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Noble (Revised)

(By John Bornicke)

Here is a revised version of the Noble

character class presented in the rulebook.

The general description of what is a noble

has obviously not changed, but this version

presents alternate game mechanics to deal

with favors and the ruling of those of lower

station in life.

Hit Die: d8.

Class Skills: The Noble’s class skills (and

the key ability for each skill) are Appraise

(Int), Bluff (Cha), Diplomacy (Cha),

Gather Information (Cha), Innuendo (Cha),

Intimidate (Cha), Knowledge (all skills,

taken individually (Int), Listen (Wis),

Perform (Cha), Ride (Dex), Search, Sense

Motive (Wis), and Speak Language

(None).

Skill Points at 1st level: (4 + Int Modifier)

x 4

Skill Points at Each Level: 4 + Int

modifier.

Level BAB Fort Ref Will Def Rep Special

1 +0 +0 +1 +2 +3 3 Favor +1

2 +1 +0 +2 +3 +4 4 Inspire Confidence

3 +2 +1 +2 +3 +4 4 Favor +2, Resource Access

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

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

6 +4 +2 +3 +5 +5 6 Bonus Feat

7 +5 +2 +4 +5 +6 6 Favor +3

8 +6 /+1 +2 +4 +6 +6 7 Coordinate +2

9 +6 /+1 +3 +4 +6 +6 7 Bonus Feat

10 +7 /+2 +3 +5 +7 +7 8

11 +8/+3 +3 +5 +7 +7 8 Inspire Greatness

12 +9/+4 +4 +6 +8 +8 9 Favor +4

13 +9/+4 +4 +6 +8 +8 9 Coordinate +3

14 +10/+5 +4 +6 +9 +8 10 Bonus Feat

15 +11/+6/+1 +5 +7 +9 +9 10

16 +12/+7/+2 +5 +7 +10 +9 11 Favor +5

17 +12/+7/+2 +5 +8 +10 +10 11

18 +13/+8/+3 +6 +8 +11 +10 12 Coordinate +4

19 +14/+9/+4 +6 +8 +11 +10 12 Bonus Feat

20 +15/+10/+5 +6 +9 +12 +11 13 Coordinate +5

Weapon and Armor Proficiency: A

Noble is proficient with all simple and

martial weapons, light armor, medium

armor, and shields. Note that some armor

types incur armor check penalties to the

skills Balance, Climb, Escape Artist, Hide,

Jump, Move Silently, Pick Pocket and

Tumble. Also, Swim checks suffer a

cumulative -1 penalty for every 5 lbs. of

armor and equipment.

Favor: The Noble has the ability to call in

favors from those she knows. By making a

favor check, the noble can call upon

contacts to gain important information

without going through the time and trouble

of doing a lot of research. Favors can also

be used to acquire the loan of equipment or

documents from influential acquaintances.

To call in a favor, the Noble makes a favor

check. Roll a d20 and add the character’s

favor bonus plus Charisma bonus. The

GM sets the DC based on the scope of the

favor being requested. The DC ranges

from 10 for a simple favor to as high as 25

for highly dangerous, expensive, or illegal

favors. The Noble may not take 10 or 20

on this check, nor can she retry the check

for the same (or virtually the same) favor.

A Noble may try to call in a favor a

number of times in a game week equal to

half her Noble levels, rounded down

(minimum of one).

Inspire Confidence: At 2nd level, the

Noble may use oratory to inspire

confidence in allies. The Noble must

speak for at least 1 round, with the effect

lasting for 5 rounds. The Noble can inspire

a number of allies equal to half her Noble

levels, rounded up. An ally inspired with

confidence gains a +2 moral bonus on

saving throws and a +1 moral bonus on

attack and weapon damage rolls. The

Noble cannot inspire confidence in herself,

only her allies.

Resource Access: With this ability, the

Noble has access to an array of resources

(usually from family, influential friends or

patrons). Once per day, the noble can

make a Charisma check to use those

resources during the adventure.

The value of the resources gained equals

the Noble’s class level multiplied by the

result of the Charisma check, multiplied by

20. These resources can take almost any

form the Noble wishes (within reason) and

are hers to do with as she pleases. She can

give them away, or sell them as she sees

fit. The resources gained arrive in the

Noble’s possession 1d8 hours after she

makes the check. These resources must be

reasonably available. Should the Noble

attempt to access resources in a more rural

environment, such as the countryside, the

value multiplier is reduced to 10. While in

an area controlled by unfriendly forces, the

value multiplier is reduced to 5.

Resource access tends to be monetary,

whereas favors tend to be benefits that

can’t necessarily be measured in coin.

Coordinate: A Noble has a knack for

commanding groups and getting people to

work together. When a Noble can aid

others and give directions, she provides a

bonus to the task at hand by making an aid

another check. This bonus is in addition to

the normal aid another bonus of +2, and it

increases as the Noble gains levels. This

bonus cannot be used to assist in combat.

Bonus Feat: Nobles may pick a bonus feat

from the following list (must meet

prerequisites). Ambidexterity, Dodge,

Exotic Weapon Proficiency, Fame, Heroic

Surge, Improved Initiative, Influence, Iron

Will, Mounted Combat (Trample, Ride-By

Attack, Spirited Charge), Persuasive, Sharp

Eyed, Skill Emphasis, Trustworthy,

Weapon Finesse, Weapon Focus.

Inspire Greatness: Beginning at 11th

level, a Noble can inspire greatness in an

ally, granting extra fighting capability.

This works in a fashion similar to inspire

confidence, except it affects but a single

ally. An ally inspired to greatness gains

+2d6 temporary hit points, a +2

competence bonus to attacks, and a +2

morale bonus to saving throws. The

effects last for 5 rounds. The Noble can

inspire greatness once per day, and for

every three Noble levels attained beyond

11th level, the Noble can inspire greatness

in one additional ally. The effects of

inspire greatness stack with inspire

confidence.
