Familiars


Familiars are normal animals, which once called, become magical beasts (their creature type becomes magical beast).  The familiar retains all the previous features of the animal it once was (such as appearance, HD, skills, etc) while obtaining new features due to being a sorcerer’s or wizard’s familiar.  Only a normal, unmodified animal may become a familiar.  Thus a druid/sorcerer can’t use her animal companion as a familiar.


Levels of different classes that are entitled to familiars (such as sorcerer and wizard) stack for the purpose of determining any familiar abilities that depend on the master’s level.


Familiar Basics

Use the base statistics for a creature of the familiar’s kind, as given in the Monster Manual – but make the following changes:


Creature Type: Changes to magical beast (see page 311 of the Monster Manual).


Hit Dice: For the purposes of effects related to HD, use the master’s class level or familiar’s HD, whichever is higher (this has no bearing on how many hit points a familiar has or other effects related to HD).


Saving Throws: For each saving throw, use either the familiar’s base save bonus or the master’s (related from all his character classes), whichever is better.  The familiar uses it’s own ability modifiers to saves, and it doesn’t share any of the bonuses that the master might have on saves (from magic items or feats, for example).


Skills: In additional to the normal skill ranks from the familiar’s HD, the familiar also gains the same amount of skill ranks in skills that it’s master possesses (even if they are cross class skills for the familiar).  If they have different ranks in the same skill, use either the familiar’s or the master’s ranks, whichever is better.  Regardless of a familiar’s total skill modifiers, some skills (such as Craft) may remain beyond the familiar’s ability to use.

Special Qualities: The familiar gains low-light vision and darkvision out to 60ft.

Familiar Ability Descriptions


All familiars have special abilities and qualities (or imparted abilities/qualities to their masters) depending on the master’s combined levels in classes that grant familiars, as shown on the table below.

	Master

Class 

Level
	Bonus

HD
	Natural

Armor

Adj.
	Dex/Str

Adj.
	Int
	Special

	1st-2nd 
	+0
	+0
	+0
	6
	Alertness, empathic link, improved evasion, mystical bond, share spells

	3rd-4th
	+1
	+1
	+0
	7
	Deliver touch spells

	5th-6th
	+2
	+1
	+1
	8
	Speak with master

	7th-8th
	+3
	+2
	+1
	9
	Speak with animals of its kind

	9th-10th
	+3
	+2
	+2
	10
	Hive mind

	11th-12th
	+4
	+3
	+2
	11
	Spell resistance

	13th-14th
	+5
	+3
	+3
	12
	Scry familiar

	15th-16th
	+6
	+4
	+3
	13
	Protective bond

	17th-18th
	+6
	+4
	+4
	14
	Heal familiar

	19th-20th
	+7
	+5
	+4
	15
	Revive familiar


Bonus HD: These are bonus magical beast (d10) Hit Dice, each of which grants Constitution modifier, as normal.  Extra Hit Dice improves the familiar’s base attack bonus, base saves, grants extra feats, and extra skill points as normal.

Natural Armor Adj.: Then umber noted here is an improvement to the familiar’s existing natural armor bonus.

Str Adj.: A bonus to the familiar’s Dexterity and Strength scores.

Int: The familiar’s Intelligence score.  Familiars are as smart as people, thought not necessarily as smart as intelligent people (until much later).

Alertness (Ex): The presence of the familiar sharpens the master’s senses.  So long as the familiar is within 30 feet of the master, she gains the Alertness feat (see page 89 of the Player’s Handbook).

Empathic Link (Su): The master has an empathic link with his familiar out to a distance of up to one mile.  The master cannot see through the familiar’s eyes, but they can communicate empathically.  Because of the limited nature of the link, only general emotional content (such as fear, hunger, happiness, curiosity) can be communicated.  Note that the low Intelligence of a low-level master’s familiar limits what the creature is able to communicate or understand, and even intelligent familiars see the world differently from humans, so misunderstandings are always possible.

Because of this empathic link, the master has the same connection to an item or place that his familiar does.  For instance, if his familiar has seen a room, the master can teleport into that room as if he had seen it, too.

Improved Evasion (Ex): When subjected to an attack that normally allows a Reflex saving throw for half damage, a familiar takes no damage on a successful save and half damage on a failed save.

Mystical Bond: A familiar grants a special benefit to its master, which is always in effect, so long as the master has a familiar of the appropriate type (see table below for which animal provides which bonus to its master).

	Familiar
	Mystical Bond benefit

	Bat
	+3 bonus on Listen checks

	Cat
	+3 bonus on Move Silently checks

	Hawk
	+3 bonus on Spot checks

	Lizard
	+3 bonus on Climb checks

	Owl
	+3 bonus on Sense Motive checks

	Rat
	+2 bonus on Fortitude saves

	Raven (1)
	+3 bonus on Appraise checks

	Snake (2)
	+3 bonus on Bluff checks

	Toad
	+3 wound points

	Weasel
	+2 bonus on Reflex saves


Share Spells (Ex): At the master’s option, she may have any spell (but not any spell-like ability) she casts on herself also affect her familiar.  The familiar must be within 5 feet at the time of the casting to receive the benefit.  If the spell or effect has a duration other than instantaneous, it stops affecting the familiar if it moves farther than 5 feet away and will not affect the familiar again even if it returns to the master before the duration expires.  Additionally, the master may cast a spell with a target of “You” on her familiar (as a touch range spell) instead of on herself.  A master and her familiar can share spells even if the spell normally cannot affect creatures of the familiar’s type (magical beast).

Deliver Touch Spells (Su): If the master is 3rd level or higher, a familiar can deliver touch spells for him.  If the master and the familiar are in contact at the time the master casts a touch spell, he can designate his familiar as the “toucher”.  The familiar can then deliver the touch spell just as the master could.  As usual, if the master casts another before the touch is delivered, the touch spell dissipates.


Speak with Master (Ex): If the master is 5th level or higher, a familiar and the master can communicate verbally as if they were usually a common language.  Other creatures do not understand the communication without magical help.


Speak with Animals of Its Kind (Ex): If the master is 7th level of higher, a familiar can communicate with animals of approximately the same kind of itself (including dire varieties): bats with bats and rats with rodents, cats with felines, hawks and owls and ravens with birds, lizards and snakes with reptiles, toads with amphibians, weasels with similar creatures of the Mustelidae family (weasels, minks, polecats, ermines, skunks, wolverines, and badgers).  Such communication is limited by the intelligence of the conversing creatures.


Hive Mind (Ex): The empathic link between the master and familiar grows stronger, keeping them in near constant communication – at least empathically – with each other.  This gives them a sort of hive mind mentality when the master reaches 9th level or higher.  Both the master and familiar are immune to being flat-footed (such as when surprised) or flanking, unless both of them are flat-footed or flanked simultaneously (such as both of them being surprised by an attacker or both of them flanked by multiple opponents).  This hive mind has a range of 30 feet.


Spell Resistance (Ex): When the master reaches 11th level or higher, her familiar gains spell resistance equal to the master’s level + 5 (see Spell Resistance, page 177 of the Player’s Handbook).


Scry Familiar (Sp): If the master is 13th level or higher, he may scry on his familiar (as if casting the scrying spell) once per day.


Protective Bond (Ex): At the master’s 15th level (or higher), the familiar gains a +2 bonus to attack rolls, checks, and saves if it witnesses its master being threatened or harmed.  This bonus lasts as long as the threat is immediate and apparent.


Restore Familiar (Sp): At 17th level or higher, the master can cure the wounds and ailments of her familiar once per day (as if casting the heal spell – the casting time of this spell is 1 minute and has a material component (pouch of medicinal herbs worth 50gp).


Revive Familiar (Sp): At 19th level or higher, the master can return his familiar to life through a special, powerful ritual (as if casting the true resurrection spell – the casting time is extended to 1 hour and the material component changes to diamond dust and incense worth 100gp), castable once per month.

Special Note: A sorcerer or wizard cannot lose a level due to experience loss when a familiar is killed.

