusk) at 

which they must pray for an hour to receive the spells they wish to prepare at that time each day, 

however any spells cast within 8 hours of this prayer count towards their daily allotment of spells for 

the coming day.  If they do not pray at this time then they lose all their spells until the next time they 

pray at their time. However if prevented from praying due to events outside of their control they 

retain their prepared spells, so long as they pray at the next available opportunity. 

The cleric may choose to leave spots vacant to prepare her spells later. She may then prepare, and 

only prepare these slots which she chose to leave open at her post-rest preparation, with spells 

taking 15 minutes, provided she is not preparing more than 1/4 of her daily allotment later in the 

day. 

Domains and Deity: If Clerics pick a Deity and thereby religion to be affiliated, they must be within 

one step on the alignment axis of their deity’s alignment.  

A Cleric has a choice of a certain number of domains that are offered by their God.  They must select 

two Domains.  These domains provide special bonus (such as an ability or class skills) as well as a 

bonus spell list. Clerics may cast any of these spells in their domain spell lists spontaneously, without 

preparation, using up a prepared spell of the same level. 

You can only pick an alignment domain if your cleric’s alignment matches that domain. 

See the next section for domains and their relevant abilities. 

Turn or Rebuke Undead;   

Good clerics Turn Undead, Evil Clerics Rebuke it. Neutral clerics may choose if they will Turn or 

Rebuke Undead, but once that choice is made it is permanent. 

Turning or Rebuking is a standard action that counts as an attack that does not provoke attacks of 

opportunity. You must present your holy symbol. 

Times per day 

A cleric may attempt to turn or rebuke Undead 3 times per day + charisma modifier. A cleric with 5 

or more ranks in Knowledge Religion receives a +2 bonus of turning checks. 
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Range 

You turn the closest turnable undead first, and you can’t turn undead that are more than 60 feet 

away or that have total cover relative to you. You don’t need line of sight to a target, but you do 

need line of effect. 

Turning Check 

The first thing you do is roll a turning check to see how powerful an undead creature you can turn. 

This is a Charisma check therefore: 

D20 + Charisma Modifier 

This table gives you the Hit Dice of the most powerful undead you can affect, relative to your level. 

On a given turning attempt, you can turn no undead creature whose Hit Dice exceed the result on 

this table. 

 

Turning Check 
Result 

Most Powerful Undead Affected 
(Maximum Hit Dice) 

0 or lower Cleric’s level -4 

1—3 Cleric’s level -3 

4—6 Cleric’s level -2 

7—9 Cleric’s level -1 

10—12 Cleric’s level 

13—15 Cleric’s level +1 

16—18 Cleric’s level +2 

19—21 Cleric’s level +3 

22 or higher Cleric’s level +4 

 

Turning Damage 

If your roll on high enough to let you turn at least some of the undead within 60 feet, you do turning 

damage being: 

2d6 + cleric level + Charisma modifier  

This is the amount of Hit Dice of undead you can turn 

If your Charisma score is average or low, it’s possible to roll fewer Hit Dice of undead turned than 

indicated on the table. 

Your turning skips an already turned undead that are still within range, so that you do not waste 

your turning capacity on them. 

Effect and Duration of Turning 

Turned undead flee from you by the best and fastest means available to them. They flee for 10 

rounds (1 minute).  

If they cannot flee, they cower (giving any attack rolls against them a +2 bonus).  

http://www.d20srd.org/srd/combat/combatModifiers.htm#totalCover
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/conditionSummary.htm#turned
http://www.d20srd.org/srd/conditionSummary.htm#cowering
http://www.d20srd.org/srd/combat/combatStatistics.htm#attackRoll
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If you approach within 10 feet of them, however, they overcome being turned and act normally. You 

may however stand within 10 feet without breaking the turning effect—you just can’t approach the 

turned undead. You can attack them with ranged attacks (from at least 10 feet away), and others 

can attack them in any fashion, without breaking the turning effect. 

Destroying Undead 

If you have twice as many levels (or more) as the undead have Hit Dice, you destroy any that you 

would normally turn. 

Evil Clerics and Undead 

Evil clerics channel negative energy to rebuke (awe) or command (control) undead rather than 

channeling positive energy to turn or destroy them. An evil cleric makes the equivalent of a turning 

check. Undead that would be turned are rebuked instead, and those that would be destroyed are 

commanded. 

Rebuked 

A rebuked undead creature cowers as if in awe (attack rolls against the creature get a +2 bonus). The 

effect lasts 10 rounds. 

Commanded 

A commanded undead creature is under the mental control of the evil cleric. The cleric must take 

a standard action to give mental orders to a commanded undead. At any one time, the cleric may 

command any number of undead whose total Hit Dice do not exceed his level. He may voluntarily 

relinquish command on any commanded undead creature or creatures in order to command new 

ones. 

Dispelling Turning 

An evil cleric may channel negative energy to dispel a good cleric’s turning effect. The evil cleric 

makes a turning check as if attempting to rebuke the undead. If the turning check result is equal to 

or greater than the turning check result that the good cleric scored when turning the undead, then 

the undead are no longer turned.  

The evil cleric rolls turning damage to see how many Hit Dice worth of undead he can affect in this 

way (as if he were rebuking them). 

Bolstering Undead 

An evil cleric may also bolster undead creatures against turning in advance. He makes a turning 

check as if attempting to rebuke the undead, but the Hit Dice result on the table becomes the 

undead creatures’ effective Hit Dice as far as turning is concerned, provided the result is higher than 

the creatures’ actual Hit Dice. 

 The bolstering lasts 10 rounds. An evil undead cleric can bolster himself in this manner. 

 

 

http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/combat/combatStatistics.htm#attackRoll
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/combat/actionsInCombat.htm#standardActions
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/combat/specialAttacks.htm#tableTurningUndead


14 
 

Druid 

Requirement: Any neutral 

HP per level: +2 

Class skills: Concentration (Con),  Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), 

Knowledge (Int) [Nature, Locale], Listen (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Spellcraft 

(Int), Spot (Wis), Survival (Wis), Swim (Str). 

Skills points at first level 2+ Int modifier x 4 and thereafter 2 + Int Modifier 

Proficiencies: light and medium armour, shields except tower shields. They are proficient with all 

natural weapons and club, dagger, dart, quarterstaff, scimitar, sickle, short-spear, sling and spears. 

They may however only wear armour or shields that are not made of metal, therefore only padded, 

leather or hide armour and wooden shields. They can however use other armour and shields 

provided that they are made of plant or animal parts and not metal at the discretion of the GM, such 

as wooden armour treated by the ironwood spell. 

Abilities: Spells are wisdom based, Charisma affects several skills and abilities. 

Bonus Languages: Sylvan and the druid automatically knows a secret language in addition her others 

Drudic. She may not teach this to others, and it has its own alphabet. 

Level BAB HP Fort Ref Will  Special 0 1 2 3 4 5 6 7 8 9 

1 +0 +2 +2 +0 +2 Druid Spellcasting, 
Animal Companion, 
Nature sense, Wild 
empathy,  

3 1         

2 +1 +2 +3 +0 +3 Terrain Stride 4 2         

3 +2 +2 +3 +1 +3 Trackless Step 4 2 1        

4 +3 +2 +4 +1 +4 Resist Nature’s lure 5 3 2        

5 +3 +2 +4 +1 +4 Wild Shape 1/day 5 3 2 1       

6 +4 +2 +5 +2 +5 Wild Shape 2/day 5 3 3 2       

7 +5 +2 +5 +2 +5 Wild shape 3/day 6 4 3 2 1      

8 +6/+1 +2 +6 +2 +6  6 4 3 3 2      

9 +6/+1 +2 +6 +3 +6 Venom Immunity 6 4 4 3 2 1     

10 +7/+2 +2 +7 +3 +7 Wild Shape 4/day 6 4 4 3 3 2     

11 +8/+3 +2 +7 +3 +7 Wild Shape Large,  6 5 4 4 3 2 1    

12 +9/+4 +2 +8 +4 +8 Wild Shape Plant, 6 5 4 4 3 3 2    

13 +9/+4 +2 +8 +4 +8 Wild Shape Tiny, A 
Thousand Faces 

6 5 5 4 4 3 2 1   

14 +10/+5 +2 +9 +4 +9 Wild Shape 5/day 6 5 5 4 4 3 3 2   

15 +11/+6/+1 +2 +9 +5 +9 Timeless Body 6 5 5 5 4 4 3 2 1  

16 +12/+7/+2 +2 +10 +5 +10 Wild Shape Elemental 
1/day 

6 5 5 5 4 4 3 3 2  

17 +12/+7/+2 +2 +10 +5 +10 Wild Shape Huge 6 5 5 5 5 4 4 3 2 1 

18 +13/+8/+3 +2 +11 +6 +11 Wild Shape 6/day, Wild 
Shape Elemental 2/day 

6 5 5 5 5 4 4 3 3 2 

19 +14/+9/+4 +2 +11 +6 +11  6 5 5 5 5 5 4 4 3 2 

20 +15/+10/+5 +2 +12 +6 +12 Wild Shape Elemental 
3/day, Wild Shape 
Huge Elemental 

6 5 5 5 5 5 4 4 4 4 
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Druid Spell Casting: a Druid may cast divine spells drawn from the Druid spell list (page 189 of the 

PHB) – but alignment restricts a Druid from casting spells in opposition to their alignment. These 

spells are Wisdom based and the Druid receives bonus spells based off this ability score. To prepare 

and cast a spell a Druid must have a wisdom score equal to at least 10+ the spell level (10 for 0 level 

spells 11 for level 1 spells etc).  The difficulty class to save against Druids spells is: 

 DC 10+ the spell level + wisdom score bonus + druid level. 

A chaotic aligned Druid may not cast Spells that have a lawful descriptor, a good Druid may not cast 

spells with an evil descriptor and vice versa. 

A Druid must prepare their spells in advance. Druid receive their spells through prayer and 

meditation and do not have to memorise their spells, they automatically have access to them.  Each 

Druid picks a time (typically morning, noon or dusk) at which they must pray and meditate for an 

hour each day to receive the spells they wish to prepare for the next 24 hours , however any spells 

cast within 8 hours of this meditation count towards her daily allotment of spells.  If they do not pray 

at this time then they lose all their spells until the next time they pray at their time. However if 

prevented from praying due to events outside of their control they retain their prepared spells, so 

long as they pray at the next available opportunity. 

The druid may choose to leave spots vacant to prepare her spells later. She may then prepare, and 

only prepare these slots which she chose to leave open at her post-rest preparation, with spells 

taking 15 minutes, provided she is not preparing more than 1/4 of her daily allotment later in the 

day. 

If a druid wields a prohibited weapon or armour cannot cast any druid spells, or use any 

supernatural abilities while doing so and for 24 hours after. 

Animal Companion: a druid may begin play with an animal companion. See the end of this section 

for details.  

Nature Sense: a druid gains a +2 bonus on Knowledge Nature and Survival Checks 

Wild Empathy: a druid can make a wild empathy check against animals. This functions as a 

Diplomacy check against the requisite DCs from that skill.  The roll is however: 

d20+ druid level + charisma modifier 

This generally takes 1 minute as with diplomacy checks, and the Druid and her target must be within 

30ft of each other and be able to study each other (conditions must be normal). 

A Druid may attempt to use this power on a magical beast with intelligence of 1 or 2 such as a 

basilisk  but suffers a -4 circumstance penalty. 

Terrain Stride: the druid may move through a preferred terrain type without suffering penalty. Eg: 

Undergrowth, Snow, Rivers, Marsh, Scree Slopes, Deserts.  The must however pick only one type of 

terrain for this ability to effect. Magical manipulations of this terrain will still impede the druid 

however. 
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Trackless Step: the Druid does not leave a trail in natural surroundings unless she chooses to do so. 

Resist Natures Lure: the druid receives a +4 bonus on saving throws against the abilities of fey 

creatures. 

Wild Shape: the druid may turn into any small or medium animal and back again. The may do this 

the amount of times per day as expressed by their advancement table. 

This effect functions as the Polymorph spell except that it lasts for 1 hour per druid level or 

until the druid changes back. See Below 

The assumed form can’t have more Hit Dice than half your Druid Level to a maximum of 15 

HD.Your type and subtype (if any) change to match the new form. If slain, the you revert your 

own form, though it you remain dead. 

You gain Strength, Dexterity, and Constitution scores of the new form but retains your own 

Intelligence, Wisdom, and Charisma scores. You gain all extraordinary special attacks 

possessed by the form but does not gain the extraordinary special qualities possessed by the 

new form or any supernatural or spell-like abilities. 

Changing form (to animal or back) is a standard action and this provokes an attack of opportunity.  

The druid must also be familiar with the form they are changing into; they cannot change into an 

animal they have never seen. In animal form the Druid loses her ability to speak but may 

communicate with other members of the species she transformed into. 

Venom Immunity: the Druid is immune to all poisons. 

Wild Shape Large: the Druid may assume the form of a Large animal using Wild Shape 

Wild Shape Plant: the Druid may assume the form of a Plant using Wild Shape with the same size 

restrictions she has for assuming animal shapes. 

Wild Shape Tiny: the Druid may assume the form of Tiny sized animals and plants using Wild Shape 

A Thousand Faces: the Druid is able to change her appearance at will as per the Alter Self Spell, but 

only while in her normal form. See below: 

You assume the form of a creature of the same type as your normal form. The new form 
must be within one size category of your normal size. The maximum HD of an assumed form 
is equal to half your druid level, to a maximum of 5 HD. You can change into a member of 
your own kind or even into yourself. 

You retain your own ability scores. Your class and level, hit points, alignment, base attack 
bonus, and base save bonuses all remain the same. You retain all supernatural and spell-
like special attacks and qualities of your normal form, except for those requiring a body part 
that the new form does not have (such as a mouth for a breath weapon or eyes for a gaze 
attack). 

You keep all extraordinary special attacks and qualities derived from class levels, but you lose 
any from your normal form that are not derived from class levels. 

http://www.d20srd.org/srd/specialAbilities.htm#extraordinaryAbilities
http://www.d20srd.org/srd/specialAbilities.htm#supernaturalAbilities
http://www.d20srd.org/srd/specialAbilities.htm#spellLikeAbilities
http://www.d20srd.org/srd/description.htm#alignment
http://www.d20srd.org/srd/specialAbilities.htm#spellLikeAbilities
http://www.d20srd.org/srd/specialAbilities.htm#spellLikeAbilities
http://www.d20srd.org/srd/specialAbilities.htm#breathWeapon
http://www.d20srd.org/srd/specialAbilities.htm#gazeAttacks
http://www.d20srd.org/srd/specialAbilities.htm#gazeAttacks
http://www.d20srd.org/srd/specialAbilities.htm#extraordinaryAbilities
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If the new form is capable of speech, you can communicate normally. You retain any 
spellcasting ability you had in your original form, but the new form must be able to speak 
intelligibly (that is, speak a language) to use verbal components and must have limbs 
capable of fine manipulation to use somatic or material components. 

You acquire the physical qualities of the new form while retaining your own mind. Physical 
qualities include natural size, mundane movement capabilities (such as burrowing, climbing, 
walking, swimming, and flight with wings, to a maximum speed of 120 feet for flying or 60 
feet for nonflying movement), natural armor bonus, natural weapons (such as claws, bite, 
and so on), racial skill bonuses, racial bonus feats, and any gross physical qualities (presence 
or absence of wings, number of extremities, and so forth). A body with extra limbs does not 
allow you to make more attacks (or more advantageous two-weapon attacks) than normal. 

You do not gain any extraordinary special attacks or special qualities not noted above under 
physical qualities, such as darkvision, low-light vision, blindsense, blindsight, fast 
healing, regeneration, scent, and so forth. 

You do not gain any supernatural special attacks, special qualities, or spell-like abilities of the 
new form. Your creature type and subtype (if any) remain the same regardless of your new 
form. You cannot take the form of any creature with a template, even if that template 
doesn’t change the creature type or subtype. 

You can freely designate the new form’s minor physical qualities (such as hair color, hair 
texture, and skin color) within the normal ranges for a creature of that kind. The new form’s 
significant physical qualities (such as height, weight, and gender) are also under your control, 
but they must fall within the norms for the new form’s kind. You are effectively disguised as 
an average member of the new form’s race. If you use this spell to create a disguise, you get 
a +10 bonus on your Disguise check. 

When the change occurs, your equipment, if any, either remains worn or held by the new 
form (if it is capable of wearing or holding the item), or melds into the new form and 
becomes nonfunctional. When you revert to your true form, any objects previously melded 
into the new form reappear in the same location on your body they previously occupied and 
are once again functional. Any new items you wore in the assumed form and can’t wear in 
your normal form fall off and land at your feet; any that you could wear in either form or 
carry in a body part common to both forms at the time of reversion are still held in the same 
way. Any part of the body or piece of equipment that is separated from the whole reverts to 
its true form. 

Timeless Body: the Druid no longer takes ability score penalties for aging and cannot be magically 

aged. Any penalties already accrued still apply and the druid continues to advance as normal. The 

Druid also still dies when her time is up, she just no longer physically ages. 

Wild Shape Elemental: The druid may assume the form of a small, medium or large Elemental using 

wildshape. This operates on a separate uses per day to Animal and Plant wildshape.  She gains any 

supernatural abilities of the Elemental when she is in that form. 

Wild Shape Huge: The druid may assume the form of a Huge animal or Plant. 

Wild Shape Huge Elemental: The druid may assume the form of a Huge Elemental. 

http://www.d20srd.org/srd/theBasics.htm#naturalArmorBonus
http://www.d20srd.org/srd/specialAbilities.htm#naturalWeapons
http://www.d20srd.org/srd/specialAbilities.htm#extraordinaryAbilities
http://www.d20srd.org/srd/specialAbilities.htm#darkvision
http://www.d20srd.org/srd/specialAbilities.htm#lowLightVision
http://www.d20srd.org/srd/specialAbilities.htm#blindsightAndBlindsense
http://www.d20srd.org/srd/specialAbilities.htm#blindsightAndBlindsense
http://www.d20srd.org/srd/specialAbilities.htm#fastHealing
http://www.d20srd.org/srd/specialAbilities.htm#fastHealing
http://www.d20srd.org/srd/specialAbilities.htm#regeneration
http://www.d20srd.org/srd/specialAbilities.htm#scent
http://www.d20srd.org/srd/specialAbilities.htm#supernaturalAbilities
http://www.d20srd.org/srd/specialAbilities.htm#spellLikeAbilities
http://www.d20srd.org/srd/improvingMonsters.htm#templates
http://www.d20srd.org/srd/skills/disguise.htm
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EX DRUIDS 

A Druid who ceases to revere nature, changes to a prohibited alignment, or teaches the Drudic 

language to a non-druid loses all her spells and Druid abilities, including her animal companion, and 

cannot gain levels as a Druid and till she atones. What constitutes requisite atonement is up to the 

discretion of the GM based on the Druids crimes, but will cost at least 500exp and 500gp. 

Animal Companion: 
An animal companion that has formed a special bond with the Druid.  At first level the Druid may 

take one of the following animals as a companion; 

Badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake 

(small or medium viper, small constrictor) or wolf. 

A Druid of 4th level or higher may select from the alternate lists. Should they select one of these 

animals, the creature gains abilities as if the character’s Druid level were lower than it is. Subtract 

the value indicated in the appropriate list form the character’s Druid level to determine the Animal 

Companions bonus powers. A Druid may not have a companion if it would reduce her effective level 

to 0 or lower. 

Level 4 or Higher (-3 effective Level) – Ape, bear (black), Bison, Boar, Cheetah, Crocodile, 

Dire Badger, Dire Bat, Dire Weasel, Leopard, Lizard (monitor), snake (Constrictor or Large 

Viper, Wolverine 

Level 7 or higher (-6 effective level) – bear (brown), crocodile (giant), proto-drake 

(deinonychus), Dire ape, dire boar, dire wolf, dire wolverine, lion, rhinoceros, Snake (Huge 

Viper), Tiger 

Level 10 or higher (-9 effective level) – bear (polar), Dire lion, proto-drake (megaraptor), 

Snake (giant constrictor) 

Level 13 or higher (-12 effective level) – dire bear, elephant 

Level 16 or Higher (-15 effective level) – dire tiger, proto-drake (triceratops, tyrannosaur) 

A Druids companion is completely typical for its kind except for the changes below, as the Druid 

advances so will its companion. 

Druid Level Bonus HD Natural AC 
Adjustment 

Str/Dex 
Adjustment 

Bonus 
Tricks 

Special 

1-2 +0 +0 +0 1 Link, share spells 

3-4 +2 +2 +1 2 Evasion  

5-6 +4 +4 +2 3 Devotion 

7-8 +6 +6 +3 4 Multiattack 

9-10 +8 +8 +4 5  

11-12 +10 +10 +5 6 Improved Evasion 

13-14 +12 +12 +6 7  
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Bonus HD: These bonus HD are using the modified rules for Hitpoints, and therefore are likely to be 

+2 HP per HD, as most animals have D8 as there hit die. For reference go to HP modifications page. 

Furthermore the animal gains additional skills, feats and saves as per its entry in the monster manual 

for HD progression. 

Bonus Tricks: These are bonus tricks that can be taught the companion on top of what its 

intelligence score would normally allow for the Handle Animal Skill. These tricks are automatically 

learned and do not require a Handle Animal check. 

Link: A Druid can handle her animal as free action or push it as a move action even if she doesn’t 

have ranks in Handle Animal.  The druid gains a +4 circumstance bonus and any Wild Empathy or 

Handle Animal checks against her companion. 

Share Spells: At the Druids option she may have any spell (but no spell like ability) she casts upon 

herself also affect her companion provided that is within 5ft when the spell is cast. If the spell has 

duration, then the animal is not affected by the spell as soon as it moves further than 5ft away from 

the Druid even if it returns within 5ft before the spell’s duration has expired. 

In addition a Druid may target a spell that normally only targets the caster on her animal companion 

(as a touch spell), and similarly may cast spells that do not normally effect animals on her 

companion. 

Evasion: If the animal companion is subjected to and attack that allows a reflex saving throw for half 

damage, on a succseful save the companion takes no damage instead. 

Devotion: The companion gains a +4 bonus on will saves against enchantment spells and effects. 

Multiattack: The companion either gains a subsequent attack with its primary attack at -5, or it gains 

the Multiattack feat if it has multiple attacks, and does not yet have the feat.  The Multiattack feat 

reduces the penalty on its secondary attacks when using the full attack action from -5 to -2. 

Improved Evasion:  In addition to Evasion, the Companion takes only half damage when they fail a 

Reflex saving throw of the requisite type. If it is immobilised though the damage is not halved. 
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Fighter 

HP per level: +2/+3 

Class Skills: Climb (Str), Craft (Int), Handle Animal (Cha), Intimidated (Cha/Str), Jump (Str), Knowledge 

(Int) [Locale] Perform (Cha), Ride (Dex), Swim (Str) 

Skill points: at first level 2+ Int modifier x 4 and thereafter 2 +Int modifier  per level. 

Profencies: all simple and martial weapons, light, medium , heavy armour and all shields including 

tower shields. 

Bonus langauges: none 

Level BAB HP Fort Ref Will  Special 

1 +1 +2 +2 +0 +0 Bonus Feat 

2 +2 +3 +3 +0 +0 Bonus Feat 

3 +3 +2 +3 +1 +1  

4 +4 +3 +4 +1 +1 Bonus Feat 

5 +5 +2 +4 +1 +1 Expertise 

6 +6/+1 +3 +5 +2 +2 Bonus Feat 

7 +7/+2 +2 +5 +2 +2 One of : Iron Will, Great Fortitude or 
Lightning Reflexes 

8 +8/+3 +3 +6 +2 +2 Bonus Feat 

9 +9/+4 +2 +6 +3 +3  

10 +10/+5 +3 +7 +3 +3 Bonus Feat Uncanny Dodge 

11 +11/+6/+1 +2 +7 +3 +3  

12 +12/+7/+2 +3 +8 +4 +4 Bonus Feat 

13 +13/+8/+3 +2 +8 +4 +4  

14 +14/+9/+4 +3 +9 +4 +4 Bonus Feat, Improved Uncanny Dodge 

15 +15/+10/+5 +2 +9 +5 +5  

16 +16/+11/+6/+1 +3 +10 +5 +5 Bonus Feat 

17 +17/+12/+7/+2 +2 +10 +5 +5  

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

19 +19/+14/+9/+4 +2 +11 +6 +6  

20 +20/+15/+10/+5 +3 +12 +6 +6 Bonus Feat 

 

Bonus feats: Whenever this appears a fighter receives a bonus feat at this level in addition to any 

feats it may otherwise gain.  The Fighter must otherwise have any relevant prerequisites for the feat. 

These feats must however come from the table of feats at the end of this section (these feats are 

also listed amongst the others on page 90 of the PHB). 

Expertise: this feat counts for the Intelligence 13 prerequisite required for Combat Expertise if the 

fighter does not have Intelligence 13. 

One of Iron Will, Great Fortitude or Lightning Reflexes: at this level the fighter may pick one of 

these 3 feats, providing +2 to Will, Fortitude or Reflex saves respectively. 

Uncanny Dodge: The Fighter retains their Dexterity bonus to AC even if caught flat footed or struck 

by an invisible attacker.  This bonus still lost though if they are immobilised. (If the character has two  
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lots of Uncanny dodge from separate classes then the second Uncanny Dodge gives them Improved 

Uncanny dodge instead- see below). 

Improved Uncanny Dodge: The Fighter cannot be flanked. This denies the Rogue the ability to sneak 

attack the Fighter by flanking unless the Rogue is 4 or more levels higher than the Fighter.  (If they 

character has two classes with uncanny dodge, these levels stack to determine what level a rogue 

must be to sneak attack). 

Fighter Bonus Feats: 

Feat Prereqisites Benefit 

Blindfight  Reroll miss chance for enemy concealment 

Combat Expertise Int 13 or Expertise Trade AB for AC up to 5 

Imp. Disarm Combat Expertise +4 bonus on disarm attempts, no attack of opportunity 

Imp. Feint Combat Expertise May feint as a move action 

Imp. Trip Combat Expertise +4 bonus on trip attempts, no attack of opportunity 

Whirlwind attack Dex 13 Combat Expertise, 
Spring attack, BAB +4 

One melee attack against each opponent within range 

Combat reflexes  Attacks of opportunity in a turn equal to dex bonus 

Dodge Dex 13 +1 dodge AC to a selected target per turn 

Mobility Dodge +4 dodge AC to attacks of opportunity for moving in 
combat. 

Spring attack Mobility Move before and after attack 

Exotic Weapon Proficiency  BAB +1 No penalties on attack rolls with a specific exotic weapon.  

Imp. Critical  BAB +8 Double threat range of weapon 

Imp. Initiative  +4 bonus on initiative checks 

Imp. Unarmed Strike  Considered armed, even if unarmed 

Imp. Grapple Dex 13, Imp. Unarmed 
Strike 

+4 bonus on grapple attempts, no attack of opportunity 

                 Stunning fist Dex 13, Wis 13, Improved 
Unamred Strike BAB +8 

Stun opponent with unarmed strike 

              Deflect arrows Dex 13, Improved 
Unarmed Strike 

Deflect one ranged attack per round 

               Snatch arrows Dex 15, Deflect Arrows Catch a deflected ranged attack 

Mounted Combat Ride 1 rank Negate hits on mount with Ride check 

        Mounted Archery Mounted Combat Half penalty for ranged attacks while mounted 

                         Trample Mounted Combat Target cannot avoid overrun 

              Ride by Attack Mounted Combat Move before and after a mounted charge 

             Spirited Charge Ride By Attack Double damage with mounted charge 

Point blank shot  +1 to hit and damage on targets within 30ft 

                          Far shot Point Blank Shot Increase range increment by 50% or 100%  

                  Precise shot Point Blank Shot No -4 penalty for shooting into melee 

         Imp. precise shot Dex 19, BAB +11 Precise 
shot 

Ignore less than total cover/concealment on ranged 
attacks 
 

                     Rapid shot Dex 13, Point Blank Shot One extra ranged attack each round 

                     Many shot Dex 17, BAB +6, Rapid 
Shot 

Shoot two or more arrows at the same time 

            Shot on the run Dex 13, Mobility, BAB +4, 
Point Blank Shot 

Move before and after ranged attack 
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Power attack Str 13 Trade attack bonus for damage 

                           Cleave Power attack Extra melee attack after downing an enemy 

                 Great Cleave Cleave No limit to cleave attacks each round 

               Imp. Bull rush Power attack +4 to bull rush attempts; no attack of opportunity 

               Imp. Overrun Power attack +4 to overrun attempts; no attack of opportunity 

                 Imp. Sunder Power attack +4 to sunder attempts; no attack of opportunity 

Quick Draw  Draw weapon as free action 

Rapid Reload  Reload crossbow more quickly 

Imp. Shield Bash  Retain shield bonus to AC when shield bashing 

Two weapon fighting Dex 15 Reduce two weapon fighting penalties 

Two weapon defence Two weapon fighting Offhand weapon gives +1 AC as a shield 

Imp.  two weapon fighting Dex 17, BAB +6, Two 
weapon fighting 

Gain a second offhand attack 

Greater Two Weapon 
Fighting 

Dex 19, Improved Two 
weapon fighting BAB +11 

Gain a third offhand attack 

Weapon Finesse BAB +1 Use Dex bonus instead of Str on attack rolls with light 
melee weapons 

Weapon Focus BAB +1, proficiency with 
weapon 

+1 to hit with weapon 

Weapon Specialisation Weapon focus with 
weapon 

+2 damage with weapon 

Greater Weapon Focus Weapon focus with 
weapon 

+1 to hit with weapon 

Greater Weapon 
specialisation 

Greater weapon focus 
with weapon 

+2 damage with weapon 
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Monk 

Requirement: any lawful 

Class Skills: Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Escape 

Artist (Dex), Hide (Dex), Hide (Dex), Jump (Str), Knowledge (Int) [History, Locale, Religion], Listen 

(Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Sense Motive (Wis), Spot (Wis), Swim 

(Str), Tumble (Dex) 

Skill points: at first level 4 + Int modifier x4 and thereafter 4 + Int modifier per level. 

Proficencies:  for weapons see the special abilities below. Monks are not proficient with any armour 

or shields. When wearing any armour or shield a monk loses her AC bonus and fast movement. 

Bonus languages: none 

 

Monk Defence: monk gains her wisdom bonus to her AC. In addition she gains natural AC bonuses as 

per the progression table at certain levels.  She retains this bonus to AC from the natural AC and 

wisdom bonus for touch AC and while flatfooted though she loses it if immobilised, wearing armour, 

carrying a medium or heavy load or carrying a shield. 

Level BAB HP Fort Ref Will  Special 

1 +0 +2 +2 +2 +2 Monk School*, Flurry of Blows, Monk Strike and 
Unarmed Damage D6* Bonus feats 1 (Imp. Grapple or 
Stunning Fist), Monk Defense 

2 +1 +2 +3 +3 +3 Bonus Feats 2 (Combat Reflexes or Deflect Arrows), 
Evasion,  

3 +2 +2 +3 +3 +3 Still mind,  Fast movement +10ft 

4 +3 +2 +4 +4 +4 Ki Strike (Magic, +1), Slow fall 20ft, Unarmed damage 
D8* Nat AC +1,   

5 +3 +2 +4 +4 +4 Purity of Body 

6 +4 +2 +5 +5 +5 Bonus Feats 3 (Imp. Disarm or Imp. Trip), Slow fall 30ft, 
Fast movement +20ft 

7 +5 +2 +5 +5 +5 Wholeness of Body 

8 +6/+1 +2 +6 +6 +6 Slow fall 40ft, Unarmed Damage D10* 

9 +6/+1 +2 +6 +6 +6 Improved Evasion,  Fast movement +30ft 

10 +7/+2 +2 +7 +7 +7 Ki Strike (Lawful, +2), Nat AC +2 

11 +8/+3 +2 +7 +7 +7 Diamond body, Greater Flurry, Unarmed Damage 2D6* 

12 +9/+4 +2 +8 +8 +8 Abundant step, slow fall 60ft,  Fast movement +40ft 

13 +9/+4 +2 +8 +8 +8 Diamond soul 

14 +10/+5 +2 +9 +9 +9 Slow fall 70ft 

15 +11/+6/+1 +2 +9 +9 +9 Quivering palm,  Fast movement +50ft, Nat AC +3 

16 +12/+7/+2 +2 +10 +10 +10 Ki Strike (Adamantine, +3), Slow fall 80ft, Unarmed 
Damage 2D8* 

17 +12/+7/+2 +2 +10 +10 +10 Timeless body, tongue of the sun and moon 

18 +13/+8/+3 +2 +11 +11 +11 Slow fall 90ft,  Fast movement +60ft 

19 +14/+9/+4 +2 +11 +11 +11 Empty body 

20 +15/+10/+5 +2 +12 +12 +12 Perfect self, slow fall any distance, Unarmed Damage 
2D10*, Nat AC +4 
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Monk School* Monks must choose between two schools of fighting and these determined their 

proficiencies. These are either ; 

Unarmed School: club, crossbow (light and heavy), dagger, handaxe, javelin, kama, 

nunchaku, quarterstaff, sai, shuriken, siangham and sling;  

Weapon School: single martial weapon, daggers (thrown only), darts, javelins, and sling.    

If the monk chooses the Unarmed School her unarmed damage increases as per italicised and 

starred values in the progression table.  If the monk chooses the Weapon School they do not gain 

the increases to unarmed damage, but rather may use that single martial weapon with all the monk 

abilities including the abilities normally reserved for unarmed attacks only.  Any additional or bonus 

feats the monk gets which normally apply to unarmed attacks will also apply to the single martial the 

monk is proficient with. 

Flurry of blows:  when unarmoured the monk may make attack with a flurry of blows, making 

additional attacks at a penalty.  This may be used as a full attack or standard attack action. Below the 

values for flurry of blows are listed for Full action attacks and for Standard Attacks.  With a Full 

Attack the monk makes an additional attack at her highest BAB, with both attacks suffering a -2 

penalty to hit.  This attack penalty lasts until the monk’s next turn and therefore applies to attacks of 

opportunity the monk may make. At level 5 the penalty on a full attack is reduced to -1 and at level 9 

the penalty on a full attack action disappears.  In addition at level 15 the monk receives an additional 

attack.  The monk may use Flurry of Blows as a Standard action. By doing so they may make multiple 

attacks at their BAB if they have them.  The table below summarises both actions. 

Level BAB and Standard Attack Flurry of Blows Full Action Flurry of Blows AB 

1 +0 -2/-2 

2 +1 -1/-1 

3 +2 0/0 

4 +3 +1/+1 

5 +3 +2/+2 

6 +4 +3/+3 

7 +5 +4/+4 

8 +6/+1 +5/+5/+0 

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

10 +7/+2 +7/+7/+2 

11 +8/+3 +8/+8/+8/+3 

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

13 +9/+4 +9/+9/+9/+4 

14 +10/+5 +10/+10/+10/+5 

15 +11/+6/+1 +11/+11/+11/+6/+1 

16 +12/+7/+2 +12/+12/+12/+7/+2 

17 +12/+7/+2 +12/+12/+12/+7/+2 

18 +13/+8/+3 +13/+13/+13/+8/+3 

19 +14/+9/+4 +14/+14/+14/+9/+4 

20 +15/+10/+5 +15/+15/+15/+10/+5 
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When using flurry of blows the monk may only attack with unarmed strikes, special monk weapons, 

or the Monks sole martial weapon.  The strength bonus on her attacks is only x1 regardless of 

whether the weapon is wielded in one or two hands.  A monk may choose to intersperse her attacks 

with different weapons if she chooses, eg: half unarmed and half with a weapon. 

Monk Strike: For the Unarmed school monk she gains Improved Unarmed Strike as a feat, her 

unarmed attacks as weapons in combat and thereby not provoking attacks of opportunity for 

fighting unarmed against armed foes. The monks may make unarmed attacks even if her hands are 

full, as her fighting style also uses the knees, elbows and kicks.  There is no such thing as an offhand 

attack for a monk, and she applies her full strength bonus on attacks with either hand. 

She also deals lethal damage with these attacks, but may choose to deal non-lethal damage with no 

penalty.  Her unarmed attacks are also considered both natural and manufactured attacks for the 

purpose of spells and effects that enhance these weapons.  The monk gains increased unarmed 

damage as per the progression table. 

For the Weapon school monk monk, she similarly may choose to deal lethal or non-lethal damage 

without penalty.  The monk also counts her weapon being full strength bonus regardless of what 

hand it is in.  However if the monk wields her weapon two handed she does not get the 1.5x 

strength bonus she normally would. 

Bonus Feats 1: The monk may choose between Improved Grapple or Stunning Fist even if she does 

not meet the prerequisites. 

Improved grapple gives her a +4 bonus to grapple attempts and means that she does not provoke 

and attack of opportunity for engaging in a grapple. 

Stunning Fist means that Unarmed School Monk may Stun opponent with unarmed strike or if 

Weapon School, with her chosen weapon.  This must be declared before the attack roll is made. If hit 

your foe makes a fortitude save DC 10+1/2 your Character level +wisdom modifier in addition to 

taking damage normally. If failed the defender is stunned for a round until your next action. While 

stunned they can’t act, drop anything they are holding, lose dexterity to their AC and suffer and 

additional -2 penalty to AC. The monk may make this attack a number of times per day equal to her 

Monk level with an extra use per day for every 4 levels of classes she has which are not monk.  If a 

monk misses with her Stun attempt she does not use up an attempt for that day. 

Bonus Feats 2: The monk may choose between Combat Reflexes and Deflect Arrows even if she does 

not meet the prerequisites. 

Combat Reflexes allows the monk to make extra attacks of opportunity per round equal to her 

dexterity modifier. These are in addition to the single attack she is normally entitled too. 

Furthermore she may still make attacks of opportunity while flat-footed. 

Deflect Arrows lets the monk once per round when they would normally be hit by a ranged attack 

choose to deflect the attack and not be hit.  Unarmed school monks must not be holding anything it 

at least one hand to do this, and Weapon School monks must have their weapon drawn.  

Furthermore the monk cannot be flatfooted to deflect. 
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Evasion: when a monk is entitled to a reflex save to half the damage of a spell or trap, on a 

successful save she instead takes no damage. 

Still Mind: the monk gains a +2 bonus on saving throws against spells and effects of the 

enchantment school of magic. 

Fast Movement +10ft, +20ft …: the monk receives the number listed in the progression table for her 

level of enhancement bonus to her speed while unarmoured. A monk in armour or carrying a 

medium or heavy load loses this bonus. 

Ki Strike (Magic) +1:  The Unarmed school monks unarmed attack and the Weapon Shool Monk’s 

chosen weapon attacks are empowered with Ki. They are treated as magic weapons for the purposes 

of dealing damage to creatures with damage reduction.  They also gain a +1 enhancement bonus to 

hit and damage. 

Slowfall 20ft, 30ft….: the monk if next to a wall may use it to her slow her fall and treat it as if the 

amount of feet less she fell is reduced by the number of feet of her slowfall value.  The progression 

table lists the slowfall value for the level of the monk. 

Purity of Body: the monk is immune to all diseases except magical ones such as Vampirism and 

Lycanthropy. 

Bonus Feats 3: The monk may either choose Improved Disarm or Improved Trip even if she does not 

meet the prerequisites. 

Improved disarm gives her a +4 bonus to disarm attempts and she no longer provokes and attack of 

opportunity when she attempts to disarm an opponent. 

Improved trip gives her a +4 bonus to trip attempts and she no longer provokes and attack of 

opportunity when she attempts to disarm and opponent. 

Wholeness of Body: the monk may heal herself for a number of hit points of damage equal to twice 

her monk level per day.  This may be spread out amongst several uses. 

Improved Evasion: In addition to Evasion, the monk takes only half damage when they fail a Reflex 

saving throw of the requisite type. 

Ki Strike (Lawful ) +2: the Unarmed School Monks unarmed attacks and the Weapon School Monk’s 

chosen weapon attacks count as Lawful for overcoming damage resistance.  They also have a +2 

enhancement bonus to hit and damage. 

Diamond Body: the monk is immune to all poisons 

Abundant Step:  once per day the monk may use the spell Dimension Door as if her caster level was 

one half her monk level.  This is as follows and does not require any components, it is at will and 

uses a standard action. 

You instantly transfer yourself from your current location to any other spot within range 
(400ft+40ft/level). You always arrive at exactly the spot desired—whether by simply 
visualizing the area or by stating direction. After using this spell, you can’t take any other 
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actions until your next turn. You can bring along objects as long as their weight doesn’t 
exceed your maximum load. You may also bring one additional willing Medium or smaller 
creature (carrying gear or objects up to its maximum load) or its equivalent per three caster 
levels. A Large creature counts as two Medium creatures, a Huge creature counts as two 
Large creatures, and so forth. All creatures to be transported must be in contact with one 
another, and at least one of those creatures must be in contact with you. 

If you arrive in a place that is already occupied by a solid body, you and each creature 
traveling with you take 1d6 points of damage and are shunted to a random open space on a 
suitable surface within 100 feet of the intended location. 

If there is no free space within 100 feet, you and each creature traveling with you take an 
additional 2d6 points of damage and are shunted to a free space within 1,000 feet. If there is 
no free space within 1,000 feet, you and each creature travelling with you take an 
additional 4d6 points of damage and the spell simply fails. 

Diamond Soul: the monk gains spell resistance equal to her current monk level +10.  In order to 

effect the monk the spell caster must no succeed on a DC20 + class level. 

Quivering Palm: Unarmed School Monks use this with and unarmed attack and weapon school 

monks with their chosen weapon.  The monk can use this once per week to attempt to slay a 

creature.  Constructs, Oozes, plants, undead and incorporeal creatures and those immune to critical 

hits are immune to this attack.  The monk must announce her intent to do so before the attack roll is 

made.  If the attack hits and does damage then the ability is successful.  As with stunning fist, if the 

monk misses this attack is no used.  The monk may then at any time thereafter attempt to slay the 

creature so long less than the monk’s level in days has passed. To slay the target the monk merely 

wills it to die (free action) and unless the target makes a tOritude saving throw DC10+1/2 the monks 

level + the monks wisdom modifier it dies. If passed then the creature is no longer in danger of that 

Quivering Palm but may be later on. 

Ki Strike (Adamantine +3):  the Unarmed School Monks unarmed attacks and the Weapon School 

Monk’s chosen weapon attacks count as Adamantine for overcoming damage resistance and 

hardness.  They also have a +3 enhancement bonus to hit and damage. 

Timeless body: the monk no longer takes penalties to ability core for ageing and cannot be magically 

aged.  Any such penalties she has already taken however remain in place.  Bonuses still accrue for 

levelling up and such and the monk still dies of old age when her time is up. However unlike the 

druidic version of this spell, the monk shows the signs of aging (albeit less) though she remains lithe 

and fit and suffers no penalties for it. 

Tongue of the Sun and Moon: the monk may converse with any living creature regardless of 

language. 

Empty Body: once per day the monk gains the ability to assume and ethereal state for 1 round per 

monk level as though using the spell Etherealness.  She may go ethereal on a number of different 

occasions during any single day, as long as the total number of rounds spent in an ethereal state 

does not exceed her monk level. 

javascript:void(0);
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You become ethereal, along with your equipment. For the duration of the spell, you are in a 
place called the Ethereal Plane, which overlaps the normal, physical, Material Plane. When 
the spell expires, you return to material existence. 

An ethereal creature is invisible, insubstantial, and capable of moving in any direction, even 
up or down, albeit at half normal speed. As an insubstantial creature, you can move through 
solid objects, including living creatures. An ethereal creature can see and hear on the 
Material Plane, but everything looks gray and ephemeral. Sight and hearing onto the 
Material Plane are limited to 60 feet. 

Force effects and abjurations affect an ethereal creature normally. Their effects extend onto 
the Ethereal Plane from the Material Plane, but not vice versa. An ethereal creature can’t 
attack material creatures, and spells you cast while ethereal affect only other ethereal 
things. Certain material creatures or objects have attacks or effects that work on the 
Ethereal Plane.Treat other ethereal creatures and ethereal objects as if they were material 

If you end the spell and become material while inside a material object (such as a solid wall), 
you are shunted off to the nearest open space and take 1d6 points of damage per 5 feet that 
you so travel. 

You and other willing creatures joined by linked hands (along with their equipment) 
become ethereal. Besides yourself, you can bring one creature per three caster levels to the 
Ethereal Plane. Once ethereal, the subjects need not stay together. When the spell expires, 
all affected creatures on the Ethereal Plane return to material existence. 

Perfect Body: the monk counts as an Outsider for spells and magical effects. For example Charm 

Person no longer affects her. Additionally the monk gains regeneration in the form of DR 10/magic. 

She instantly regenerates the first 10 points of damage from any attack made any non-magical 

weapons or creatures natural weapons.  Unlike other outsiders however the monk may still be 

brought back from the dead. 

 

EX MONKS: 

A monk who becomes non-lawful cannot gain new levels in monk but retains all monk abilities. 

Multiclass monks face some other restrictions.  A monk who gains levels in a new class or (if already 

multiclass) raises another of her classes by a level may never again raise her monk level, though she 

retains all her monk abilities. 

 

 

 

 

 

 

http://www.d20srd.org/srd/specialAbilities.htm#etherealness
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Paladin 

Requirement: Lawful good 

HP: +2/+3 

Class skills: Climb (St), Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Heal 

(Wis), Intimidate (Cha/Str) Knowledge (Int) [History, Locale, Religion], Perform (Cha), Profession 

(Wis), Ride (Dex), Sense Motive (Wis) 

Skill Points: at first level  2 +Int Modifier x 4 thereafter 2 + Int Modifier per level 

Proficiencies: Light, medium, heavy armour, all shields excluding tower shields, simple and martial 

weapons. 

Bonus Languages: none 

 

Code of Conduct: A paladin must be a lawful good alignment, and if she ever willingly commits an 
evil act she loses all her paladin abilities.  Additionally she must respect the legitimate local laws and 
authorities wherever she goes, she must not lie, cheat, steel or use poison, or anything else 
dishonourable.  She must provide help to those in need (provided it would not advance chaotic or 
evil ends) and she must bring to justice or even punish those who would harm or threaten innocents 

Furthermore a Paladin may associate with Good, Neutral or Chaotic characters though she will never 
associate with a character she knows to be evil. Furthermore she will not associate with someone 
who continuously offends her moral code. 

Level BAB HP Fort Ref Will  Special 

1 +1 +2 +2 +0 +0 Code of Conduct, Aura of Good, Detect Evil, smite 
evil 1/day 

2 +2 +3 +3 +0 +0 Divine Grace, Lay on hands 

3 +3 +2 +3 +1 +1 Aura of Courage, divine health 

4 +4 +3 +4 +1 +1 Turn undead 

5 +5 +2 +4 +1 +1 Smite evil 2/day, Special mount/animal 

6 +6/+1 +3 +5 +2 +2 Blessed Weapon, Remove Disease 1/week 

7 +7/+2 +2 +5 +2 +2  

8 +8/+3 +3 +6 +2 +2  

9 +9/+4 +2 +6 +3 +3 Remove Disease 2/week 

10 +10/+5 +3 +7 +3 +3 Smite Evil 3/day 

11 +11/+6/+1 +2 +7 +3 +3 Divine Might 

12 +12/+7/+2 +3 +8 +4 +4 Remove Disease 3/week 

13 +13/+8/+3 +2 +8 +4 +4 Tend to Mount 

14 +14/+9/+4 +3 +9 +4 +4  

15 +15/+10/+5 +2 +9 +5 +5 Remove Disease 4/week, smite evil 4/day 

16 +16/+11/+6/+1 +3 +10 +5 +5 Holy Sword 

17 +17/+12/+7/+2 +2 +10 +5 +5  

18 +18/+13/+8/+3 +3 +11 +6 +6 Remove Disease 5/week 

19 +19/+14/+9/+4 +2 +11 +6 +6  

20 +20/+15/+10/+5 +3 +12 +6 +6 Smite Evil 5/day 
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Aura of Good: the Paladin has an aura of good equal to its level.   

Level 1 – faint aura  

Level 2-4 Moderate Aura  

level 5-10 Strong Aura  

Level 11 + Overwhelming Aura 

Detect Evil:  At will the Paladin may detect evil as below, as a free action,  

With Concentration lasts up to 10 mins a level.  Each round, you can turn to detect evil in a 
new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a 
thin sheet of lead, or 3 feet of wood or dirt blocks it. 

You can sense the presence of evil. The amount of information revealed depends on how long 
you study a particular area or subject. 

1st Round 
Presence or absence of evil. 
2nd Round 
Number of evil auras (creatures, objects, or spells) in the area and the power of the most 
potent evil aura present. 
If the strongest evil aura’s power is overwhelming (see below), and the HD or level of the 
aura’s source is at least twice your Paladin level, you are stunned for 1 round and the spell 
ends. 

3rd Round 
The power and location of each aura. If an aura is outside your line of sight, then you discern 
its direction but not its exact location. 

Aura Power 
An evil aura’s power depends on the type of evil creature or object that you’re detecting and 
its HD, caster level, or (in the case of a cleric) class level; see the accompanying table. If an 
aura falls into more than one strength category, the spell indicates the stronger of the two. 

Creature/Object 

Aura Power 

Faint Moderate Strong Overwhelming 

1. Except for undead and outsiders, which have their own entries on the table. 
2. Some characters who are not clerics may radiate an aura of equivalent power. The class description 

will indicate whether this applies. 

Evil creature1 (HD) 10 or lower 11-25 26-50 51 or higher 

Undead (HD) 2 or lower 3-8 9-20 21 or higher 

Evil outsider (HD) 1 or lower 2-4 5-10 11 or higher 

Cleric of an evil deity2 (class levels) 1 2-4 5-10 11 or higher 

Evil magic item or spell (caster level) 2nd or lower 3rd-8th 9th-20th 21st or higher 

http://www.d20srd.org/srd/conditionSummary.htm#stunned
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
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 Lingering Aura 

An evil aura lingers after its original source dissipates (in the case of a spell) or is destroyed (in the 
case of a creature or magic item). If detect evil is cast and directed at such a location, the spell 
indicates an aura strength of dim (even weaker than a faint aura). How long the aura lingers at this 
dim level depends on its original power: 

Original Strength Duration of Lingering Aura 

Faint 1d6 rounds 

Moderate 1d6 minutes 

Strong 1d6×10 minutes 

Overwhelming 1d6 days 

 

Smite Evil: the Paladin my Smite Evil as a special attack the amount of times per day indicated by the 

progression table. Smiting evil is melee attack to which she adds her Charisma bonus to the attack 

roll and deals 1 extra point of damage per paladin level in addition to normal damage bonuses from 

strength, feats or quality.  This only works on Evil aligned characters and creatures and if the Paladin 

uses this ability in advertently on a creature who is not evil they do not take the extra damage, but 

that use of the Paladin’s ability is consumed for that day. 

Divine Grace: the Paladin gains her Charisma bonus on all saving throws 

Lay on hands: a Paladin with a Charisma score of 12 or higher can heal wounds by touch. Per day she 

can heal a total amount of hit points of damage equal to her Paladin Level x her charisma bonus.  

She may split this healing amongst different uses but she may heal no more than her Paladin Level x 

Charisma bonus of damage per day.  This is a standard action and requires touch to cast.  

Alternatively the Paladin may use this healing to damage Undead requiring a successful melee touch 

attack.  The Paladin decides the amount of her daily allotment of healing she will use damage after 

the attack hits. Neither use provokes an attack of opportunity. 

Aura of Courage: the Paladin is immune to fear (magical or otherwise) Each ally within 10 feet og her 

gains a +4 moral bonus on saving throws against fear effects. This functions even if the paladin is 

unconscious. 

Divine Health: the Paladin is immune to all diseases including supernatural and magical diseases like 

Vampirism and Lycanthropy. 

Turn Undead: 

Times per day 

The Paladin may attempt to turn Undead  3 times per day + her Charisma modifier.  She turns 
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Undead at her Paladin Level – 3 and if she has 5 or more ranks in Knowledge Religion she gains a +2 

bonus on turning checks. 

Range 

You turn the closest turnable undead first, and you can’t turn undead that are more than 60 feet 

away or that have total cover relative to you. You don’t need line of sight to a target, but you do 

need line of effect. 

Turning Check 

The first thing you do is roll a turning check to see how powerful an undead creature you can turn. 

This is a Charisma check therefore: 

D20 + Charisma Modifier 

This table gives you the Hit Dice of the most powerful undead you can affect, relative to your level. 

On a given turning attempt, you can turn no undead creature whose Hit Dice exceed the result on 

this table (this table is adjusted for the Paladins Level penalty when turning Undead) 

Turning Check 
Result 

Most Powerful Undead Affected 
(Maximum Hit Dice) 

0 or lower Paladins Level -7 

1—3 Paladins Level -6 

4—6 Paladins Level -5 

7—9 Paladins Level -4 

10—12 Paladins Level -3 

13—15 Paladins Level -2 

16—18 Paladins Level -1 

19—21 Paladins Level  

22 or higher Paladins Level +1 

 

Turning Damage 

If your roll on high enough to let you turn at least some of the undead within 60 feet, you do turning 

damage being: 

2d6 + Paladin Level -3 + Charisma modifier  

This is the amount of Hit Dice of undead you can turn 

If your Charisma score is average or low, it’s possible to roll fewer Hit Dice of undead turned than 

indicated on the table. 

Your turning skips an already turned undead that are still within range, so that you do not waste 

your turning capacity on them. 

Effect and Duration of Turning 

Turned undead flee from you by the best and fastest means available to them. They flee for 10 

rounds (1 minute).  

http://www.d20srd.org/srd/combat/combatModifiers.htm#totalCover
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/conditionSummary.htm#turned
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If they cannot flee, they cower (giving any attack rolls against them a +2 bonus).  

If you approach within 10 feet of them, however, they overcome being turned and act normally. You 

may however stand within 10 feet without breaking the turning effect—you just can’t approach the 

turned undead. You can attack them with ranged attacks (from at least 10 feet away), and others 

can attack them in any fashion, without breaking the turning effect. 

Destroying Undead 

If you have twice as many levels (or more) as the undead have Hit Dice, you destroy any that you 

would normally turn. For the Paladin this means that the Paladin’s Level -3 must be twice as many 

HD as the Undead turned to destroy them. 

Special Mount or War Animal: the Paladin may imbue a chosen mount or war animal with her holy 

power. Doing so is a permanent change and the Paladin may only have one creature imbued at a 

time.  The Paladin may not remove this imbuing, the creature has to die before the Paladin may 

imbue a new creature (and obviously the Paladin may not kill the creature, unless it is a mercy).  

Imbuing takes place out of combat and the creature must be a tamed creature, not a wild animal.  

The creature cannot be a higher level than the paladin imbuing it. 

Once imbued the animal gains benefits according to the following table.  The animal also gains extra 

skills or feats as per its entry in the monster manual. 

Paladin 
Level 

HD Natural 
Armour 

Strength 
Adjustment 

Intelligence 
Adjustment 

Special 

4-7 +2 +4 +2 +2 Share Saving 
Throw 

8-10 +4 +5 +3 +3  

11-14 +6 +6 +4 +4 Improved Speed 

15+ +8 +7 +5 +5  

 

Share Saving Throws: the Animal may use the paladin’s base saving throws or its own, whichever is 

higher when it makes a save. 

Improved Speed: +10ft to the animals movement 

Blessed Weapon: any weapon wielded by the Paladin is treated as Good-aligned for overcoming 

damage reduction. 

Remove Disease: the Paladin may remove diseases as many times per week as stated in the 

progression table, as per the Remove Disease spell.  It is a standard action requiring touch to cast. As 

below; 

Remove disease cures all diseases that the subject is suffering from. The spell also kills 
parasites, including green slime and others. Certain special diseases may not be countered by 
this spell or may be countered only by a caster of a certain level or higher. 

Note: Since the spell’s duration is instantaneous, it does not prevent reinfection after a new 
exposure to the same disease at a later date. 

http://www.d20srd.org/srd/conditionSummary.htm#cowering
http://www.d20srd.org/srd/combat/combatStatistics.htm#attackRoll
http://www.d20srd.org/srd/specialAbilities.htm#disease
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Divine Might: once per day the Paladin may use a standard action to give herself +4 to Strength, 

Wisdom or Charisma for one minute. 

Tend to Beast: a paladin who uses lay on hands on her animal heals 5 Hp for every 1 point of healing 

spent.  In addition she may heal the following for 5 points of healing (unless noted otherwise): 

Ability score damage (1 point of healing per point restored), blinded, confused, dazed, dazzled, 

deafened, diseased, exhausted, fatigued, feebleminded, insanity (the temporary effect), nauseated, 

sickened, staggered, stunned or poisoned. The Paladin may heal these conditions at the same time 

as she heals damage, but the healing points spent on curing the condition do not also provide 

healing and vice versa. 

Holy Sword: once per day as a standard action the Paladin may use the Spell Holy sword, lasting for 
1 round per her level of Paladin. 

This spell allows you to channel holy power into your sword, or any other melee weapon you 
choose. The weapon acts as a +5 holy weapon (+5 enhancement bonus on attack and 
damage rolls, extra 2d6 damage against evil opponents). It also emits a magic circle against 
evil effect (as the spell). If the magic circle ends, the sword creates a new one on your turn as 
a free action. The spell is automatically cancelled 1 round after the weapon leaves your hand. 
You cannot have more than one holy sword at a time. 

If this spell is cast on a magic weapon, the powers of the spell supersede any that the 
weapon normally has, rendering the normal enhancement bonus and powers of the weapon 
inoperative for the duration of the spell. This spell is not cumulative with bless weapon or any 
other spell that might modify the weapon in any way. 

EX PALADINS 
If a Paladin changes alignment from Lawful good or commits an evil act she loses all Paladin abilities.  
She can regain them by atonement, at the GM’s discretion. Furthermore Multiclass Paladin’s face 
special restrictions. A Paladin who gains levels in a new class or (if already multiclass) raises another 
of her classes by a level may never again raise her Paladin level, though she retains all her Paladin 
abilities. 
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Ranger 

HP Per Level: +2 

Class Skills: Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Handle Animal (Cha), Gather 

Information (Cha) Heal (Wis), Hide (Dex), Jump (Str), Knowledge (Int) [ Dungeoneering, Geography, 

Locale, Nature], Move Silently (Dex), Perform (Cha), Profession (Wis), Ride (Dex), Search (Int), Sense 

Motive (Wis), Spot (Wis), Survival (Wis), Swim (Str) Use Rope (Dex). 

Skill Points: at first level 6 + Int Modifier x 4 and thereafter 6  + Int Modifier per level. 

Proficiencies: simple and martial weapons, light armour and shields excluding tower shields. 

Bonus Languages: none 

 

Favoured Enemy: the ranger picks an enemy as a favoured enemy.  When interacting with said any 

she gains a +2 bonus on Bluff, Listen, Sense Motive, Spot and Survival checks. Likewise she gains a +2 

bonus on weapon damage against these creatures. 

At each level which the progression table gives her a new favoured enemy, she picks a different sort 

of enemy with which to apply this +2 bonus.  

Additionally at each level of favoured enemy after the first one she gains another +2 to apply to a 

favoured enemy, and can thus increase her bonus on one of her other favoured enemies to +4 or 

even higher. 

The ranger may pick enemies as per the table at the end of this section (if enemies fall into two or 

more subtypes that the ranger has favoured enemy in, then the effects do not stack, only the 

highest applies). 

Level BAB HP Fort Ref Will  Special 

1 +1 +2 +2 +2 +0 1st Favoured Enemy, Track, Wild Empathy 

2 +2 +2 +3 +3 +0 Combat Style 

3 +3 +2 +3 +3 +1 Endurance 

4 +4 +2 +4 +4 +1 Animal Companion 

5 +5 +2 +4 +4 +1 2nd Favoured Enemy 

6 +6/+1 +2 +5 +5 +2 Improved Combat Style, Fast Movement 

7 +7/+2 +2 +5 +5 +2 Terrain Stride 

8 +8/+3 +2 +6 +6 +2 Swift Tracker 

9 +9/+4 +2 +6 +6 +3 Evasion 

10 +10/+5 +2 +7 +7 +3 3rd Favoured Enemy 

11 +11/+6/+1 +2 +7 +7 +3 Combat Style Mastery, Nature’s Blessing 

12 +12/+7/+2 +2 +8 +8 +4  

13 +13/+8/+3 +2 +8 +8 +4 Camouflage, Healing Touch 

14 +14/+9/+4 +2 +9 +9 +4  

15 +15/+10/+5 +2 +9 +9 +5 4th Favoured Enemy 

16 +16/+11/+6/+1 +2 +10 +10 +5 Freedom of Movement 

17 +17/+12/+7/+2 +2 +10 +10 +5 Hide in Plain Sight 

18 +18/+13/+8/+3 +2 +11 +11 +6  

19 +19/+14/+9/+4 +2 +11 +11 +6  

20 +20/+15/+10/+5 +2 +12 +12 +6 5th Favoured Enemy 
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Track: you may find and follow tracks for 1 mile with a Surival check. To follow the tracks a 

subsequent mile requires an additional check. Additional checks are required if the tracks are lost or 

double back etc.  You move at half normal speed, at normal speed with a -5 penalty to your check 

whilst you track or up to twice normal speed with a -20 to your check whilst you track.  The DC for 

the track depends on the following: 

Surface Survival 
DC 

Surface Survival 
DC 

Very Soft Ground (fresh snow, thick 
dusk, mud) 

5 Firm Ground (most outdoors 
surfaces, lawns, fields, woods, 
dusty indoor floors). 

15 

Soft Ground (mud, dirt, sand) 10 Hard Ground (bare rock, indoor 
floor, streambeds, falling snow) 

20 

 

Additional modifiers also apply: 

Condition Survival DC Modifier 

Every three creatures in the group being tracked -1 

Creature size (using largest in mixed groups): 

Fine +8 

Diminutive +4 

Tiny +2 

Small +1 

Large -1 

Huge -2 

Gargantuan -4 

Colossal -8 

Every 24 hours since the trail was made +1 

Every hour of rain or snow since the trail was made +1 

Fresh covering of snow since the trail was made +10 

Poor visibility (applying only the largest modifier if two or more conditions are present) 

Overcast or moonless night  +6 

Moonlight  +3 

Fog or precipitation +4 

Tracked Party hides trail (and moves at half speed) +5 

 

Wild Empathy: a ranger can make a wild empathy check against animals. This functions as a 

Diplomacy check against the requisite DCs from that skill.  The roll is however: 

d20+ ranger level + charisma modifier 

This generally takes 1 minute as with diplomacy checks, and the Ranger and her target must be 

within 30ft of each other and be able to study each other (conditions must be normal). 

A Ranger may attempt to use this power on a magical beast with intelligence of 1 or 2  such as a 

basilisk  but suffers a -4 circumstance penalty. 

Combat Style: the ranger chooses one of two fighting styles from which they will permanently 

receive benefits.  These benefits and any subsequent benefits only apply while wearing light or no 
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armour.  They may select archery or two weapon fighting, at subsequent levels of combat style they 

only get the upgrades to their chosen style. 

Archery Style 

The ranger receives the Rapid Shot feat even if they do not normally meet the prerequisites. The 

Ranger may make an additional shot with their bow for a full action, but any other shots, and the 

additional shot are at a -2 penalty. 

Two Weapon Style 

The ranger receives the Two Weapon Fighting feat even if they do not normally meet the 

prerequisites. This reduces the ranger’s penalties for fighting with two weapons to -2 in the main 

hand and -6 in the offhand or -2 if the offhand weapon is light. 

Endurance: the ranger gains a +4 bonus on the following: Swim checks made to resist non lethal 

damage, Constitution checks made to continue running and to hold your breath, Constitution checks 

made to avoid nonlethal damage from a forced march, from starvation or thirst, Fortitude saves to 

avoid non-lethal damage for hot or cold environments and Fortitude saves made to resist damage 

from suffocation.  Also you may sleep in light or medium armour without becoming fatigued. 

Animal Companion: the ranger may gain an animal companion; see the end of this section. 

Improved Combat Style: the ranger improves her selected combat style, depending on her choice at 

second level she gains one of the following while wearing light or no armour; 

Improved Archery Style 

The Ranger gains Manyshot even if she would not normally meet the prerequisites for the feat.  As a 

standard action you may fire two arrows at a single target within 30ft. Both attacks use the same roll 

to hit, which suffers a -4 penalty.  However for every 5 points of Base Attack Bonus you have above 

+6 you may add on additional arrow to this attack to a maximum of four arrows at BAB +16. 

However each arrow adds cumulative penalty of -2 on the attack roll. 

Improved Two Weapon Style 

The ranger gains Improved Two Weapon Fighting even if she would not normally meet the 

prerequisites for the feat.  The ranger may make a second additional attack with their offhand 

weapon albeit at a -5 penalty. 

Fast Movement: the ranger gains +10ft move speed while in light armour or unarmoured.  

Terrain Stride: the Ranger may move through a preferred terrain type without suffering penalty. Eg: 

Undergrowth, Snow, Rivers, Marsh, Scree Slopes, Deserts.  They must however pick only one type of 

terrain for this ability to effect. Magical manipulations of this terrain will still impede the Ranger 

however. 

Swift Tracker: the ranger may move at normal speed and ignore the -5 penalty for tracking, the -20 

penalty for moving at double speed drops to -10. 

Evasion: If the ranger is subjected to and attack that allows a reflex saving throw for half damage, on 

a successful save the ranger takes no damage instead. 

Combat Style Mastery: the ranger’s selected combat style is now mastered, depending on her 

choice at second level she gains one of the following while wearing light or no armour; 

 



38 
 

Archery Style Mastery 

The ranger receives improved Precise shot even if she does not meet the prerequisites for the feat.  

This means that she ignores the AC bonus and the miss chance for granted to ranged targets in 

anything but total concealment. Furthermore she automatically strikes the target of her choice in a 

grapple with her ranged attacks. 

Two Weapon Style Mastery 

The ranger receives Greater Two Weapon fighting even if she would not normally meet the 

prerequisites for the feat.  The ranger gains a third offhand attack albeit at a -10 penalty. 

Natures’ Blessing: the ranger can use a standard action to add a +4 bonus to his Constitution, 

Dexterity, or Wisdom score. This ability may be used once per day, and its effect lasts for 1 minute 

per Ranger level. 

Camouflage: the Ranger may use the hide skill in natural terrain, even if it does not provide cover or 

concealment. 

Healing Touch: once per day the Ranger may use Neutralise Poison or Remove disease as follows. 

Neutralise Poison 
This spell lasts for 10 minutes for every 2 Ranger Levels. It uses a Standard action and is cast on 
touch and does not provoke and attack of opportunity. 

You detoxify any sort of venom in the creature or object touched. A poisoned creature suffers 
no additional effects from the poison, and any temporary effects are ended, but the spell 
does not reverse instantaneous effects, such as hit point damage, temporary ability damage, 
or effects that don’t go away on their own. The creature is immune to any poison it is 
exposed to during the duration of the spell. Unlike with delay poison, such effects aren’t 
postponed until after the duration.  The creature does not make any saves against poison 
effects applied to it during the length of the spell. 

This spell can instead neutralize the poison in a poisonous creature or object (cubic foot per 
every 2 Ranger levels) for the duration of the spell, at the caster’s option, in which case the 
creature gets a will save versus  DC14 + half Ranger level + rangers wisdom modifier. 

Remove Disease 
The spell requires a standard action to cast, is cast on touch and does not provoke an attack of 
opportunity to cast. 

Remove disease cures all diseases that the subject is suffering from. The spell also kills 
parasites, including green slime and others. Certain special diseases may not be countered by 
this spell or may be countered only by a caster of a certain level or higher. 

Note: Since the spell’s duration is instantaneous, it does not prevent reinfection after a new 
exposure to the same disease at a later date. 

Freedom of Movement: once per day the Ranger may cast Freedom of Movement on himself, 

requiring a standard action and no provoking attacks of opportunity. It lasts for 10 minutes for every 

2 Ranger Levels he has. The effects are as below; 

http://www.d20srd.org/srd/specialAbilities.htm#poison
http://www.d20srd.org/srd/specialAbilities.htm#abilityDamage
http://www.d20srd.org/srd/specialAbilities.htm#poison
http://www.d20srd.org/srd/spells/delayPoison.htm
http://www.d20srd.org/srd/specialAbilities.htm#poison
http://www.d20srd.org/srd/specialAbilities.htm#disease
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This spell enables you to move and attack normally for the duration of the spell, even under 
the influence of magic that usually impedes movement, such as paralysis, solid fog, slow, 
and web. You automatically succeed on any grapple check made to resist a grapple attempt, 
as well as on grapple checks or Escape Artist checks made to escape a grapple or a pin. 

You may also move and attack normally while underwater, even with slashing weapons such 
as axes and swords or with bludgeoning weapons such as flails, hammers, and maces, 
provided that the weapon is wielded in the hand rather than hurled. The freedom of 
movement spell does not, however, allow water breathing. 

Hide in Plain Sight: while in any sort of natural terrain the ranger may use the Hide skill, even while 

being observed. 

 

Favoured Enemy table 

Aberration Humanoid (Dwarf) Humanoid (reptilian) Outsider (fire) 

Animal Humanoid (Elf) Magical beast Outsider (good) 

Construct Humanoid (goblinoid) Monstrous Humanoid Outsider (lawful) 

Dragon Humanoid (gnoll) Ooze Outsider (native) 

Elemental Humanoid (gnome) Outsider (air) Outsider (water) 

Fey Humanoid (halfling) Outsider (chaotic) Plant 

Giant Humanoid (human) Outsider (earth) Undead 

Humanoid (aquatic) Humanoid (orc) Outsider (evil) Vermin 

Ranger Animal Companion: 
An animal companion that has formed a special bond with the Ranger.  At level 4 the Ranger may 

take one of the following animals as a companion; 

Badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake 

(small or medium viper, small constrictor) or wolf. 

A Ranger of 8th level or higher may select from the alternate lists. Should they select one of these 

animals, the creature gains abilities as if the character’s Ranger level were lower than it is. Subtract 

the value indicated in the appropriate list form the character’s Ranger level to determine the Animal 

Companions bonus powers. A Ranger may not have a companion if it would reduce her effective 

level to 0 or lower. 

Level 8 or Higher (-7 effective Level) – Ape, bear (black), Bison, Boar, Cheetah, Crocodile, 

Dire Badger, Dire Bat, Dire Weasel, Leopard, Lizard (monitor), snake (Constrictor or Large 

Viper, Wolverine 

Level 14 or higher (-13 effective level) – bear (brown), crocodile (giant), proto-drake 

(deinonychus), Dire ape, dire boar, dire wolf, dire wolverine, lion, rhinoceros, Snake (Huge 

Viper), Tiger 

Level 20 or higher (-19 effective level) – bear (polar), Dire lion, proto-drake (megaraptor), 

Snake (giant constrictor) 

http://www.d20srd.org/srd/specialAbilities.htm#paralysis
http://www.d20srd.org/srd/spells/solidFog.htm
http://www.d20srd.org/srd/spells/slow.htm
http://www.d20srd.org/srd/spells/web.htm
http://www.d20srd.org/srd/combat/specialAttacks.htm#grappleChecks
http://www.d20srd.org/srd/combat/specialAttacks.htm#grapple
http://www.d20srd.org/srd/skills/escapeArtist.htm
http://www.d20srd.org/srd/equipment/weapons.htm#flailorHeavyFlail
http://www.d20srd.org/srd/typesSubtypes.htm#humanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#goblinoidSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#monstrousHumanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#lawfulSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#humanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#oozeType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#nativeSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#humanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#airSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#waterSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#humanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#chaoticSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#plantType
http://www.d20srd.org/srd/typesSubtypes.htm#humanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#earthSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#undeadType
http://www.d20srd.org/srd/typesSubtypes.htm#humanoidType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/typesSubtypes.htm#evilSubtype
http://www.d20srd.org/srd/typesSubtypes.htm#verminType
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Level 26 or higher (-25 effective level) – dire bear, elephant 

Level 32 or Higher (-31 effective level) – dire tiger, proto-drake (triceratops, tyrannosaur 

A Rangers companion is completely typical for its kind except for the changes below, as the Ranger 

advances so will its companion. 

Ranger 
Level 

Bonus HD Natural AC 
Adjustment 

Str/Dex 
Adjustment 

Bonus 
Tricks 

Special 

1-5 +0 +0 +0 1 Link 

6-9 +2 +2 +1 2 Evasion  

10-13 +4 +4 +2 3 Devotion 

14-17 +6 +6 +3 4 Multiattack 

18-21 +8 +8 +4 5  

22-25 +10 +10 +5 6 Improved Evasion 

26-28 +12 +12 +6 7  

 

Bonus HD: These bonus HD are using the modified rules for Hitpoints, and therefore are likely to be 

+2 HP per HD, as most animals have D8 as there hit die. For reference go to HP modifications page. 

Furthermore the animal gains additional skills, feats and saves as per its entry in the monster manual 

for HD progression. 

Bonus Tricks: These are bonus tricks that can be taught the companion on top of what its 

intelligence score would normally allow for the Handle Animal Skill. These tricks are automatically 

learned and do not require a Handle Animal check. 

Link: A Ranger can handle her animal as free action or push it as a move action even if she doesn’t 

have ranks in Handle Animal.  The Ranger gains a +4 circumstance bonus and any Wild Empathy or 

Handle Animal checks against her companion. 

Evasion: If the animal companion is subjected to and attack that allows a reflex saving throw for half 

damage, on a successful save the companion takes no damage instead. 

Devotion: The companion gains a +4 bonus on will saves against enchantment spells and effects. 

Multiattack: The companion either gains a subsequent attack with its primary attack at -5, or it gains 

the Multiattack feat if it has multiple attacks, and does not yet have the feat.  The Multiattack feat 

reduces the penalty on its secondary attacks when using the full attack action from -5 to -2. 

Improved Evasion: In addition to Evasion, the Companion takes only half damage when they fail a 

Reflex saving throw of the requisite type. If it is immobilised though the damage is not halved 
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Rogue  

 HP Per Level: +1/+2 

Class Skills: Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Decipher Script (Int), 

Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather 

Information (Cha), Hide (Dex), Intimidate (Cha/Str), Jump (Str), Knowledge (Int) [ Dungeoneering, 

Locale], Listen (Wis), Move Silently (Dex), Open Lock (Dex), Perform (Cha), Profession (Wis), Search 

(Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Swim (Str), Tumble (Dex),  

Skill points: at first level 8 + Int Modifier x 4 and thereafter 8 + Int Modifier per level 

Proficenices: simple weapons, plus the handcrossbow, rapier, sap, shortbow and shortsword, light 

armour but not shields. 

Bonus Languages: none 

 

Sneak attack +1d6, +2d6…:  the rogue can sneak attack an opponent when they are incapable of 

defending themselves.  The rogue gains the bonus damage indicated on the progression table when 

they hit an enemy who is flatfooted, they are flanking or for any other reason has their Dexterity 

bonus to AC denied.  This extra damage is not multiplied by critical hits.  Ranged attacks only count 

as sneak attacks if they are within 30ft.   

With a sap (blackjack) or unarmed strike the rogue canmake a sneak attack that deals non-lethal 

damage. She may not even attempt with the -4 penalty to deal non-lethal damage with a weapon 

that normally deals lethal damage when sneak attacking. 

Level BAB HP Fort Ref Will  Rogue  

1 +0 +1 +0 +2 +0 Sneak Attack +1d6 

2 +1 +2 +0 +3 +0 Evasion 

3 +2 +1 +1 +3 +1 Trapsense +1,  Sneak Attack +2d6 

4 +3 +2 +1 +4 +1 Uncanny Dodge 

5 +3 +1 +1 +4 +1 Sneak Attack +3d6 

6 +4 +2 +2 +5 +2 Trapsense +2 

7 +5 +1 +2 +5 +2 Sneak Attack +4d6 

8 +6/+1 +2 +2 +6 +2 Improved Uncanny Dodge 

9 +6/+1 +1 +3 +6 +3 Trap Sense +3 , Sneak Attack +5d6 

10 +7/+2 +2 +3 +7 +3 Special Ability 

11 +8/+3 +1 +3 +7 +3 Sneak Attack +6d6 

12 +9/+4 +2 +4 +8 +4 Trap sense +4 

13 +9/+4 +1 +4 +8 +4 Sneak Attack +7d6 

14 +10/+5 +2 +4 +9 +4  

15 +11/+6/+1 +1 +5 +9 +5 Trap Sense +5, Sneak Attack +8d6 

16 +12/+7/+2 +2 +5 +10 +5 Special Ability 

17 +12/+7/+2 +1 +5 +10 +5 Sneak Attack +9d6 

18 +13/+8/+3 +2 +6 +11 +6 Trap Sense +6 

19 +14/+9/+4 +1 +6 +11 +6 Sneak Attack +10d6 

20 +15/+10/+5 +2 +6 +12 +6  
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The rogue can only sneak attack enemies with discernable anatomies, and the ability does not work 

on creatures that are immune to critical hits.  Furthermore if the rogue’s vision is impaired, or the 

creature has concealment, they may not sneak attack, similarly they may not sneak attack a creature 

whose vitals are out of reach. 

Evasion: If the Rogue is subjected to and attack that allows a reflex saving throw for half damage, on 

a successful save theRogue takes no damage instead. 

Trapsense +1, +2…: the rogue gains the indicated number as a bonus to reflex saves to avoid traps 

and on their AC against attacks made by traps, on search checks to find traps. 

Uncanny Dodge: the rogue retains her dexterity to AC even if caught flat footed or struck by an 

invisible attacker.  This is however still lost if immobilised. (If the character has two lots of Uncanny 

dodge from separate classes then the second Uncanny Dodge gives them Improved Uncanny dodge 

instead- see below). 

Improved Uncanny Dodge:  The Rogue cannot be flanked. This denies other rogues the ability to 

sneak attack the Rogue by flanking unless the flanking Rogue is 4 or more levels higher than the 

attacked rogue.  (If they character has two classes with uncanny dodge, these levels stack to 

determine what level a rogue must be to sneak attack). 

Special ability: each time this is listed in the progression table the rogue may pick a new special 

ability from the following list; 

Crippling Strike: Opponents hit by the Rogues Sneak attacks suffer 2 points of temporary strength 

damage. This recovers at 1 point a day. 

Defensive Roll: once per day when the rogue would be reduced to 0 or fewer hitpoints by damage in 

combat (not from a spell or spell like ability) the rogue can attempt to roll to avoid the blow.  She 

makes a reflex saving throw versus the DC of the Damage dealt.  If she succeed she only takes half 

damage from the blow instead of the full damage. She must be aware of the attack to use this ability 

– if she is denied her Dex bonus to AC she cannot use this ability. 

Improved Evasion: In addition to Evasion, the Rogue takes only half damage when they fail a Reflex 

saving throw of the requisite type.  If she is immobilised thought the damage is not halved.  

Opportunist: once per round, the rogue can make an attack of opportunity against an enemy who 

has just been struck for damage by another character. This counts the Rogues attack of opportunity 

for that round, or one of them if she has combat reflexes. 

Skill Mastery: the rogue selects a number of skills equal to 3 + her Int Modifier.  She may take 10 on 

the selected skills even if distraction or stress would normally prevent her from doing so.  This ability 

may be selected multiple times. 

Slipper Mind: if the Rogue is effected by and enchantment spell or effect and fails her saving throw, 

she can attempt again after 1 round on the same DC.  She only gets on extra chance however 

Bonus Feat: the Rogue may pick a bonus feat instead of one of the other abilities. 
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Sorcerer 

HP per level: +1 

Class Skills: Bluff (Cha), Concentration (Con), Craft (Int), Diplomacy (Cha) , Gather Information (Cha), 

Intimidate (Cha/Str) Knowledge (Int) [Arcana, Locale], Perform (Cha) Profession (Wis), Spellcraft (Int) 

Skill points: at first level 2 + Int modifier x 4 thereafter 2 + Int Modifier 

Proficiencies: simple weapons, one martial weapon but no armour or shields as it interrupts with 

their spell casting. 

Bonus Languages: none 

Level BAB HP Fort Ref Will  Special 0 1 2 3 4 5 6 7 8 9 

1 +0 +1 +0 +0 +2 Sorcerer Casting, 
Eschew Materials, 
Summon Familiar, 
School Specialisation* 

5 3         

2 +1 +1 +0 +0 +3  6 4         

3 +1 +1 +1 +1 +3  6 5         

4 +2 +1 +1 +1 +4  6 6 3        

5 +2 +1 +1 +1 +4 Meta-Magic Feat 1 6 6 4        

6 +3 +1 +2 +2 +5  6 6 5 3       

7 +3 +1 +2 +2 +5  6 6 6 4       

8 +4 +1 +2 +2 +6  6 6 6 5 2      

9 +4 +1 +3 +3 +6  6 6 6 6 2      

10 +5 +1 +3 +3 +7 Meta-Magic Feat 1 6 6 6 6 3 3     

11 +5 +1 +3 +3 +7  6 6 6 6 3 4     

12 +6/+1 +1 +4 +4 +8  6 6 6 6 3 5 3    

13 +6/+1 +1 +4 +4 +8  6 6 6 6 4 6 4    

14 +7/+2 +1 +4 +4 +9  6 6 6 6 4 6 5 3   

15 +7/+2 +1 +5 +5 +9 Meta-Magic Feat 1 6 6 6 6 4 6 6 4   

16 +8/+3 +1 +5 +5 +10  6 6 6 6 4 6 6 5 3  

17 +8/+3 +1 +5 +5 +10  6 6 6 6 5 6 6 6 4  

18 +9/+4 +1 +6 +6 +11  6 6 6 6 5 6 6 6 5 3 

19 +9/+4 +1 +6 +6 +11  6 6 6 6 5 6 6 6 6 4 

20 +10/+5 +1 +6 +6 +12 Meta-Magic Feat 1 6 6 6 6 5 6 6 6 6 6 

 

Sorcerer Casting: Sorcerers do not need to prepare there spells ahead of time or carry a spell book. 

Instead they may spontaneously cast any spell they know at any time, provided they have enough 

spell slots remaining for that day.  These spell slots are refreshed by the sorcerer resting for at least 

8 hours, however any spells cast within 8 hours of the refreshment meditation, count towards the 

sorcerer’s daily limit. The amount of spells per day they may cast is given in the table above and this 

is governed by a Sorcerers Charisma score.  To cast any spells she must have at least 10 Charisma, 

requiring 11 Charisma to cast level 1 spells, 12 Charisma for level 2 spells and so on.  The difficulty 

class against a sorcerers spells is as follows: 

DC10 + spell level + sorcerers Charisma bonus + the sorcerer’s level 
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A sorcerer is subject to the arcane spell casting failure percentage on any spells with a somatic 

component if they wear armour. 

A sorcerer knows a certain amount of spells for his level as given by the table below. She begins play 

knowing 4 level 0 spells (cantrips) and two level 1 spells of her choice.  At each level where the 

sorcerer is receives new spells known she picks a new spell to know.  When she levels up she may 

swap any spell she knows for a preferred spell, losing the old spell in exchange for the new one. 

Level  0 1 2 3 4 5 6 7 8 9 

1 4 2         

2 5 2         

3 5 3         

4 6 3 1        

5 6 4 2        

6 7 4 2 1       

7 7 5 3 2       

8 8 5 3 2 1      

9 8 5 4 3 2      

10 9 5 4 3 2 1     

11 9 5 5 4 3 2     

12 9 5 5 4 3 2 1    

13 9 5 5 4 4 3 2    

14 9 5 5 4 4 3 2 1   

15 9 5 5 4 4 4 3 2   

16 9 5 5 4 4 4 3 2 1  

17 9 5 5 4 4 4 3 3 2  

18 9 5 5 4 4 4 3 3 2 1 

19 9 5 5 4 4 4 3 3 3 2 

20 9 5 5 4 4 4 3 3 3 3 

 

Eschew Materials:  the sorcerer can cast any spell that has a material component worth less than 

1gp without that component. 

Summon Familiar: the sorcerer may begin play with a familiar.  See the end of this section for 

details. 

School Specialisation*: the sorcerer may choose to specialise in a single school of Magic.  If she does 

so she must nominate two of the other schools of magic as forbidden schools that she may never 

know or casts spells from. The schools are, Abjuration, Conjuration, Divination, Enchantment, 

Evocation, Illusion, Transmutation and Necromancy.  She may never nominate Divination as a 

forbidden school, and if she picks Divination as her specialisation she only has to pick one other 

school of magic to be a forbidden school. 

The benefits of her specialisation is that she receives +2 to all spell craft checks and save DCs of her 

chosen school. She also knows an extra spell of her chosen school for each level of spells she knows. 

She may further specialise with the expanded Specialisation rules in the following section. 
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Meta-Magic Feats: at each level denoted the sorcerer gains a meta-magic feat from the following 

list- provided they meet the requirements. 

Feat Prerequisites Benefit 

Improved Familiar Level 4 Access to more familiars 

Item Familiar A suitable magical item Replace familiar with Item 

Spell Focus  +1 on Save DCs with focused school 

                    Greater Spell Focus Spell Focus +1 on Save DCs with focused school 

Brew Potion Sorcerer level 3 Brew potions 

Craft Magic Arms and Armour Sorcerer level 5 Create magical weapons and armour 

Craft Rod Sorcerer level 9 Make magical rods 

Craft Staff Sorcerer level 12 Craft magical staffs 

Craft Wand Sorcerer level 5 Create wands 

Craft Wondrous Item Sorcerer level 3 Create arcane devices and items 

Forge Ring Sorcerer level 12 Create enchanted rings 

Scribe Sroll Sorcerer level 1 Write magic into scrolls 

Empower Spell  Cast spells at a higher level 

Enlarge Spell  Double Spells range 

Extend Spell  Double spell’s duration 

Heighten Spell  Increase a spells variable numeric 
effects by 50% 

Maximise Spell  Maximise a spell’s variable effects 

Quicken Spell  Cast spells as a free action 

Silent Spell  Cast spells without verbal components 

Still Spell  Cast spells without somatic 
components 

Widen Spell  Double spell’s area 

Sorcerers Familiar 
The sorcerer may choose to summon a familiar. The sorcerer picks the type of animal that it is. It is 

an animal that once in the service of the sorcerer retains its normal HD and abilities but is treated as 

a magical beast for the purpose of spells and abilities. Depending on the choice of familiar the 

sorcerer receives benefits. 

Animal Benefits 

Bat Sorcerer gains +3 to Listen checks 

Cat Sorcerer gains +3 to Move silently checks 

Hawk Sorcerer gains +3 to Spot checks in bright light 

Lizard Sorcerer gains +3 to Climb checks 

Owl Sorcerer gains +3 to Spot checks in shadow 

Rat Sorcerer gains +2 to Fortitude saves 

Raven* Sorcerer gains +3 to Appraise checks 

Snake (tiny Viper or tiny constrictor) Sorcerer gains +3 to Bluff checks 

Toad Sorcerer gains +3 hit points 

Weasel Sorcerer gains +2 to Reflex saves 

* in addition the Raven can speak one language of the master’s choice as a supernatural ability 
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Once summoned the familiar is bonded to the sorcerer for the perceivable future.  If the familiar 

dies or is dismissed the Sorcerer must make a DC 15 Fortitude save. Failure means she loses 200exp 

per sorcerer level and if she passes that she loses half that amount.  This cannot reduce a sorcerer 

below 0 experience, but it can reduce their level.  Familiars can be resurrected, though they do not 

suffer any level loss or constitution loss.   

The Familiar Itself 

It has the standard monster manual statistics for a creature of its type with the following 

adjustments. 

Hit Die: for the purposes of spells and effects the familiar counts as having the same amount of HD 

as the Sorcerer, or its base creature, whichever is higher. 

Hit Points: the familiar has half as many hit points as the Sorcerer, rounding down (not including 

temporary hit points). 

Attacks: the familiar uses the Base attack bonus of the Sorcerer, modified by its own strength or 

dexterity. Its attacks deal damage as per a normal creature of its type. 

Saves: use the Master’s base saves, but modified by the creatures ability scores. 

Skills: the familiar has the skill ranks of a normal creature of its type, unless the sorcerer’s ranks are 

better, in which case it has the ranks of the Sorcerer in that skill. Either way these skills are modified 

by the familiar’s ability scores. 

The sorcerer’s familiar receives bonuses based on the sorcerer’s level. If a sorcerer has more than 

one class level that grants a familiar, these stack in determining the familiars powers.  However the 

character may only ever have one familiar.   

Master’s Class Level Natural Armour 
Adjustment 

Int Special 

1-2 +1 6 Alertness, improved evasion, share spells, 
empathic link 

3-4 +2 7 Deliver touch spells 

5-6 +3 8 Speak with master 

7-8 +4 9 Speak with animals of its kind 

9-10 +5 10  

11-12 +6 11 Spell resistance 

13-14 +7 12 Scry on familiar 

15-16 +8 13  

17-18 +9 14  

19-20 +10 15  

 

Alertness: while the familiar is within arm’s reach the Sorcerer gets +2 on Spot and Listen checks 

Improved Evasion: when subject to an attack that normally allows a Reflex saving throw for half 

damage, on a successful save the familiar takes no damage, and on a fail it takes only half damage – 

unless it is immobilised in which case it takes full damage. 

Share spells: At the Sorcerer’s option she may have any spell (but no spell like ability) she casts upon 

herself also affect her familiar rovided that is within 5ft when the spell is cast. If the spell has 
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duration, then the familair is not affected by the spell as soon as it moves further than 5ft away from 

the Sorcerer even if it returns within 5ft before the spell’s duration has expired. 

In addition a Sorcerer may target a spell that normally only targets the caster on her familiar (as a 

touch spell) and similarly may cast spells that do not normally affect magical beasts on her familiar. 

Empathic Link: the master has an empathic link with their familiar up to a distance of 1 mile.  The 

master may communicate with the familiar out to this distance.  Only general emotion contend can 

be communicated (hunger, happiness, curiosity, fear, anger).  The level of intelligence of the familiar 

effects what it can communicate and even intelligent familiars see the world differently, so 

misunderstandings can occur. 

Deliver Touch Spells: the familiar can deliver touch spells for the Sorcerer. When she casts a spell 

she can designate the familiar the point of origin for the touch spell and the familiar can deliver the 

spell. As usual if the sorcerer casts a spell before the touch spell is used, then the spell dissipates. 

Speak with master: master and familiar may communicate verabally in a secret language.  Others 

may use magical assistance to understand it. 

Speak with animals of its kind: the familiar can comminucate with other animals (including Dire 

animals) of its kind.  Cats with felines, reptiles with reptiles, amphibians with amphibians, birds with 

birds, weasels with mustalids, rats with rats. 

Spell resistance: the familiar gains spell resistance of the master’s level +5. Casters must therefore 

beat: 

Master’s Level +5 on a D20 + Class Level check. 

Scry on familiar: master may cast the Scrying spell for free once per day on his familiar. The rules are 

as follows. 

This takes one hour to cast and the effects last for a minute per the master’s level. You can 

see and hear some creature, which may be at any distance. 

As with all divination (scrying) spells, the sensor has your full visual acuity, including any 

magical effects. In addition, the following spells have a 5% chance per caster level of 

operating through the sensor: detect chaos, detect evil,detect good, detect law, detect 

magic, and message. 

 

 

 

 

 

http://www.d20srd.org/srd/spells/detectChaos.htm
http://www.d20srd.org/srd/spells/detectEvil.htm
http://www.d20srd.org/srd/spells/detectGood.htm
http://www.d20srd.org/srd/spells/detectLaw.htm
http://www.d20srd.org/srd/spells/detectMagic.htm
http://www.d20srd.org/srd/spells/detectMagic.htm
http://www.d20srd.org/srd/spells/message.htm
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Wizard 

HP Per Level: +1 

Class Skills: Concentration (Con), Craft (Int), Decipher Script (Int), Knowledge (Int) [all skills], Perform 

(Cha), Proffesion (Wis), Spellcraft (Int) 

Skill Points per Level: at first level 2+ Int modifier x4 thereafter at each level 2+ Int modifier 

Proficiencies: club, dagger, heavy crossbow, light crossbow, quarter staff but no armour or shields as 

it interrupts with their spell casting. 

Bonus Languages: Draconic 

Level BAB HP Fort Ref Will  Special 0 1 2 3 4 5 6 7 8 9 

1 +0 +1 +0 +0 +2 Wizard Casting, Summon 
Familiar, School 
Specialisation* 
Scribe scroll 
Spell Mastery (Read Magic) 

3 1         

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

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

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

5 +2 +1 +1 +1 +4 Meta-Magic Feat 1 4 3 2 1       

6 +3 +1 +2 +2 +5  4 3 3 2       

7 +3 +1 +2 +2 +5  4 4 3 2 1      

8 +4 +1 +2 +2 +6  4 4 3 3 2      

9 +4 +1 +3 +3 +6  4 4 4 3 2 1     

10 +5 +1 +3 +3 +7 Meta-Magic Feat 1 4 4 4 3 3 2     

11 +5 +1 +3 +3 +7  4 4 4 4 3 2 1    

12 +6/+1 +1 +4 +4 +8  4 4 4 4 3 3 2    

13 +6/+1 +1 +4 +4 +8  4 4 4 4 4 3 2 1   

14 +7/+2 +1 +4 +4 +9  4 4 4 4 4 3 3 2   

15 +7/+2 +1 +5 +5 +9 Meta-Magic Feat 1 4 4 4 4 4 4 3 2 1  

16 +8/+3 +1 +5 +5 +10  4 4 4 4 4 4 3 3 2  

17 +8/+3 +1 +5 +5 +10  4 4 4 4 4 4 4 3 2 1 

18 +9/+4 +1 +6 +6 +11  4 4 4 4 4 4 4 3 3 2 

19 +9/+4 +1 +6 +6 +11  4 4 4 4 4 4 4 4 3 3 

20 +10/+5 +1 +6 +6 +12 Meta-Magic Feat 1 4 4 4 4 4 4 4 4 4 4 

 

Wizard Casting: wizards cast arcane spells and must prepare them ahead of time by memorising 

them from their spell book. Her spells are intelligence based and she must have intelligence 10 to 

cast any spells, and then 11 for level 1 spells, 12 for level 2 spells etc.  Furthermore she gains bonus 

spells per day, as per the ability score modifier table.  The DC of saves against her spells are; 

DC 10 + spell level + her intelligence modifier + Wizard Level. 

The must have a spell book to prepare spells, and they store their spells in their book.  The wizard 

must prepare her spells ahead of time. She must get a good night’s rest and spend an hour studying 

her spell book to prepare her spells.   She requires 8 hours of uninterrupted rest, not necessarily 
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sleep to prepare her spells. If she is interrupted, then she adds +1 to the amount of hours she still 

requires rest for.  She must sleep for at least 1 hour.   

Preparation takes 1 hour, and the environment must be relatively peaceful for the wizard to prepare 

her spells. Any spells cast within 8 hours of when the wizard prepares her spells, count towards her 

daily limit.  If she need only refresh some spells, then the hour period is proportionally cut down to 

represent that the wizard is only preparing a minor amount of spells, however this still takes 15 

minutes. The wizard may choose to leave spots vacant to prepare her spells later. She may then 

prepare, and only prepare these slots which she chose to leave open at her morning preparation, 

with spells taking 15 minutes, provided she is not preparing more than 1/4 of her daily allotment 

later in the day. 

Her spell book has 100 pages, and spells take up the amount of pages designated by there level. She 

begins play with all the level-0 spells in her spellbook (except for the prohibited schools she picks) as 

well as 3 level-1 spells of her choice.  She does not gain new spells at level up, or access to new 

spells. Instead she must find spells in game and purchase them, copying them into her spellbook 

from scrolls. It is a DC 15 + the spells level Spellcraft check to copy a spell into her spell book.  This 

check is taken after 1 day of study.  If failed, the wizard must purchase another scroll or gain another 

rank in spellcraft to try again. 

A Wizard is subject to the arcane spell casting failure percentage on any spells with a somatic 

component if they wear armour  

Summon Familiar: the wizard may begin play with a familiar.  See the end of this Wizard Class 

section for details. 

School Specialisation*: the Wizard must choose to specialise in a single school of Magic.  She must 

nominate two of the other schools of magic as forbidden schools that she may never know or casts 

spells from. The schools are Abjuration, Conjuration, Divination, Enchantment, Evocation, Illusion, 

Transmutation and Necromancy.  She may never nominate Divination as a forbidden school, and if 

she picks Divination as her specialisation she only has to pick one other school of magic to be a 

forbidden school. 

The benefits of her specialisation is that she receives +2 to all spell craft checks and save DCs of her 

chosen school. She may also prepare an extra spell of her chosen school per day for each level of 

spells she knows. This extra slot may only be used to prepare spells of her specialisation. This extra 

spell slot is in addition to those listed on the table above. 

She may further specialise with the expanded Specialisation rules in the following section. 

Spell Mastery (Read Magic): a wizard counts as having Spell Mastery for the spell Read Magic.  They 

may always prepare this spell even without a spell book. 

Scribe Scroll: the wizard may copy her spells into scroll form.  Scribing a scroll takes 1 day for each 

1000gp in the base price of the scribing process.  The base price of the spell-scroll is; 

Spell level x the caster level at which the spell will be cast x 25gp. 
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You must use 1/25 of this base price in experience points to scribe the scroll and 1/2 the base price 

in gp of materials.  Any spell which has an experience point cost or costly component also requires 

the wizard preparing the spell to pay that cost on creation. Obviously parchment and ink are 

required. 

Meta-magic feats: Meta-Magic Feats: at each level denoted the wizard gains a meta-magic feat 

from the following list- provided they meet the requirements. 

Feat Prerequisites Benefit 

Improved Familiar Level 4 Access to more familiars 

Item Familiar A suitable magical item Replace familiar with Item 

Spell Mastery  You don’t require a spell book to 
prepare a selected spell. 

Spell Focus  +1 on Save DCs with focused school 

                    Greater Spell Focus Spell Focus +1 on Save DCs with focused school 

Brew Potion Sorcerer level 3 Brew potions 

Craft Magic Arms and Armour Sorcerer level 5 Create magical weapons and armour 

Craft Rod Sorcerer level 9 Make magical rods 

Craft Staff Sorcerer level 12 Craft magical staffs 

Craft Wand Sorcerer level 5 Create wands 

Craft Wondrous Item Sorcerer level 3 Create arcane devices and items 

Forge Ring Sorcerer level 12 Create enchanted rings 

Empower Spell  Cast spells at a higher level 

Enlarge Spell  Double Spells range 

Extend Spell  Double spell’s duration 

Heighten Spell  Increase a spells variable numeric 
effects by 50% 

Maximise Spell  Maximise a spell’s variable effects 

Quicken Spell  Cast spells as a free action 

Silent Spell  Cast spells without verbal components 

Still Spell  Cast spells without somatic 
components 

Widen Spell  Double spell’s area 

Wizard’s Familiar 
The wizard may choose to summon a familiar. The wizard picks the type of animal that it is. It is an 

animal that once in the service of the wizard retains its normal HD and abilities but is treated as a 

magical beast for the purpose of spells and abilities. Depending on the choice of familiar the wizard 

receives benefits as per the table on the next page.  

Once summoned the familiar is bonded to the wizard for the perceivable future.  If the familiar dies 

or is dismissed the Wizard must make a DC 15 Fortitude save. Failure means she loses 200exp per 

wizard level and if she passes that she loses half that amount.  This cannot reduce a wizard below 0 

experience, but it can reduce their level.  Familiars can be resurrected, though they do not suffer any 

level loss or constitution loss.   
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Animal Benefits 

Bat Wizard gains +3 to Listen checks 

Cat Wizard gains +3 to Move silently checks 

Hawk Wizard gains +3 to Spot checks in bright light 

Lizard Wizard gains +3 to Climb checks 

Owl Wizard gains +3 to Spot checks in shadow 

Rat Wizard gains +2 to Fortitude saves 

Raven* Wizard gains +3 to Appraise checks 

Snake (tiny Viper or tiny constrictor) Wizard gains +3 to Bluff checks 

Toad Wizard gains +3 hit points 

Weasel Wizard gains +2 to Reflex saves 

* in addition the Raven can speak one language of the master’s choice as a supernatural ability 

The Familiar Itself 

It has the standard monster manual statistics for a creature of its type with the following 

adjustments. 

Hit Die: for the purposes of spells and effects the familiar counts as having the same amount of HD 

as the Wizard, or its base creature, whichever is higher. 

Hit Points: the familiar has half as many hit points as the Wizard, rounding down (not including 

temporary hit points). 

Attacks: the familiar uses the Base attack bonus of the Wizard, modified by its own strength or 

dexterity. Its attacks deal damage as per a normal creature of its type. 

Saves: use the Master’s base saves, but modified by the creatures ability scores. 

Skills: the familiar has the skill ranks of a normal creature of its type, unless the wizard’s ranks are 

better, in which case it has the ranks of the Wizard in that skill. Either way these skills are modified 

by the familiar’s ability scores. 

The wizard’s familiar receives bonuses based on the wizard’s level. If a wizard has more than one 

class level that grants a familiar, these stack in determining the familiars powers.  However the 

character may only ever have one familiar.   

Master’s Class Level Natural Armour 
Adjustment 

Int Special 

1-2 +1 6 Alertness, improved evasion, share spells, 
empathic link 

3-4 +2 7 Deliver touch spells 

5-6 +3 8 Speak with master 

7-8 +4 9 Speak with animals of its kind 

9-10 +5 10  

11-12 +6 11 Spell resistance 

13-14 +7 12 Scry on familiar 

15-16 +8 13  

17-18 +9 14  

19-20 +10 15  

 

Alertness: while the familiar is within arm’s reach the Wizard gets +2 on Spot and Listen checks 
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Improved Evasion: when subject to an attack that normally allows a Reflex saving throw for half 

damage, on a successful save the familiar takes no damage, and on a fail it takes only half damage – 

unless it is immobilised in which case it takes full damage. 

Share spells: At the Wizard’s option she may have any spell (but no spell like ability) she casts upon 

herself also affect her familiar rovided that is within 5ft when the spell is cast. If the spell has 

duration, then the familair is not affected by the spell as soon as it moves further than 5ft away from 

the Wizard even if it returns within 5ft before the spell’s duration has expired. 

In addition a Wizard may target a spell that normally only targets the caster on her familiar (as a 

touch spell) and similarly may cast spells that do not normally affect magical beasts on her familiar. 

Empathic Link: the master has an empathic link with their familiar up to a distance of 1 mile.  The 

master may communicate with the familiar out to this distance.  Only general emotion contend can 

be communicated (hunger, happiness, curiosity, fear, anger).  The level of intelligence of the familiar 

effects what it can communicate and even intelligent familiars see the world differently, so 

misunderstandings can occur. 

Deliver Touch Spells: the familiar can deliver touch spells for the Wizard. When she casts a spell she 

can designate the familiar the point of origin for the touch spell and the familiar can deliver the spell. 

As usual if the wizard casts a spell before the touch spell is used, then the spell dissipates.  

Speak with master: master and familiar may communicate verabally in a secret language.  Others 

may use magical assistance to understand it. 

Speak with animals of its kind: the familiar can comminucate with other animals (including Dire 

animals) of its kind.  Cats with felines, reptiles with reptiles, amphibians with amphibians, birds with 

birds, weasels with mustalids, rats with rats. 

Spell resistance: the familiar gains spell resistance of the master’s level +5. Casters must therefore 

beat: 

Master’s Level +5 on a D20 + Class Level check. 

Scry on familiar: master may cast the Scrying spell for free once per day on his familiar. The rules are 

as follows. 

This takes one hour to cast and the effects last for a minute per the master’s level. You can 

see and hear some creature, which may be at any distance. 

As with all divination (scrying) spells, the sensor has your full visual acuity, including any 

magical effects. In addition, the following spells have a 5% chance per caster level of 

operating through the sensor: detect chaos, detect evil,detect good, detect law, detect 

magic, and message. 

 

 

 

http://www.d20srd.org/srd/spells/detectChaos.htm
http://www.d20srd.org/srd/spells/detectEvil.htm
http://www.d20srd.org/srd/spells/detectGood.htm
http://www.d20srd.org/srd/spells/detectLaw.htm
http://www.d20srd.org/srd/spells/detectMagic.htm
http://www.d20srd.org/srd/spells/detectMagic.htm
http://www.d20srd.org/srd/spells/message.htm
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Cleric Domains 

Air Domain 

Granted Powers 

Turn or destroy earth creatures as a good cleric turns undead. Rebuke, command, or bolster air 
creatures as an evil cleric rebukes undead. Use these abilities a total number of times per day equal 
to 3 + your Charisma modifier. This granted power is a supernatural ability. 

Air Domain Spells 

1. Obscuring Mist: Fog surrounds you. 

2. Wind Wall: Deflects arrows, smaller creatures, and gases. 

3. Gaseous Form: Subject becomes insubstantial and can fly slowly. 

4. Air Walk: Subject treads on air as if solid (climb at 45-degree angle). 

5. Control Winds: Change wind direction and speed. 

6. Chain Lightning: 1d6/level damage; 1 secondary bolt/level each deals half damage. 

7. Control Weather: Changes weather in local area. 

8. Whirlwind: Cyclone deals damage and can pick up creatures. 

9. Elemental Swarm*: Summons multiple elementals. 

*Cast as an air spell only. 

Animal Domain 

Granted Powers 

You can use speak with animals once per day as a spell-like ability. 

Add Knowledge (nature) to your list of cleric class skills. 

Animal Domain Spells 

1. Calm Animals: Calms (2d4 + level) HD of animals. 

2. Hold Animal: Paralyzes one animal for 1 round/level. 

3. Dominate Animal: Subject animal obeys silent mental commands. 

4. Summon Nature’s Ally IV*: Calls creature to fight. 

5. Commune with Nature: Learn about terrain for 1 mile/level. 

6. Antilife Shell: 10-ft. field hedges out living creatures. 

7. Animal Shapes: One ally/level polymorphs into chosen animal. 

8. Summon Nature’s Ally VIII*: Calls creature to fight. 

9. Shapechange F: Transforms you into any creature, and change forms once per round. 

http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/specialAbilities.htm#supernaturalAbilities
http://www.d20srd.org/srd/spells/obscuringMist.htm
http://www.d20srd.org/srd/spells/windWall.htm
http://www.d20srd.org/srd/spells/gaseousForm.htm
http://www.d20srd.org/srd/spells/airWalk.htm
http://www.d20srd.org/srd/spells/controlWinds.htm
http://www.d20srd.org/srd/spells/chainLightning.htm
http://www.d20srd.org/srd/spells/controlWeather.htm
http://www.d20srd.org/srd/spells/whirlwind.htm
http://www.d20srd.org/srd/spells/elementalSwarm.htm
http://www.d20srd.org/srd/spells/speakWithAnimals.htm
http://www.d20srd.org/srd/specialAbilities.htm#spellLikeAbilities
http://www.d20srd.org/srd/skills/knowledge.htm
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/spells/calmAnimals.htm
http://www.d20srd.org/srd/spells/holdAnimal.htm
http://www.d20srd.org/srd/spells/dominateAnimal.htm
http://www.d20srd.org/srd/spells/summonNaturesAllyIV.htm
http://www.d20srd.org/srd/spells/communeWithNature.htm
http://www.d20srd.org/srd/spells/antilifeShell.htm
http://www.d20srd.org/srd/spells/animalShapes.htm
http://www.d20srd.org/srd/spells/summonNaturesAllyVIII.htm
http://www.d20srd.org/srd/spells/shapechange.htm
http://www.d20srd.org/srd/spellLists/spellLists.htm#focusComponent
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*Can only summon animals. 

Chaos Domain 

Granted Power 

You cast chaos spells at +1 caster level. 

Chaos Domain Spells 

1. Protection from Law: +2 to AC and saves, counter mind control, hedge 
out elementals and outsiders. 

2. Shatter: Sonic vibration damages objects or crystalline creatures. 

3. Magic Circle against Law: As protection spells, but 10-ft. radius and 10 min./level. 

4. Chaos Hammer: Damages and staggers lawful creatures. 

5. Dispel Law: +4 bonus against attacks by lawful creatures. 

6. Animate Objects: Objects attack your foes. 

7. Word of Chaos: Kills, confuses, stuns, or deafens nonchaotic subjects. 

8. Cloak of Chaos F: +4 to AC, +4 resistance, SR 25 against lawful spells. 

9. Summon Monster IX*: Calls extraplanar creature to fight for you. 

*Cast as a chaos spell only. 

Death Domain 

Granted Power 

You may use a death touch once per day. Your death touch is a supernatural ability that produces 
a death effect. You must succeed on a melee touch attack against a living creature (using the rules 
for touch spells). When you touch, roll 1d6 per cleric level you possess. If the total at least equals the 
creature’s current hit points, it dies (no save). 

Death Domain Spells 

1. Cause Fear: One creature of 5 HD or less flees for 1d4 rounds. 

2. Death Knell: Kill dying creature and gain 1d8 temporary hp, +2 to Str, and +1 caster level. 

3. Animate Dead M: Creates undead skeletons and zombies. 

4. Death Ward: Grants immunity to death spells and negative energy effects. 

5. Slay Living: Touch attack kills subject. 

6. Create Undead M: Create ghouls, ghasts, mummies, or mohrgs. 

7. Destruction F: Kills subject and destroys remains. 

8. Create Greater Undead M: Create shadows, wraiths, spectres, or devourers. 

9. Wail of the Banshee: Kills one creature/level. 

http://www.d20srd.org/srd/spells/protectionFromLaw.htm
http://www.d20srd.org/srd/typesSubtypes.htm#elementalType
http://www.d20srd.org/srd/typesSubtypes.htm#outsiderType
http://www.d20srd.org/srd/spells/shatter.htm
http://www.d20srd.org/srd/specialAbilities.htm#sonicAttacks
http://www.d20srd.org/srd/spells/magicCircleAgainstLaw.htm
http://www.d20srd.org/srd/spells/chaosHammer.htm
http://www.d20srd.org/srd/spells/dispelLaw.htm
http://www.d20srd.org/srd/spells/animateObjects.htm
http://www.d20srd.org/srd/spells/wordOfChaos.htm
http://www.d20srd.org/srd/conditionSummary.htm#deafened
http://www.d20srd.org/srd/spells/cloakOfChaos.htm
http://www.d20srd.org/srd/spellLists/spellLists.htm#focusComponent
http://www.d20srd.org/srd/spells/summonMonsterIX.htm
http://www.d20srd.org/srd/specialAbilities.htm#supernaturalAbilities
http://www.d20srd.org/srd/specialAbilities.htm#deathAttacks
http://www.d20srd.org/srd/combat/combatStatistics.htm#touchAttacks
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/spells/causeFear.htm
http://www.d20srd.org/srd/spells/deathKnell.htm
http://www.d20srd.org/srd/conditionSummary.htm#dying
http://www.d20srd.org/srd/spells/animateDead.htm
http://www.d20srd.org/srd/spellLists/spellLists.htm#materialComponent
http://www.d20srd.org/srd/monsters/skeleton.htm
http://www.d20srd.org/srd/monsters/zombie.htm
http://www.d20srd.org/srd/spells/deathWard.htm
http://www.d20srd.org/srd/spells/slayLiving.htm
http://www.d20srd.org/srd/combat/combatStatistics.htm#touchAttacks
http://www.d20srd.org/srd/spells/createUndead.htm
http://www.d20srd.org/srd/spellLists/spellLists.htm#materialComponent
http://www.d20srd.org/srd/monsters/ghoul.htm
http://www.d20srd.org/srd/monsters/ghoul.htm#ghast
http://www.d20srd.org/srd/monsters/mummy.htm
http://www.d20srd.org/srd/monsters/mohrg.htm
http://www.d20srd.org/srd/spells/destruction.htm
http://www.d20srd.org/srd/spellLists/spellLists.htm#focusComponent
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http://www.d20srd.org/srd/spellLists/spellLists.htm#materialComponent
http://www.d20srd.org/srd/monsters/shadow.htm
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Destruction Domain 

Granted Power 

You gain the smite power, the supernatural ability to make a single melee attack with a +4 bonus 
on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare 
the smite before making the attack. This ability is usable once per day. 

Destruction Domain Spells 

1. Inflict Light Wounds: Touch attack, 1d8 damage +1/level (max +5). 

2. Shatter: Sonic vibration damages objects or crystalline creatures. 

3. Contagion: Infects subject with chosen disease. 

4. Inflict Critical Wounds: Touch attack, 4d8 damage +1/level (max +20). 

5. Inflict Light Wounds, Mass: Deals 1d8 damage +1/level to any creatures. 

6. Harm: Deals 10 points/level damage to target. 

7. Disintegrate: Makes one creature or object vanish. 

8. Earthquake: Intense tremor shakes 80-ft.-radius. 

9. Implosion: Kills one creature/round. 

Earth Domain 

Granted Power 

Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth 
creatures as an evil cleric rebukes undead. Use these abilities a total number of times per day equal 
to 3 + your Charisma modifier. This granted power is a supernatural ability. 

Earth Domain Spells 

1. Magic Stone: Three stones become +1 projectiles, 1d6 +1 damage. 

2. Soften Earth and Stone: Turns stone to clay or dirt to sand or mud. 

3. Stone Shape: Sculpts stone into any shape. 

4. Spike Stones: Creatures in area take 1d8 damage, may be lowed. 

5. Wall of Stone: Creates a stone wall that can be shaped. 

6. Stoneskin M: Ignore 10 points of damage per attack. 

7. Earthquake: Intense tremor shakes 80-ft.-radius. 

8. Iron Body: Your body becomes living iron. 

9. Elemental Swarm*: Summons multiple elementals. 

*Cast as an earth spell only. 

Evil Domain 

Granted Power 

You cast evil spells at +1 caster level. 

http://www.d20srd.org/srd/specialAbilities.htm#supernaturalAbilities
http://www.d20srd.org/srd/combat/combatStatistics.htm#attackRoll
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/spells/inflictLightWounds.htm
http://www.d20srd.org/srd/combat/combatStatistics.htm#touchAttacks
http://www.d20srd.org/srd/spells/shatter.htm
http://www.d20srd.org/srd/specialAbilities.htm#sonicAttacks
http://www.d20srd.org/srd/spells/contagion.htm
http://www.d20srd.org/srd/specialAbilities.htm#disease
http://www.d20srd.org/srd/spells/inflictCriticalWounds.htm
http://www.d20srd.org/srd/combat/combatStatistics.htm#touchAttacks
http://www.d20srd.org/srd/spells/inflictLightWoundsMass.htm
http://www.d20srd.org/srd/spells/harm.htm
http://www.d20srd.org/srd/spells/disintegrate.htm
http://www.d20srd.org/srd/spells/earthquake.htm
http://www.d20srd.org/srd/spells/implosion.htm
http://www.d20srd.org/srd/classes/cleric.htm
http://www.d20srd.org/srd/specialAbilities.htm#supernaturalAbilities
http://www.d20srd.org/srd/spells/magicStone.htm
http://www.d20srd.org/srd/spells/softenEarthAndStone.htm
http://www.d20srd.org/srd/spells/stoneShape.htm
http://www.d20srd.org/srd/spells/spikeStones.htm
http://www.d20srd.org/srd/spells/wallOfStone.htm
http://www.d20srd.org/srd/spells/stoneskin.htm
http://www.d20srd.org/srd/spellLists/spellLists.htm#materialComponent
http://www.d20srd.org/srd/spells/earthquake.htm
http://www.d20srd.org/srd/spells/ironBody.htm
http://www.d20srd.org/srd/spells/elementalSwarm.htm


56 
 

Evil Domain Spells 

1. Protection from Good: +2 to AC and saves, counter mind control, hedge 
out elementals and outsiders. 

2. Desecrate M: Fills area with negative energy, making undead stronger. 

3. Magic Circle against Good: As protection spells, but 10-ft. radius and 10 min./level. 

4. Unholy Blight: Damages and sickens good creatures. 

5. Dispel Good: +4 bonus against attacks by good creatures. 

6. Create Undead M: Create ghouls, ghasts, mummies, or mohrgs. 

7. Blasphemy: Kills, paralyzes, weakens, or dazes nonevil subjects. 

8. Unholy Aura F: +4 to AC, +4 resistance, SR 25 against good spells. 

9. Summon Monster IX*: Calls extraplanar creature to fight for you. 

*Cast as an evil spell only. 

Fire Domain 

Granted Power 

Turn or destroy water creatures as a good cleric turns undead. Rebuke, command, or bolster fire 
creatures as an evil cleric rebukes undead. Use these abilities a total number of times per day equal 
to 3 + your Charisma modifier. This granted power is a supernatural ability. 

Fire Domain Spells 

1. Burning Hands: 1d4/level fire damage (max 5d4). 

2. Produce Flame: 1d6 damage +1/ level, touch or thrown. 

3. Resist Energy*: Ignores 10 (or more) points of damage/attack from specified energy type. 

4. Wall of Fire: Deals 2d4 fire damage out to 10 ft. and 1d4 out to 20 ft. Passing through wall 
deals 2d6 damage +1/level. 

5. Fire Shield: Creatures attacking you take fire damage; you’re protected from heat or cold. 

6. Fire Seeds: Acorns and berries become grenades and bombs. 

7. Fire Storm: Deals 1d6/level fire damage. 

8. Incendiary Cloud: Cloud deals 4d6 fire damage/round. 

9. Elemental Swarm**: Summons multiple elementals. 

*Resist cold or fire only. 

**Cast as a fire spell only. 

Good Domain 

Granted Power 

You cast good spells at +1 caster level. 
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Good Domain Spells 

1. Protection from Evil: +2 to AC and saves, counter mind control, hedge 
out elementals and outsiders. 

2. Aid: +1 on attack rolls, +1 on saves against fear, 1d8 temporary hp +1/level (max +10). 

3. Magic Circle against Evil: As protection spells, but 10-ft. radius and 10 min./level. 

4. Holy Smite: Damages and blinds evil creatures. 

5. Dispel Evil: +4 bonus against attacks by evil creatures. 

6. Blade Barrier: Wall of blades deals 1d6/level damage. 

7. Holy Word F: Kills, paralyzes, slows, or deafens nongood subjects. 

8. Holy Aura: +4 to AC, +4 resistance, and SR 25 against evil spells. 

9. Summon Monster IX*: Calls extraplanar creature to fight for you. 

*Cast as a good spell only. 

Healing Domain 

Granted Power 

You cast healing spells at +1 caster level. 

Healing Domain Spells 

1. Cure Light Wounds: Cures 1d8 damage +1/level (max +5). 

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

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

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

5. Cure Light Wounds, Mass: Cures 1d8 damage +1/level (max +25) for many creatures. 

6. Heal: Cures 10 points/level of damage, all diseases and mental conditions. 

7. Regenerate: Subject’s severed limbs grow back, cures 4d8 damage +1/level (max +35). 

8. Cure Critical Wounds, Mass: Cures 4d8 damage +1/level (max +40) for many creatures. 

9. Heal, Mass: As heal, but with several subjects. 

Knowledge Domain 

Granted Power 

Add all Knowledge skills to your list of cleric class skills. 

You cast divination spells at +1 caster level. 

Knowledge Domain Spells 

1. Detect Secret Doors: Reveals hidden doors within 60 ft. 

2. Detect Thoughts: Allows “listening” to surface thoughts. 

3. Clairaudience/Clairvoyance: Hear or see at a distance for 1 min./level. 

4. Divination M: Provides useful advice for specific proposed actions. 

5. True Seeing M: Lets you see all things as they really are. 
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6. Find the Path: Shows most direct way to a location. 

7. Legend Lore M F: Lets you learn tales about a person, place, or thing. 

8. Discern Location: Reveals exact location of creature or object. 

9. Foresight: “Sixth sense” warns of impending danger. 

Law Domain 

Granted Power 

You cast law spells at +1 caster level. 

Law Domain Spells 

1. Protection from Chaos: +2 to AC and saves, counter mind control, hedge 
out elementals and outsiders. 

2. Calm Emotions: Calms creatures, negating emotion effects. 

3. Magic Circle against Chaos: As protection spells, but 10-ft. radius and 10 min./level. 

4. Order’s Wrath: Damages and dazes chaotic creatures. 

5. Dispel Chaos: +4 bonus against attacks by chaotic creatures. 

6. Hold Monster: As hold person, but any creature. 

7. Dictum: Kills, paralyzes, slows, or deafens nonlawful subjects. 

8. Shield of Law F: +4 to AC, +4 resistance, and SR 25 against chaotic spells. 

9. Summon Monster IX*: Calls extraplanar creature to fight for you. 

*Cast as a law spell only. 

Luck Domain 

Granted Power 

You gain the power of good fortune, which is usable once per day. This extraordinary ability allows 
you to reroll one roll that you have just made before the game master declares whether the roll 
results in success or failure. You must take the result of the reroll, even if it’s worse than the original 
roll. 

Luck Domain Spells 

1. Entropic Shield: Ranged attacks against you have 20% miss chance. 

2. Aid: +1 on attack rolls, +1 against fear, 1d8 temporary hp +1/level (max +10). 

3. Protection from Energy: Absorb 12 points/level of damage from one kind of energy. 

4. Freedom of Movement: Subject moves normally despite impediments. 

5. Break Enchantment: Frees subjects from enchantments, alterations, curses, and 
petrification. 

6. Mislead: Turns you invisible and creates illusory double. 

7. Spell Turning: Reflect 1d4+6 spell levels back at caster. 

8. Moment of Prescience: You gain insight bonus on single attack roll, check, or save. 

9. Miracle X: Requests a deity’s intercession. 
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Magic Domain 

Granted Power 

Use scrolls, wands, and other devices with spell completion or spell trigger activation as a wizard of 
one-half your cleric level (at least 1st level). For the purpose of using a scroll or other magic device, if 
you are also a wizard, actual wizard levels and these effective wizard levels stack. 

Magic Domain Spells 

1. Magic Aura: Alters object’s magic aura. 

2. Identify: Determines properties of magic item. 

3. Dispel Magic: Cancels magical spells and effects. 

4. Imbue with Spell Ability: Transfer spells to subject. 

5. Spell Resistance: Subject gains SR 12 + level. 

6. Antimagic Field: Negates magic within 10 ft. 

7. Spell Turning: Reflect 1d4+6 spell levels back at caster. 

8. Protection from Spells M F: Confers +8 resistance bonus. 

9. Mage’s Disjunction: Dispels magic, disenchants magic items. 

Plant Domain 

Granted Powers 

Rebuke or command plant creatures as an evil cleric rebukes or commands undead. Use this ability a 
total number of times per day equal to 3 + your Charisma modifier. This granted power is 
a supernatural ability. 

Add Knowledge (nature) to your list of cleric class skills. 

Plant Domain Spells 

1. Entangle: Plants entangle everyone in 40-ft.-radius. 

2. Barkskin: Grants +2 (or higher) enhancement to natural armor. 

3. Plant Growth: Grows vegetation, improves crops. 

4. Command Plants: Sway the actions of one or more plant creatures. 

5. Wall of Thorns: Thorns damage anyone who tries to pass. 

6. Repel Wood: Pushes away wooden objects. 

7. Animate Plants: One or more trees animate and fight for you. 

8. Control Plants: Control actions of one or more plant creatures. 

9. Shambler: Summons 1d4+2 shambling mounds to fight for you. 

Protection Domain 

Granted Power 

You can generate a protective ward as a supernatural ability. Grant someone you touch a resistance 
bonus equal to your cleric level on his or her next saving throw. Activating this power is a standard 
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action. The protective ward is an abjuration effect with a duration of 1 hour that is usable once per 
day. 

Protection Domain Spells 

1. Sanctuary: Opponents can’t attack you, and you can’t attack. 

2. Shield Other F: You take half of subject’s damage. 

3. Protection from Energy: Absorb 12 points/level of damage from one kind of energy. 

4. Spell Immunity: Subject is immune to one spell per four levels. 

5. Spell Resistance: Subject gains SR 12 + level. 

6. Antimagic Field: Negates magic within 10 ft. 

7. Repulsion: Creatures can’t approach you. 

8. Mind Blank: Subject is immune to mental/emotional magic and scrying. 

9. Prismatic Sphere: As prismatic wall, but surrounds on all sides. 

Strength Domain 

Granted Power 

You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to 
Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and 
it is usable once per day. 

Strength Domain Spells 

1. Enlarge Person: Humanoid creature doubles in size. 

2. Bull’s Strength: Subject gains +4 to Str for 1 min./level. 

3. Magic Vestment: Armor or shield gains +1 enhancement per four levels. 

4. Spell Immunity: Subject is immune to one spell per four levels. 

5. Righteous Might: Your size increases, and you gain combat bonuses. 

6. Stoneskin M: Ignore 10 points of damage per attack. 

7. Grasping Hand: Large hand provides cover, pushes, or grapples. 

8. Clenched Fist: Large hand provides cover, pushes, or attacks your foes. 

9. Crushing Hand: Large hand provides cover, pushes, or crushes your foes. 

Sun Domain 

Granted Power 

Once per day, you can perform a greater turning against undead in place of a regular turning. The 
greater turning is like a normal turning except that the undead creatures that would be turned are 
destroyed instead. 

Sun Domain Spells 

1. Endure Elements: Exist comfortably in hot or cold environments. 

2. Heat Metal: Make metal so hot it damages those who touch it. 

3. Searing Light: Ray deals 1d8/two levels, more against undead. 
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4. Fire Shield: Creatures attacking you take fire damage; you’re protected from heat or cold. 

5. Flame Strike: Smite foes with divine fire (1d6/level damage). 

6. Fire Seeds: Acorns and berries become grenades and bombs. 

7. Sunbeam: Beam blinds and deals 4d6 damage. 

8. Sunburst: Blinds all within 10 ft., deals 6d6 damage. 

9. Prismatic Sphere: As prismatic wall, but surrounds on all sides. 

Travel Domain 

Granted Powers 

For a total time per day of 1 round per cleric level you possess, you can act normally regardless of 
magical effects that impede movement as if you were affected by the spell freedom of movement. 
This effect occurs automatically as soon as it applies, lasts until it runs out or is no longer needed, 
and can operate multiple times per day (up to the total daily limit of rounds). 

This granted power is a supernatural ability. 

Add Survival to your list of cleric class skills. 

Travel Domain Spells 

1. Longstrider: Increases your speed. 

2. Locate Object: Senses direction toward object (specific or type). 

3. Fly: Subject flies at speed of 60 ft. 

4. Dimension Door: Teleports you short distance. 

5. Teleport: Instantly transports you as far as 100 miles/level. 

6. Find the Path: Shows most direct way to a location. 

7. Teleport, Greater: As teleport, but no range limit and no off-target arrival. 

8. Phase Door: Creates an invisible passage through wood or stone. 

9. Astral Projection M: Projects you and companions onto Astral Plane. 

Trickery Domain 

Granted Power 

Add Bluff, Disguise, and Hide to your list of cleric class skills. 

Trickery Domain Spells 

1. Disguise Self: Disguise own appearance. 

2. Invisibility: Subject invisible 1 min./level or until it attacks. 

3. Nondetection M: Hides subject from divination, scrying. 

4. Confusion: Subjects behave oddly for 1 round/level. 

5. False Vision M: Fools scrying with an illusion. 

6. Mislead: Turns you invisible and creates illusory double. 

7. Screen: Illusion hides area from vision, scrying. 
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8. Polymorph Any Object: Changes any subject into anything else. 

9. Time Stop: You act freely for 1d4+1 rounds. 

War Domain 

Granted Power 

Free Martial Weapon Proficiency with deity’s favored weapon (if necessary) and Weapon Focus with 
the deity’s favored weapon. 

War Domain Spells 

1. Magic Weapon: Weapon gains +1 bonus. 

2. Spiritual Weapon: Magical weapon attacks on its own. 

3. Magic Vestment: Armor or shield gains +1 enhancement per four levels. 

4. Divine Power: You gain attack bonus, +6 to Str, and 1 hp/level. 

5. Flame Strike: Smite foes with divine fire (1d6/level damage). 

6. Blade Barrier: Wall of blades deals 1d6/level damage. 

7. Power Word Blind: Blinds creature with 200 hp or less. 

8. Power Word Stun: Stuns creature with 150 hp or less. 

9. Power Word Kill: Kills creature with 100 hp or less. 

Water Domain 

Granted Power 

Turn or destroy fire creatures as a good cleric turns undead. Rebuke, command, or bolster water 
creatures as an evil cleric rebukes undead. Use these abilities a total number of times per day equal 
to 3 + your Charisma modifier. This granted power is a supernatural ability. 

Water Domain Spells 

1. Obscuring Mist: Fog surrounds you. 

2. Fog Cloud: Fog obscures vision. 

3. Water Breathing: Subjects can breathe underwater. 

4. Control Water: Raises or lowers bodies of water. 

5. Ice Storm: Hail deals 5d6 damage in cylinder 40 ft. across. 

6. Cone of Cold: 1d6/level cold damage. 

7. Acid Fog: Fog deals acid damage. 

8. Horrid Wilting: Deals 1d6/level damage within 30 ft. 

9. Elemental Swarm*: Summons multiple elementals. 

*Cast as a water spell only. 
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Expanded Arcane Specialisations 

- Taken from Unearthed Arcana 

Despite what the variations say these variations are available to both wizards and sorcerers- if the 

variant ability requires the wizard to give up scribe scroll, the sorcerer must give up eschew 

materials. 

Abjurer Variants 
Masters of protective magic, abjurers can fill many roles in a campaign, from bodyguard to 
battlemage to adventurer. Although it lacks offensive options, the school of abjuration provides 
some of the most effective combat spells in the game. An evoker or transmuter might find it easier 
to bring down large groups of foes, but an abjurer is far more likely to bring herself and her 
companions through a fight alive. 

In a campaign with a high degree of intrigue or political machinations, the protective abilities of an 
abjurer can guard against foes both obvious and unexpected, and rival groups of abjurers, all with 
slightly different powers, might vie for prominence among each nation's schemers and courtiers. In 
combat-heavy campaigns, realms might employ abjuration specialists to protect against the battle 
magic of their rivals, and in any campaign, adventurers might come to rely on the skills of an abjurer 
to protect against the dangers of dungeon and wilderness. 

Resistance to Energy (Su) 

Once per day, an abjurer using this variant can create a mystical shield that grants herself or any one 
creature that she touches limited protection against a chosen energy type (acid, cold, electricity, fire, 
or sonic). The affected creature gains resistance equal to 5 plus one-half the abjurer's class level 
against the chosen energy type. Activating this ability is a standard action. Once activated, the 
protection lasts for 1 hour. This protection overlaps with (and does not stack with) the effects of 
spells such as resist energy. 

An abjurer using this variant permanently gives up the ability to obtain a familiar. 

Aura of Protection (Ex) 

Once per day, a 5th-level abjurer using this variant can generate a protective aura that shields 
against both physical and magical attacks. When the abjurer generates this field, she gains 
a deflection bonus to her Armor Class and a resistance bonus on all saving throws equal to her 
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Intelligence modifier. This ability requires a standard action to activate, and each use protects 
against only one attack or spell. Once activated, the protective aura lasts for 1 minute or until the 
abjurer is attacked or required to make a saving throw, whichever comes first. 

An abjurer using this variant can use this ability one additional time per day for every five class levels 
gained above 5th. 

An abjurer using this variant does not gain bonus feats for advancing as a wizard. 

Spontaneous Dispelling (Ex) 

At 5th level, an abjurer using this variant gains the ability to spontaneously cast the spell dispel 
magic. This ability is similar to the cleric's ability to spontaneously cast cure spells, with a few 
exceptions. The abjurer can "lose" four or more levels of prepared spells to cast dispel magic. The 
prepared spells can be of any level or combination of levels as long as the total spell levels add up to 
four or more (0-level spells don't count). For example, an abjurer using this variant could lose two 
2nd-level spells or one 1st-level spell and one 3rd-level spell to cast dispel magic. 

At 11th level, an abjurer can "lose" seven or more levels of prepared spells to spontaneously cast 
greater dispel magic. 

An abjurer using this variant can use it in conjunction with a readied action to use dispel magic or 
greater dispel magic as a counterspell. 

An abjurer using this variant does not gain additional spells per day for being a specialist wizard. 

Conjurer Variants 
One of the most versatile schools of magic, conjuration offers its disciples an effective solution to 
nearly any task: simply summon the appropriate monster and let it solve the problem. In combat, 
high-level conjurers fight from behind wave after wave of summoned foes, and in most battles they 
simply direct their summoned allies into the conflict. In addition to these vaunted summoning 
powers, conjuration provides effective combat spells and access to teleportation magic. 

While virtually any campaign can benefit from rival groups of conjurers serving diverse agendas, 
conjurers are particularly effective in combat-heavy campaigns. Campaigns that feature a great deal 
of long-distance travel or travel between planes also benefit from including diverse groups of 
conjurers, because their specialty facilitates travel and encourages a thorough understanding of the 
creatures of the Outer Planes. 

Rapid Summoning (Ex) 

Any time a conjurer using this variant casts a summon monster spell, its casting time is 1 standard 
action rather than 1 full round. (Creatures so summoned can only take a standard action in the 
round they are summoned.) Conjurers using this variant gain the normal benefits from enhancing a 
summon monster spell with the Quicken Spell feat. 

A conjurer using this variant permanently gives up the ability to obtain a familiar. 

Enhanced Summoning (Ex) 

At 1st level, a conjurer using this variant gains the Augmented Summoning feat for free instead of 
the Scribe Scroll feat. 
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At 5th level, the conjurer's summoned creatures become particularly tough to dispel. Add 2 to the 
DC of any caster level check made to dispel the conjurer's summoned creatures. At 15th level, this 
addition to the DC increases to 4. 

At 10th level, the conjurer's summoned creatures gain an additional +2 bonus to Strength and 
Constitution. At 20th level, these bonuses increase to +4. These bonuses stack with those granted by 
the Augmented Summoning feat. 

A conjurer using this variant does not gain bonus feats for advancing as a wizard. 

Spontaneous Summoning (Ex) 

Conjurers using this variant can "lose" a prepared spell to cast any summon monster spell of a lower 
level. For example, a conjurer who has prepared greater invisibility (a 4th-level spell) may lose that 
spell to cast summon monster I, summon monster II, or summon monster III. 

A conjurer using this variant does not gain additional spells per day for being a specialist wizard. 

Note: Since conjurers using this variant obviously summon monsters frequently, the game master 
should require the conjurer's player to prepare simple record sheets ahead of time for each monster 
that the character commonly summons. It is also important to emphasize speedy play on the part of 
the conjurer and his summoned monsters. 

Diviner Variants 
Seekers of knowledge, hoarders of lore, and master spies, diviners are perhaps the most underrated 
specialist wizards. Because they must give up access to only one other school of magic, they are also 
the most versatile specialists. More than any other specialists, diviners excel at gathering 
information, and an adventuring party that includes a diviner is much more likely to prepare 
properly for an adventure. 

Many campaigns benefit from featuring more than one type of divination specialist, and diviners can 
play important parts in any game revolving around information gathering. Campaigns that feature 
mysteries and detective-style adventures, themes of prophecy and oracles, or large amounts of 
social interaction and espionage all make excellent forums for a diviner's powers. In campaigns that 
feature variant diviners with different class abilities, one simple way to add more variety is to make 
each distinct group of specialists experts in and proponents of a different form of divination. In game 
terms, this divergence is represented by altering the material components for some divination spells. 
For example, one group of diviners might favor osteomancy and require a collection of bones to use 
as components for their spells. 

Enhanced Awareness (Ex) 

A diviner using this variant adds Sense Motive to her list of class skills. In addition, she gains minor 
benefits when casting certain divination spells. 

She needs only to study an item for 10 minutes (rather than 1 hour) when casting identify. 

An arcane eye cast by the diviner travels at 20 feet per round when studying its surroundings (rather 
than 10 feet per round). 

Add +1 to the saving throw DCs of the character's divination spells. (This bonus stacks with the 
bonus from the Spell Focus and Greater Spell Focus feats.) 
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A diviner using this variant permanently gives up the ability to obtain a familiar. 

Bonus Feat List 

A diviner using this variant gradually grows in awareness and perceptive ability, but at the expense 
of her metamagic capabilities. The diviner may not select a metamagic feat as a wizard bonus feat 
(that is, those feats gained at 5th, 10th, 15th, and 20th level). However, the following feats are 
added to the list of bonus feats available to her at those levels: Alertness, Blind-Fight, Improved 
Initiative, Lightning Reflexes, and Skill Focus (Spot, Listen, or Sense Motive only). 

Prescience (Ex) 

Gifted with extraordinary insight and perceptive abilities, a diviner using this variant can add 
an insight bonus equal to her Intelligence modifier to any attack roll, saving throw, skill check, or 
level check she makes. The diviner can use this ability once per day, plus one additional time per day 
for every five class levels attained. Using this ability is a free action that can be taken out of turn if 
needed, but the character must choose to use this ability before the die roll is made. 

A diviner using this variant does not gain additional spells per day for being a specialist wizard. 

Enchanter Variants 
Charmer, schemer, deceiver, pacifist: an enchanter can be all these and more. As a practitioner of 
one of the most subtle schools of magic, an enchanter might charm a guard into opening a well-
defended gate that fifty warriors couldn't take by force. Good-aligned enchanters use their powers 
to seek out truth and encourage others onto the path of good, while their evil counterparts bend 
others’ minds at their whim and gather personal power as rapidly as possible. 

Campaigns that feature a large amount of social scenarios, political intrigue, or investigation benefit 
greatly from the inclusion of variant enchanters. These spellcasters, skilled in the manipulation of 
others and capable of concealing their own identities, make excellent villains and manipulators, or 
even investigators skilled at using magic to draw the truth out of opponents. 

Players and game masters alike should also consider the ramifications that enchantment spells and 
similar effects have on a game world. Is casting charm person legal? Is a character legally responsible 
for actions taken while charmed? Do most of the campaign's inhabitants know that enchantment 
effects exist? Are there folk remedies that supposedly provide protection against enchantment 
effects? Do they actually work? Having ready answers to these and similar questions not only adds 
consistency to the game, but also clarifies and highlights the role of the enchanter. 

Cohort 

Upon reaching 6th level, an enchanter using this variant gains the service of a loyal cohort of the 
player's choice (with the game master's approval). The cohort is a 4th-level character when first 
gained; after that point, follow the normal rules described in the Leadership feat to determine the 
cohort's level, but treat the enchanter's level as being two lower than normal. 

The enchanter doesn't gain any followers from this ability. If the enchanter selects the Leadership 
feat, he attracts followers as normal, the penalty to the enchanter's effective level is eliminated, and 
the enchanter automatically qualifies for the "special power" modifier to his Leadership score. 

An enchanter using this variant permanently gives up the ability to obtain a familiar. 
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Social Proficiency (Ex) 

Enchanters using this variant are as proficient at manipulating others through mundane means as 
they are at influencing their minds magically. Add the following skills to the character's list of wizard 
class skills: Bluff, Diplomacy, Gather Information, Intimidate, and Sense Motive. The enchanter also 
gains a +2 competence bonus on checks involving one of these skills (player's choice) every five 
levels (5th, 10th, 15th, and 20th). This bonus can only be applied once to each skill. 

An enchanter using this variant does not gain bonus feats for advancing as a wizard. 

Extended Enchantment (Su) 

Enchanters using this variant ensnare the minds of others more easily with their magic, and as a 
result their enchantment spells last longer than those cast by other spellcasters. Once per day, plus 
one additional time per two class levels gained above 1st, an enchanter using this variant can cast a 
spell from the enchantment school as if it were enhanced by the Extend Spell metamagic feat. This 
enhancement does not affect the spell's level. 

This ability cannot be used to extend a spell with a duration of concentration, instantaneous, or 
permanent. 

An enchanter using this variant does not gain additional spells per day for being a specialist wizard. 

Evoker Variants 
Masters of the raw power of magical energy, evokers can turn the tide of a battle with a single 
powerful spell, leveling groups of foes faster than any other practitioner of magic. Where some 
wizards focus on careful spell preparation and protective spells to survive combat encounters, 
evokers simply blast away with powerful energy attacks. Their prodigious offensive abilities ensure 
that evokers become the center of an adventuring group's battle plan. 

Campaigns that include large numbers of wizards aligned to different nations are particularly 
suitable for variant evokers, since each nation develops unique cadres of evokers to serve in battle. 
Groups of militant evokers marching in unison with more conventional groups can change the tide of 
nearly any battle. In addition, campaigns that include themes of primal energy, raw nature, or 
extreme elemental conditions can all benefit from introducing evokers with variant abilities. Evokers 
in these sorts of campaigns might explore the raw essence of magic, struggling to harness its 
energies in new and unique ways. 

Energy Affinity (Ex) 

Evokers using this variant must choose an energy type (acid, cold, electricity, fire, or sonic). This 
choice is made upon character creation and cannot be altered thereafter. Any time the character 
casts an evocation spell with the chosen energy type, she casts the spell as if her caster level were 
one higher (affecting range, duration, damage, caster level checks, and any other factor influenced 
by caster level). 

An evoker using this variant permanently gives up the ability to obtain a familiar. 

Energy Substitution (Ex) 

An evoker of 5th level or higher using this variant can substitute energy of one type for another. 
When casting a spell that has an energy descriptor (acid, cold, electricity, fire, or sonic), the evoker 
can change the energy descriptor and the spell's effects to energy of a different type. 
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Using this ability is a free action that must be declared before the spell is cast. The evoker can use 
this ability once per day for each five class levels he has attained (1/day at 5th, 2/day at 10th, and so 
on). 

An evoker using this variant does not gain bonus feats for advancing as a wizard. 

Overcome Resistance (Ex) 

The energy spells of an evoker using this variant can ignore some or all of a target's resistance to 
energy. Using this ability is a free action that must be announced before the evoker casts the spell to 
be affected. Every creature affected by the spell is treated as if its resistance to the spell's energy 
type was 10 points lower, to a minimum of 0. (This lowered resistance applies only to this spell; 
other effects with the same energy descriptor must get through the creature's normal resistance.) 

The overcome resistance ability does not give the affected spell any ability to affect creatures with 
immunity to the spell's energy type, nor does the affected spell have any additional effect on 
creatures that do not have resistance to energy. 

An evoker may use this ability one time per day, plus one additional time per day for every two class 
levels attained beyond 1st (2/day at 3rd, 3/day at 5th, and so forth). 

An evoker using this variant does not gain additional spells per day for being a specialist wizard. 

Illusionist Variants 
Illusionists control their surroundings by shaping, distorting, and deceiving the perceptions of others. 
To some their abilities seem weak, because they only distort and disguise rather than effecting true 
change, but those affected by an illusionist's spells know better, understanding that their own 
senses can be turned against them at any time. 

Campaigns that deal in deception or that have a high level of social interaction, a fair number of 
mystery adventures, or even simply suspicious players can benefit from the introduction of variant 
illusionists. Campaigns featuring multiple types of variant illusionists might give each group or 
variant an even more distinctive flavor by making each the master of a particular subset of illusion 
spells. Illusionists from one nation might, for example, have the chains of disbelief variant ability and 
favor phantasms, while the illusionist thieves of the Guild of Shadows might have the shadow shaper 
variant ability and favor glamers and shadow magic. 

Chains of Disbelief (Ex) 

Even if a viewer disbelieves an illusion created by an illusionist using this variant and communicates 
the details of the illusion to other creatures, those other creatures do not receive the normal +4 
bonus on their saying throws to disbelieve the illusion. Furthermore, even when presented with 
incontrovertible proof that the illusion isn't real, creatures must still succeed on a Will saving 
throw to see objects or creatures that the illusion obscures, although they get a +10 bonus on the 
saving throw. 

An illusionist using this variant permanently gives up the ability to obtain a familiar. 

Shadow Shaper 

An illusionist using this variant has a special bond with the Plane of Shadow, and gains several 
special abilities as he advances in level. 
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At 1st level, Hide is treated as a class skill for the illusionist. 

At 5th level, the illusionist may add his Intelligence modifier (in addition to his Dexterity modifier) to 
his Hide skill checks. 

At 10th level the illusionist's illusions become infused with shadow stuff from the Plane of shadow, 
making them more realistic and more likely to fool the senses. The save DCs of the illusionist's 
illusion spells increase by +1. This benefit stacks with similar bonuses, such as from Spell Focus. 

At 15th level, the illusionist can hide in plain sight (as the ranger ability, except that the illusionist 
need not be in natural terrain). 

At 20th level, the illusionist gains the ability to blend into shadows. In any condition of illumination 
that would normally grant the illusionist concealment, he instead gains total concealment (as if he 
were invisible). 

An illusionist using this variant does not gain bonus feats for advancing as a wizard. 

Illusion Mastery (Ex) 

An illusionist using this variant automatically adds two illusion spells to his spellbook every time he 
gains a level that grants access to a new spell level. Furthermore, any time the illusionist learns a 
new illusion spell, he treats that spell as if be had mastered it with the Spell Mastery feat. 

An illusionist using this variant does not gain additional spells per day for being a specialist wizard. 

Necromancer Variants 
Wrapped in mystery and burdened by reputations of evil, necromancers control dangerous energies 
that rob the living of strength and grant unlife to the dead. The most powerful necromancers 
command dangerous undead minions and threaten towns, cities, and sometimes even entire 
kingdoms with their power. Although necromancers make excellent villains and nemeses for a group 
of adventurers, neutral- and good-aligned necromancers who view themselves as the shepherds of 
the living and guardians of the dead can also prove valuable allies. 

Campaigns that include evil necromancers or groups of undead as antagonists can benefit from the 
inclusion of variant necromancers. Rival groups of necromancers might view certain types of undead 
as the only true or "pure" undead and all others as evils that must be destroyed, with each group 
disagreeing on which types are which. Other factions or groups might have an innate loathing for 
undead raised by any but themselves. 

Skeletal Minion 

A 1st-level necromancer using this variant can begin play with an undead minion (a human warrior 
skeleton). Obtaining this minion takes 24 hours and uses up magical materials that cost 100 gp. 

This creature is a loyal servant that follows the necromancer's commands and accompanies her on 
adventures if desired. If the skeletal minion is destroyed, the necromancer suffers no ill effects and 
may replace it by performing a ceremony identical to the one that allowed her to obtain her first 
servant. 

At 1st level, the skeleton is completely typical, but it gains power as the necromancer gains levels. 
The skeleton has a number of Hit Dice equal to the necromancer's class level. Add one-half the 
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necromancer's class level to the skeleton's natural armor bonus. Add one-third of the necromancer's 
class level to the skeleton's Strength and Dexterity scores. 

A necromancer using this variant permanently gives up the ability to obtain a familiar. 

Undead Apotheosis (Ex) 

As a necromancer using this variant progresses in levels, she gains some of the qualities that 
typify undead creatures. 

At 5th level, the necromancer gains a +2 bonus on all saving throws made to resist sleep, stun, 
paralysis, poison, or disease. This bonus increases to +4 at 15th level. 

At 10th level, the necromancer gains a +4 bonus on saving throws made to resist ability damage, 
ability drain, or energy drain. 

At 20th level, the necromancer gains 25% resistance to critical hits, as the light fortification armor 
special ability. 

A necromancer using this variant does not gain bonus feats for advancing as a wizard. 

Enhanced Undead (Ex) 

Any time a necromancer using this variant creates an undead creature (such as with animate dead, 
create undead, or create greater undead), all undead creatures created gain a +4 enhancement 
bonus to Strength and Dexterity, and two additional hit points per Hit Die. This ability does not affect 
the number or Hit Dice of animated creatures that the necromancer can create or control. 

A necromancer using this variant does not gain additional spells per day for being a specialist wizard. 

Transmuter Variants 
Masters of change, transmuters are among the most varied and versatile specialists. Transmutation 
spells, by their very nature, can change the environment and allow the spellcaster to solve nearly 
any problem. 

This school's utility and variety ensures that nearly any campaign's magic becomes richer with the 
introduction of variant transmuters. Campaigns in which the magic system is undergoing change 
benefit from introducing variant transmuters. Likewise, campaigns that include an above-average 
number of magical cultures or a long history of magical sophistication benefit from alternative 
traditions of transmutation magic. 

Enhance Attribute (Ex) 

Once per day, plus one additional time per five class levels, a transmuter using this variant can add a 
+2 enhancement bonus to any one of his ability scores. This bonus lasts for a number of minutes 
equal to the transmuter's class level. Using this ability is a swift action. 

A transmuter using this variant permanently gives up the ability to obtain a familiar. 

Spell Versatility (Ex) 

A 5th-level transmuter using this variant can adapt magic of other schools to his own style of 
spellcasting. For every five class levels that the transmuter gains, he can select one spell of any spell 
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level that he has access to and treat it as if it were a transmutation spell. This means, for example, 
that the specialist can learn the spell normally and even prepare it as a bonus spell from the 
transmutation school. This spell can even be from a school that he has chosen as a prohibited 
school. Once a spell is chosen to be affected by this ability, it cannot be changed. 

For example, a transmutation specialist using this variant has selected abjuration and necromancy as 
his prohibited schools. At 5th level, he gains access to 3rd-level spells. He chooses dispel magic and 
forever after treats dispel magic as if were a transmutation spell. 

A transmuter using this variant does not gain bonus feats for advancing as a wizard. 

Transmutable Memory (Ex) 

A transmuter using this variant can alter some of his prepared spells in a short amount of time. Once 
per day, the transmuter can give up a number of prepared spell levels (up to a maximum total equal 
to half his class level) and prepare different spells in their place, as long as the number of newly 
prepared spell levels is equal to or less than the number of spell levels given up (0-level spells don't 
count). For example, a 12th-level transmuter who uses this variant can lose two 1st-level spells and 
two 2nd-level spells from memory (a total of six spell levels, half the character's class level) and 
prepare two 3rd-level spells. 

Using this ability requires a number of minutes of concentration equal to the number of spell levels 
given up. if the transmuter's concentration is broken during this time, all spells to be lost are gone 
and no spells are gained in their place. 

A transmuter using this variant does not gain additional spells per day for being a specialist wizard. 
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