Pellador — a variant V3.5 D&D campaign [Version 1.7]
The World


Pellador is the greatest island in a chain of isles off the northwestern coast of a mysterious continent.  The world upon which Pellador and its neighboring islands rest is largely unexplored and unknown to the peoples living upon them.  The “Oldlands” is the only name that the humans and other races living on the islands give to the continent to the southeast.  It is thought that long ago humans, elves, and other races came from the “Oldlands” to the island chain, sailing upon rafts and small boats.  Pellador and the other islands were a safe refuge at the corner of the world.  Legends say that the “Oldlands” fell under the sway of a vast and warlike tribe that conquered all who dwelled there, but this empire’s reach never extended to the islands.  
All the humans who have lived on the islands descend from one lineage of humans, called the Galla.  The Galla are the most numerous race in the archipelago and can be found living on virtually every island, but these humans are far from alone.  They share the lands with Spirit Elves, the archipelago’s most ancient residents who gave the islands their names (indeed, Pellador is an elvish word that means “Sacred Land”)—as well as the Spirit Elves’ dark relations, the Shadow Elves.  Wood Gnomes can be found living alongside friendly Spirit Elves, and Shire Halflings form isolated communities on the fringes of Galla settlements.  Under the hills and mountains are found Underdeep Dwarves, sturdy stone-folk who cherish their freedom from slavery once imposed upon them by a race of Giants from across the Misty Seas.  These Giants, along with their servants the Mist Goblins, have begun raiding the archipelago in recent years.  With them have come the Trolls, even darker and fouler kindred of the Giants.  None knows of their homelands across the Misty Seas, but already some parts of the northern islands have fallen to them, and bands of Trolls now haunt virtually every island.
The Pellador archipelago is a mystical place, the part of the world where magical energies are strongest.  Perhaps that is why people and creatures are drawn to it.  Even mighty animals like dragons, great fiery serpents, have been driven off the continent and, like the Spirit Elves, sought new habitats on these mystical isles.  The channels of magical energy that run through Pellador and the other islands are called “ley lines”—generated by the forces of nature, they can be discerned by people and creatures sensitive to them.  These “ley lines” are the source of mana, mystical energy that powers arcane and divine magic in the world.  Ley lines dwindle in the rest of the planet but remain strong in Pellador.
The Culture


The world of Pellador is mystical and magical but very primitive compared to our own.  The Pellador archipelago is an early bronze-age civilization, like the Mediterranean world on Earth around 3000 BCE.  Tools and weapons are limited and primitive, made out of soft metals like copper or bronze (an alloy of copper and tin).  Populations in this world are small and dispersed, and settlements are few and only beginning to be transformed into walled towns.  Economies are primitive, too: there are no gold or silver coins, and trade is conducted by bartering with commodities like metals, spices, or animals.

Government and religion are also primitive and disorganized.  Most people live in small settlements, clans, or tribes, usually led by a chieftain who is strongest, wisest, or simply the most persuasive.  The Free Peoples of the archipelago do not have any organized religion.  They all venerate the Spirits of the World, nameless and formless divine forces that make up all existence and determine the fate of everything.  Both druids (shamans) and clerics (priests) worship and draw their power from them.  Only the Enemy Peoples have no use for the Spirit forces.  The Giants claim that the world was created by warlike “ancient gods” whom their ancestors overthrew and replaced long ago; now the Giants view themselves as the world’s new gods, but only their slaves the Mist Goblins worship them.  The Trolls, separated long ago from the Giants, do not believe the ancient gods are dead—to the trolls, they are the “Dark Ones” who are only sleeping and will return one day to devour all the earth.

The Free Races

HUMANS (THE GALLA)


Background: The humans of this part of the world call themselves the Galla, which means “People of the Herds” in their language.  Many generations ago their ancestors came from the “Oldlands” to the southeast across the Inner Sea, and they brought their herds of cattle, sheep, and goats to their new island homes.  Even to this day, many of the Galla still make their living through animal husbandry.  Some of the Galla herders are nomadic and wander from pasture to pasture on the islands, but others have built small towns and adopted a settled lifestyle.  Some of the settled Galla make their living as farmers, craftsmen, or traders.  The Galla consider themselves one people, and they speak a single Common language and share the same religious customs, but they do not belong to a unified kingdom.  Every clan of herders and every settled community is independent, and there is often conflict between them over resources.  It is not uncommon for nomadic herders to raid the farming settlements and take away whatever they can grab.  The Galla are the only humans on their islands, but they know they are not the only humans in the world.  Legends say that their ancestors left the “Oldlands” long ago to escape from a powerful enemy tribe of humans.

Description: The Galla tend to be white-skinned and blue-eyed or green-eyed.  Their hair color ranges from golden to red to light brown, and it is common for them to decorate their hair with cords, ribbons, or dyes.  Galla males typically are a couple inches under 6 feet tall, and Galla females are typically few inches shorter than males.  Galla reach maturity in their late teens, middle age in their late thirties, and can live to be over a hundred.  Galla names sound similar to Briton, Irish, or Scandinavian names on Earth.  Galla are given a “use name” as a child by their parents, but when they grow up and reach adulthood they privately adopt their own “true name”; the true name is kept secret and only shared with close friends as a sign of trust, for the Galla believe that knowing someone’s true name gives you power over them.

Alignment and Classes: There are Galla of every alignment and virtually every class.  Most Galla are Good or Neutral, but a number of selfish or hateful individuals are Evil.  Galla settled in towns tend to be Lawful or Neutral, while nomadic Galla prefer to be Chaotic or Neutral.  About the only class that is alien to the Galla is the Druid [Shaman], since that class requires a mystical connection to nature more common to elves and the elf-blooded.  Many Barbarians are Galla nomadic herders.  Arcane magic is uncommon among the Galla and sometimes feared; Galla Wizards [Magicians] are not unknown, but Bards are more common.  Galla who can use magic are more likely to be Clerics [Priests], serving as their people’s mediators to the Spirit forces that control the world.
Galla Human Racial Traits

• Medium: As Medium creatures, humans have no special bonuses or penalties due to their size. 

• Base land speed is 30 feet. 

• 1 extra feat at 1st level.

• 4 extra skill points at 1st level and 1 extra skill point at each additional level.
• At 1st level, a Galla character receives 2 free ranks in one Craft or Profession skill (though the character cannot exceed the maximum rank limit for the skill).  Possible choices for Craft are Armorsmithing, Boatwright, Bowmaking, Jewelry-making, Pottery, Trapmaking, Weaponsmithing, or Woodworking.  Possible choices for Profession are Artisan, Butcher, Cook, Cotter, Dog-handler, Farmer, Fisher, Fowler, Furrier/Tanner, Hawker, Herder, Horse-breeder, Hunter, Mason, Miner, Sailor, Smithy, Tailor, Tinker, Weaver, Whaler.
• Automatic Language: Common.
• Favored Class: Any. When determining whether a multiclass human takes an experience point penalty, his or her highest-level class does not count.

DWARVES (UNDERDEEP)

Background: The underdeep dwarves share much in common with the dwarves of other worlds.  They prefer to live in underground tunnels and fortresses, and they are renowned miners and stoneworkers.  Their name for themselves is the “Earth-folk” in their own language.  The underdeep dwarves are not originally from Pellador or the surrounding islands.  They originated in some distant land to the north across the Misty Seas, where they were slaves of the giants or their servants, the goblins.  The first dwarves were brought to Pellador and the other islands by giant or goblin raiders.  Some managed to escape from their masters and live free, and over the years other dwarves from across the Misty Seas managed to flee to the islands and join their free kindred.  The free dwarves delved deep under the hills and mountains of the islands, where they build their homes and guard them jealously.  Underdeep dwarves cherish their freedom and rarely let outsiders into their underground strongholds.  Not surprisingly, the “Earth-folk” are sworn enemies of giants, goblins, and trolls.

Description: Underdeep dwarves are stout, heavy for their height, and broadly built.  They typically stand around 4 ½ feet tall and typically weight around 150 pounds.  Most dwarves have broad faces with considerable facial hair.  Their skin tone tends to be pale and their eyes dark, but their hair color varies widely.  Underdeep dwarves reach maturity in their early forties, middle age around 125, and can live 400 years.  Some dwarven names are Aaleky, Adolin, Dakanin, Dakar, Dinadek, Doradur, Hadin, Horura, Hindolek, Karadmer, and Kinin.  Dwarves typically have just one proper name, but they may acquire nicknames (like “the Strong” or “Red-beard”) throughout their lives.


Alignment and Classes: Dwarves are typically Lawful, because they know the value of a strong and close-knit society to stand against their enemies.  They are sometimes Good-aligned but more commonly Neutral-aligned, because their relentless struggle for freedom often requires violent action.  Few dwarves are Evil-aligned, because this allies them with the despised giants, goblins, and trolls.  Dwarves make excellent Fighters and decent Rogues.  Some solitary dwarves are wild enough to be Barbarians or Rangers.  Wizards [Magicians] are rare among dwarves, and Bards are almost unheard of.  Most dwarven religious figures are Druids [Shamans], but a few Evil-aligned dwarves still persist as Clerics [Priests] who worship the giants’ ancient gods or the trolls’ Dark Ones.
Underdeep Dwarf Racial Traits

• +2 Strength, +2 Constitution, –2 Intelligence, –2 Charisma.  Underdeep dwarves are extraordinarily brawny and tough, but they are a plainspoken and simple folk who are always ready for a fight.
• Medium: As Medium creatures, dwarves have no special bonuses or penalties due to their size.

• Base land speed is 20 feet. However, dwarves can move at this speed even when wearing medium or heavy armor or when carrying a medium or heavy load (unlike other creatures, whose speed is reduced in such situations).

• Darkvision: Dwarves can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and dwarves can function just fine with no light at all.

• Underground Senses: A dwarf can naturally intuit direction underground as well as depth, sensing his approximate depth underground as naturally as a human can sense which way is up. 

• Weapon Familiarity: Dwarves may treat waraxes as martial weapons, rather than exotic weapons.

• +2 racial bonus on saving throws against poison, spells, and spell-like effects.

• +1 racial bonus on attack rolls against goblinoids.

• +4 dodge bonus to Armor Class against monsters of the giant type. Any time a creature loses its Dexterity bonus (if any) to Armor Class, such as when it’s caught flat-footed, it loses its dodge bonus, too. 

• +2 racial bonus on Appraise and Craft checks that are related to stone or metal.
• Automatic Languages: Common and Dwarven.
• Favored Class: Fighter.
ELVES (SPIRIT)

Background: The spirit elves are fey-folk who dwell in the space between the “spirit world” (another plane of existence) and the “material world” (the earth).  They are corporeal beings who possess very powerful spirit energy, and so they can exist in both dimensions.  Spirit elves claim to be the first sentient beings to appear in the world, and their name for themselves is “Firstborn” in their own language.  Long ago the elves lived all over the world and gave most of the places (including Pellador) their true names, but after the arrival and expansion of humans they retreated to the islands of the Inner Sea.  The connection between the “spirit world” and the “material world” is particularly strong on these islands, evidenced by the numerous “ley lines” where the spirit elves usually build their homes.  Generated by the natural life of the world, ley lines are places where the two dimensions blur together, typically found in woods, valleys, and glens.  The elven villages along the ley lines are usually hard for outsiders to find, surrounded by natural growth, mists of the earth, and magical energy.  However, not all spirit elves choose to live in these secret villages.  A small number travel openly about Pellador and the other islands, daring to interact (and sometimes intermarry) with the Galla.

Description: Spirit elves are lithe and delicate, with a build and appearance that most humans describe as beautiful.  The elves are typically a few inches shorter than humans, standing around 5 ½ feet in height; they are very light and usually weigh no more than 100 pounds.  Spirit elves generally possess golden or bronze-colored skin, but their hair and eyes can be of any color, usually beautiful and vivid.  They have fair, youthful faces with sharp features, most notably pointed ears.  They always have full heads of hair, but never any facial hair.  The elves possess this fair appearance because they are immortal—the spirit energy within them never dies and forever rejuvenates them.  A spirit elf reaches maturity at a slower pace than a human (around 100 years), but beyond that they cease aging in appearance and remain forever young.  Elves who live too long and tire of physical existence return to a ley line and eventually just fade away, abandoning their bodies and existing as a pure immortal soul in the spirit world.  Some elven names are Aillail, Aandare, Camin, Cinwyn, Eweniel, Lanadin, Nalamien, Nanari, Qiladwen, Sinanye, and Yindaen.  Spirit elves possess only one personal name, but they identify their lineage through their mother’s name.

Alignment and Classes: Spirit elves are typically Neutral, eschewing the extremes of Lawful and Chaos.  To them, Neutrality represents balance, and the natural world upon which they depend exists in a complex balance.  They are usually Good-aligned because they are a compassionate and spiritual folk, but some elves are Neutral-aligned because they adhere to a harsher and less merciful view of the natural order.  Spirit elves are never Evil-aligned.  The class closest to the hearts of the spirit elves is the Druid [Shaman], because of the mystical connection they share with the natural world.  It is unheard of for an elf to become a Cleric [Priest] of a particular totem Spirit force, because elves consider this tribal partiality a human weakness.  Spirit elves make excellent Wizards [Magicians] as well as Bards, since arcane magic comes very easily to them.  Elves of a martial inclination tend to be Rangers.  A few elves become Fighters, even fewer become Rogues, and it is rare for them to become Barbarians.
Spirit Elf Racial Traits

• –2 Strength, +2 Dexterity, –2 Constitution, +2 Wisdom, +2 Charisma.  Spirit Elves are rather weak and fragile for their size, but they are a graceful, insightful, and beautiful people.
• Medium: As Medium creatures, elves have no special bonuses or penalties due to their size.

• Base land speed is 30 feet.

• +2 racial saving throw bonus against illusion and enchantment spells or spell-like effects.

• Low-Light Vision: A spirit elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

• +2 racial bonus on Listen, Search, and Spot checks.
• Immortal: Spirit elves naturally live forever and are immune to the effects of aging.  When elves tire of living, they simply let their souls drift away from their physical bodies and forever depart the material world.

• Aura: Regardless of his or her alignment, a spirit elf’s aura of the spirit world is seen by a Detect Good spell.

• Automatic Languages: Common and Elven.

• Favored Class: Druid [Shaman].

ELVES (SHADOW)


Background: Shadow elves are fey-folk who dwell in the space between the “shadow world” (another dimension opposite the “spirit world”) and the “material world” (the earth).  They are corporeal beings who possess very powerful spirit energy, and so they can exist in both dimensions.  It is said that long ago the spirit elves and shadow elves were one people.  When the spirit elves found themselves under pressure from human expansion, for the short-lived humans reproduced in far greater number than elves, most chose to seek hidden havens in the islands of the Inner Sea where ley lines were strongest.  However, a small number of elves chose instead to use their strength to fight the humans.  These warlike elves over the centuries grew increasingly wicked and wrathful, a people apart from the rest of their kindred.  They refused ever to return to the spirit world and retreated to the shadow world instead.  Just as the life energy of woods, valleys, and glens generates the ley lines to the spirit world, the darkness of hills, swamps, and overgrown forests generates “ley lines” to the shadow world, and so it is in those terrains where shadow elves usually make their homes.  The villages of shadow elves tend to be small, heavily defended, and violently hostile to outsiders.  However, some shadow elves have turned their backs on this way of life and instead wander the world, sometimes even daring to interact with other races.

Description: Shadow elves are in essence just like the spirit elves.  They are immortal beings, and when they weary of life in the material world they can abandon their bodies and let their empty souls linger in the shadow dimension.  The shadow world, however, is not as cheery a place as the spirit world, and so shadow elves are usually reluctant to give up life in the material world.  On the other hand, their connection to the shadow world over the centuries has changed them considerably.  Shadow elves are physically stronger than spirit elves and typically a couple inches taller, nearly the height of humans.  Shadow elves have been stained by contact with the shadow dimension—their skin is always very dark in color, while their hair and eyes tend to be very light (sometimes pale).  As a result, shadow elves are not considered beautiful like spirit elves, even though they possess similar bodies and sharp features.  Shadow elf names are similar to the names of spirit elves, though over the centuries shadow elves have come to prefer harsh-sounding syllables in their names.


Alignment and Classes: Shadow elves are typically Neutral, avoiding the extremes of Lawful and Chaotic just like the spirit elves.  They accept the balance of the natural world, though they always seek to bend the power of this balance to their own benefit.  Twisted by centuries of violence and contact with the shadow world, shadow elves are almost always Evil-aligned.  They remember a slight through all eternity and always seek violent revenge against their enemies and their enemies’ descendants.  A few shadow elves have come to regret their ways to an extent and are Neutral-aligned, but Good-aligned shadow elves are very few in number (and are hunted down as heretics by the other shadow elves).  The class best suited to the talents of the shadow elves is the Wizard [Magician].  Shadow elves also make respectable Rogues and Fighters, but most consider Barbarians and Rangers too primitive and Bards too foolish and weak.  Religiously oriented shadow elves are Druids [Shamans] of the Evil persuasion, though a handful of shadow elves have been attracted to the worship of the trolls’ Dark Ones and serve as their Clerics [Priests].
Shadow Elf Racial Traits

• +2 Dexterity, –2 Constitution, +2 Intelligence, –2 Charisma.  Not as frail as Spirit Elves but just as nimble, shadow elves possess great intellects yet lack compassion and come off as haughty to others.
• Medium: As Medium creatures, elves have no special bonuses or penalties due to their size.

• Base land speed is 30 feet.

• +2 racial saving throw bonus against illusion and enchantment spells or spell-effects.
• Darkvision: Shadow elves can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and Shadow Elves can function just fine with no light at all.

• +2 racial bonus on Listen, Search, and Spot checks.
• Immortal: Shadow elves naturally live forever and are immune to the effects of aging.  When elves tire of living, they simply let their souls drift away from their physical bodies and forever depart the material world.
• Aura: Regardless of his or her alignment, a shadow elf’s aura of the shadow world is seen by a Detect Evil spell.

• Automatic Languages: Common and Elven.

• Favored Class: Wizard [Magician].

HALF-ELVES (ELF-BLOODED)


Background: In centuries past, spirit elves retreated from the rest of the world to the islands of the Inner Sea in hope of escaping the reach of human expansion.  Since they are short-lived and reproduce much more frequently, humans are far more numerous than elves.  Most spirit elves have withdrawn to hidden homes along the “ley lines” in deep forests and misty valleys, away from contact with humans.  Some elves, however, have chosen not to hide.  Instead, they travel openly among humans, sometimes living among them and occasionally intermarrying with them.  Occasionally the reverse occurs: a human wanders into a secret elven village and is accepted by them, even permitted to marry an elf.  The product of these unions is the elf-blooded half-elves, a lineage of humans who possess a degree of elven ancestry.  The elf-blooded quality is passed on from generation to generation, so that even a human with just one elven grandparent or great-grandparent is still elf-blooded.  As a result, a humble Galla in a small village can be elf-blooded without even knowing it.  

Description: The elf-blooded look like the Galla for all intents and purposes.  They are usually the same size and weight as humans, although they tend to be on the thin side.  They have Galla features and even can grow some facial hair.  However, they also possess many subtle features of spirit elves—slightly pointed ears, sharp and bright eyes, and typically beautiful faces.  The elf-blooded are always products of unions between spirit elves and humans.  (Shadow elves hate outsiders too much ever to intermarry with humans, and the corruption of their bodies by the shadow world renders inter-racial reproduction impossible.)  Though the elf-blooded are not immortal, their elven ancestry gives them particularly long life: they reach maturity in their early twenties, middle age around 70, and can live nearly 200 years.  The names of the elf-blooded are just like the culture whom they grew up with, either the Galla or the spirit elves.  Some elf-blooded half-elves are given names that combine Galla and spirit elf features.

Alignment and Classes: Just like Galla humans, there are elf-blooded characters of every alignment and virtually every class.  The elf-blooded are Lawful, Neutral, and Chaotic in equal measure, but blessed with the essence of the spirit elves most elf-blooded are Good-aligned.  Very few elf-blooded ever become Evil-aligned, but it is not unheard of.  Elf-blooded characters make particularly effective Rogues, Rangers, and Bards, but they also are commonly Fighters or Wizards [Magicians].  The elf-blooded rarely are savage enough to become Barbarians.  Religiously oriented elf-blooded characters typically feel the lure of nature and become Druids [Shamans], though some instead join the Galla tribal worship of the Spirit forces and become a Cleric [Priest].
Elf-Blooded Racial Traits

• +2 Dexterity, –2 Constitution, +2 Charisma.  The elf-blooded inherit some of the frailty of their elven ancestry, but also their gracefulness and beauty.

• Medium: As Medium creatures, the elf-blooded have no special bonuses or penalties due to their size.

• Base land speed is 30 feet.

• 4 extra skill points at 1st level. Unlike Humans, they do not get 1 extra skill point at each additional level.
• +1 racial bonus on saving throws against illusion and enchantment spells or spell-like effects.

• Low-Light Vision: The elf-blooded can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

• +1 racial bonus on Listen, Search, and Spot checks.

• Elven Blood: For all effects related to race, the character is considered an elf. Regardless of his or her alignment, an elf-blooded character’s inherited lingering aura of the spirit world is seen by a Detect Good spell.
• Automatic Languages: Common and Elven.

• Favored Class: Any. When determining whether a multiclass elf-blooded character takes an experience point penalty, her highest-level class does not count.

GIANT-BLOODED

Background: Giants are a dangerous and warlike race, and they have their way with people at their mercy.  Sometimes male giants will carry off captive human women to become their concubines, or a female giant might carry off a captive human male to make him her husband!  The result of such unhappy unions is the giant-blooded, a lineage of humans who possess a degree of giant ancestry.  The giant-blooded quality is passed on from generation to generation, so that even a human with just one giant grandparent or great-grandparent is still giant-blooded.  Thus, it is possible for the descendants of giants to return to living among Galla humans and pass on the giant-blooded lineage among them.  In this way, a humble Galla in a small village can be giant-blooded without even knowing it.


Description: The giant-blooded look like the Galla in terms of facial features, hair color, eye color, and facial hair, but they are much taller and heavier than the typical human.  Giant-blooded are around 7 feet tall and generally half-again as heavy as a normal human.  As a consequence, the giant-blooded also usually suffer from some of the uncouth or brutish appearance of the giants.  There is no shortage of clues indicating that someone is giant-blooded, and sometimes these people are ostracized and forced to live on the fringes of Galla settlements.  Not surprisingly, many of the giant-blooded choose to become nomads.  The giant-blooded reach maturity in their mid-teens, middle age in their early thirties, and can live into their seventies.  Most giant-blooded characters are given Galla names by their human parents, though a few of them raised among giants might possess giant names.

Alignment and Classes: Just like Galla humans, there are giant-blooded characters of every alignment and most classes.  The giant-blooded are Lawful, Neutral, and Chaotic in equal measure.  Infused with the bellicose blood of giants, most giant-blooded are Neutral-aligned and no small number of them are Evil-aligned.  It is the rare giant-blooded character with enough self-restraint to become Good-aligned.  The giant-blooded, especially ostracized nomads, make excellent Barbarians.  Those who control their temper and maintain good behavior enough to remain within Galla settlements can become superior Fighters.  Giant-blooded Rogues are not uncommon and can be quite fearsome.  A few giant-blooded Rangers are known to exist, but the giant-blooded are laughable as Bards, Druids [Shamans], or Wizards [Magicians].  Religiously oriented giant-blooded characters generally are drawn to the worship of the giants and their ancient gods, though a few giant-blooded have become minor and ineffectual Clerics [Priests] in the Galla tribal religion of the Spirit forces.
Giant-Blooded Racial Traits

• +4 Strength, +2 Constitution, –2 Intelligence, –2 Wisdom, –2 Charisma.  The giant-blooded are brawny and massive, but they inherit some of the dullness, slow wits, and brutishness of their giant ancestry. A giant-blooded character’s starting Intelligence score is always at least 3.

• Medium: As Medium creatures, the giant-blooded have no special bonuses or penalties due to their size.

• Base land speed is 30 feet.

• Giant Blood: For all effects related to race, a giant-blooded character is considered a giant.
• Oversized: A giant-blooded character is treated as if he were Large size for bull rush, grappling, overrun, and trip attempts, receiving the +4 special size modifier on the required checks.
• Automatic Languages: Common.

• Favored Class: Any, except those that use arcane magic. When determining whether a multiclass giant-blooded character takes an experience point penalty, her highest-level class that does not use arcane magic does not count.

GNOMES (WOOD)


Background: Wood gnomes are very small fey-folk who live along the floor of thick forests or among the roots of wooded hills.  They claim to be born of the trees, and their name for themselves is the “Wood-folk” in their own language.  Legends say that the wood gnomes are distantly akin to the underdeep dwarves, both of them born of the earth in ages past.  Whatever the ancient connection between dwarves and gnomes, the wood gnomes have developed their own language.  Wood gnomes also possess a nature much more comfortable with arcane magic, especially magical illusions.  Furthermore, the wood gnomes have lived in the islands of the Inner Sea much longer than the dwarves, and they never were enslaved by the giants or anyone else.  For one, the wood gnomes are very few in number.  For another, they tend to live close to villages of spirit elves and generally carry on a good trade with them, and so the wood gnomes have long benefited from elven protection.  Most wood gnomes are happy to live in the isolated safety of the forest floor, but a handful of individual gnomes get an itch to wander the world.  A solitary traveling gnome passing through human lands is not a rare sight on Pellador.


Description: Outsider observers have described wood gnomes as looking like very little dwarves, since they share the same propensity for prominent facial hair.  However, they have more slender and frail builds than dwarves.  Wood gnomes stand around 2 ½ feet tall and weigh 40-50 pounds.  They reach maturity around 40, middle age around 100, and can live 400 years.  Some wood gnome names include Babiktik, Blirenye, Curbik, Calmabene, Mamtinie, Nabastin, Stin, Xasbikie, Xiktin, and Yambik.


Alignment and Classes: Wood gnomes value independence and are typically Chaotic or Neutral.  A friendly and jovial folk, almost all wood gnomes are Good-aligned.  A few selfish individuals are Neutral-aligned, but Evil-aligned gnomes are virtually unknown.  Wood gnomes are among the greatest Bards in the world, for they are renowned talkers, singers, and storytellers.  Gnomes who take their sorcery more seriously usually become Wizards [Magicians].  Wood gnomes also make good Rogues and acceptable Rangers, but Fighters are extremely uncommon and Barbarians non-existent.  Religiously oriented wood gnomes become Druids [Shamans] just like their neighbors, the spirit elves.  No wood gnomes have ever become a Cleric [Priest].

Wood Gnome Racial Traits

• –4 Strength, +4 Dexterity, –2 Constitution, +2 Intelligence, +2 Charisma.  Wood Gnomes are very small and physically weak, but they are very nimble, clever, and charming.

• Small: As a Small creature, a gnome gains a +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks, but he uses smaller weapons than humans use, and his lifting and carrying limits are three-quarters of those of a Medium character.  He also suffers a –4 special size modifier on grapple checks.

• Base land speed is 20 feet.

• Low-Light Vision: A gnome can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. He retains the ability to distinguish color and detail under these conditions.

• +2 racial bonus on saving throws against illusion and enchantment spells and spell-like effects.

• Add +1 to the Difficulty Class for all saving throws against illusion spells cast by gnomes. This adjustment stacks with those from similar effects.

• +2 dodge bonus to Armor Class against opponents of Large size or greater. Any time a creature loses its Dexterity bonus (if any) to Armor Class, such as when it’s caught flat-footed, it loses its dodge bonus, too.

• +2 racial bonus on Listen checks

• +2 racial bonus on Hide and Move Silently checks in forest terrain.

• Automatic Languages: Common and Gnome.

• Spell-Like Abilities: At will, speak with animals (but communication is possibly only with small burrowing mammals, like badgers, foxes, and rabbits).

• Favored Class: Bard.

HALFLINGS (SHIRE)


Background: Shire halfings are small human-like beings.  Indeed, some say that halflings originally were akin to the Galla.  Ancient humans born exceptionally small gathered together in their own tiny communities and over the ages became halflings.  They have expanded wherever humans have expanded, although they are always few in number compared to humans.  Halflings live in tiny hamlets they call “shires” (hence the name given to them), always built close to Galla settlements but in out-of-the-way land that humans typically have no use for (scrubland, riverbanks, and marshes are quite popular with them).  Each “shire” typically is home to around a hundred halflings, who build their dwellings just below the surface in small earthen mounds.  Halfling “holes” are not dank and dirty, since they love comfort and go to great effort to fix them up.  The halfling shires are not unified in any sense, though halflings typically get on very well with each other and the shires are so far apart that there is hardly ever a cause for conflict.  Shire halflings go out of their way to avoid conflicts with their “big people” neighbors, and usually do whatever the Galla ask of them.  For their own part, the Galla usually just ignore the halflings, though halfling traders and craftsmen are almost always welcome visitors.  When halflings live among the Galla, it is usually as hired workers or servants.

Description: Shire halflings look like small humans, though their bodies tend to have a rounder shape and they have a little more body hair (most notably on the tops of their feet).  They usually stand a little over 3 feet tall and weigh 50-60 pounds.  Their skin tone, hair color, and eye color varies like the Galla.  Shire halflings reach maturity in around 30, middle age around 60, and can live to be 120.  Shire halflings have never had their own language.  They always speak the Common speech of the humans around them.  As a result, shire halflings have the same kind of names as their Galla neighbors.  However, unlike the Galla, the halflings are fond of colorful family names to attach to their given names and to pass on across the generations: Hardbottle, Bracegirdle, Fallowhide, Proudfoot, Roundnose, and Swiftfellow are popular choices.

Alignment and Classes: Shire halflings cherish their freedom, so most of them are Chaotic.  A few mainly just love isolation and are Neutral.  Lawful halflings are very rare.  Halflings are an honest, friendly folk who are almost always Good-aligned.  Only the most isolated and closed-minded halflings are Neutral-aligned, and Evil-aligned halflings are virtually unheard of.  Shire halflings are considered among the most excellent Rogues in the world, though they are also respected Rangers.  They love comfort and civilization too much ever to become Barbarians.  They have little use for magic and so are rarely Bards or Wizards [Magicians].  Halflings don’t put much stock in religion, but those who bother with it usually become Clerics [Priests] of the Spirit forces, like their Galla neighbors.
Shire Halfling Racial Traits

• –2 Strength, +2 Dexterity, +2 Constitution, –2 Intelligence.  Shire halflings are a simple people and physically limited by their size, but they are nimble and tough as old tree roots.
• Small: As a Small creature, a halfling gains a +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks, but he uses smaller weapons than humans use, and his lifting and carrying limits are three-quarters of those of a Medium character.  He also suffers a –4 special size modifier on grapple checks.

• Halfling base land speed is 20 feet.

• +2 racial bonus on Listen and Move Silently checks.

• +2 racial bonus on all saving throws.  Shire halflings are renowned for their luck, willpower, and resilience.

• +1 racial bonus on attack rolls for all ranged attacks.  Shire halflings are sure at the mark.
• At 1st level, a halfling character receives 2 free ranks in one Craft or Profession skill (though the character cannot exceed the maximum rank limit for the skill).  Possible choices for Craft are Armorsmithing, Boatwright, Bowmaking, Jewelry-making, Pottery, Trapmaking, Weaponsmithing, or Woodworking.  Possible choices for Profession are Artisan, Butcher, Cook, Cotter, Dog-handler, Farmer, Fisher, Fowler, Furrier/Tanner, Hawker, Herder, Horse-breeder, Hunter, Mason, Miner, Sailor, Smithy, Tailor, Tinker, Weaver, Whaler.
• Automatic Languages: Common.

• Favored Class: Rogue.

The Enemy Races

GIANT

Background: Giants originate in a mysterious land in the far north across the Misty Seas.  No one knows their origins for certain, but over the past couple centuries the giants have made their power felt all over the region.  Sailing upon swift longships, they have frequently raided the coasts of Pellador and the other islands and even the Oldlands.  Giant raids usually do not stay long in any area, though sometimes groups of giants will settle down in a rich region to plunder it at their leisure.  Most of the time the giants carry their spoils and captives back across the Misty Seas.  Whenever giants need a large army to back them up, or to leave behind an occupying horde, they bring along hosts of goblin slaves to do their dirty work.  The giants view themselves as a warrior elite, superior to the other races and worthy to conquer the world.  Giants believe that the universe was created and ruled long ago by titan-like ancient gods.  In ages past the ancient gods gave birth to the giants, who served them for eons but eventually overthrew them.  The ancient gods withdrew from the world, leaving it for the giants to rule.  The giants believe that they have inherited the divine blood and magical power of the ancient gods, and they demand that vanquished peoples worship them as the new gods.  It is well that they generally lack the intelligence to attempt much more than this.  Giants love combat but are less enamored of work.  They rely upon conquered dwarves and goblin slaves to build their enormous stone towers, usually high atop hills or mountains, that they call home.

Description: Giants look like extremely large, brutish, unkempt humans, and indeed some believe that giants and humans are distantly akin.  Giants usually stand 9-10 feet tall and weigh 500-600 pounds.  Their skin tone ranges from pale white to light blue, their hair color is usually golden or red, and their eyes are typically light in color.  Facial hair is a sign of virility among giant males, though usually it is untrimmed and filthy.  Giants are renowned for their dirty appearance and foul stench.  Giants reach maturity in their early teens, middle age in their early thirties, and can live into their seventies.  Giant names include Bukmuk, Burima, Ghamol, Ghatuboka, Ooggruk, Ougola, Rglann, Rako, Thuuraka, Zgulok, and Zumagak.

Alignment and Classes: Giants tend to be fairly organized as a group, so many of them are Lawful.  However, giants are competitive and individualistic enough to provide room to be Neutral or even Chaotic.  Many giants are Neutral-aligned, in that they can’t even be bothered to think about ethical matters and simply do whatever fulfills their violent lusts at the moment.  These lusts are sometimes so violent that there is no shortage of Evil-aligned giants.  Giants are born Barbarians, and the cleverest among them manage to become decent Fighters.  They are less talented as Rangers or Rogues, and positively inept as Bards or Wizards [Magicians].  There never have been any giant Druids [Shamans].  Giants of a religious bend serve as Clerics [Priests] of the ancient gods, proclaiming the power of the defeated titans as their own divine birthright.
Giant Racial Traits

• +6 Strength, –2 Dexterity, +4 Constitution, –4 Intelligence, –2 Wisdom, –4 Charisma. Giants are tough and incredibly brawny, though their muscularity makes them a little clumsy, and giants by nature are dense, dim-witted, and uncouth in appearance and personality. A giant’s starting Intelligence score is always at least 3.

• Large: As Large creatures, giants suffer a –1 size penalty to Armor Class, a –1 size penalty on attack rolls, and a –4 size penalty on Hide checks, but they may use large two-handed weapons in one hand, and their lifting and carrying limits are double those of a Medium character. Reach is 10 feet. They also gain a +4 special size modifier on grapple checks.

• Base land speed is 40 feet.

• Giant Type: For all effects related to race, the character is classified as a giant.

• Giants receive a +4 racial bonus on saving throws against any dazing, stunning, or knockout (but not sleep) effect.

• Due to their enormous size and deadly strength, giants receive Improved Unarmed Strike as a bonus feat.

• Experience: Giants are a particularly powerful race, who aren’t as challenged by most circumstances as other races.  As a result, they receive 15% less experience points than the amount normally earned.
• Automatic Languages: Common and Giant.
• Favored Class: Barbarian.
GOBLIN (MIST)

Background: Mist goblins are so named because they originate from beyond the Misty Seas, from whence the giants and trolls come.  Like the underdeep dwarves originally were, mist goblins are a slave race to the giants and trolls, but unlike the dwarves virtually none of them have cast off their bondage.  Almost all goblins remain in the service of giant and troll warlords, fighting battles on their behalf.  Goblins prefer darkness and so typically keep to dense forests and underground caverns.  Goblins raiders are all too common a sight on Pellador and the other islands.  They make trouble for all free peoples, but chiefly they seek to hunt and destroy the underdeep dwarves.

Description: Mist goblins are considered ugly and savage by every other race, and it is well that goblins cannot interbreed with the other races.  They have round, squat faces, short but dense bodies, and are usually dirty and quite hairy.  Goblin skin color ranges from putrid dark to sickly gray, their hair is usually black or brown, their eyes red, orange, or green, and their teeth and nails almost always yellow.  Mist goblins usually stand around 4 feet tall, with broad and surprisingly heavy bodies that generally weigh in the range of 120 pounds.  They reach maturity around age 10, middle age around 30, and can live to be 60.  Goblin names are typically mono-syllabic grunts like Arg, Bruch, Drugh, Grog, Kush, Mog, Nosh, Pugh, Ragh, Trogh, and Volg.

Alignment and Class: Mist goblins are typically Neutral Evil in alignment.  They are too firmly enslaved by the giants to become chaotic but too wild and uncontrollable to become Lawful.  Likewise, serving as brutal raiders for the giants has resulted in a thoroughly Evil-aligned culture, though a very rare goblin capable of thinking about ethical matters may be Neutral-aligned.  Raised in a culture of violent raids and theft, goblins are well suited to be Rogues.  The biggest and toughest specimens might become Barbarians and the wisest might become Rangers, but it is the rare goblin with enough discipline to become a Fighter.  Bards, Druids [Shamans], and Wizards [Magicians] are unheard of among goblins, but goblins serve as the chief Clerics [Priests] in the giants’ cult of the ancient gods and the trolls’ cult of the Dark Ones.
Mist Goblin Racial Traits

• –2 Strength, +2 Constitution, +2 Dexterity, –2 Intelligence, –2 Charisma. Goblins are physically and mentally unimpressive, as well as savage in appearance, but they are surprisingly resilient and spry. 
A goblin’s starting Intelligence score is always at least 3.

• Small: As a Small creature, a goblin gains a +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks, but he uses smaller weapons than humans use, and his lifting and carrying limits are three-quarters of those of a Medium character.  He also suffers a –4 special size modifier on grapple checks.

• Base land speed is 30 feet.  (Goblins are quite swift for their size.)
• Goblinoid Type: For all effects related to race, the character is classified as a goblinoid.

• Darkvision: Goblins can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and trolls can function just fine with no light at all.

• +4 racial bonus on Move Silently checks.

• Goblins receive Animal Affinity as a bonus feat, but the effect applies only to wolves and subterranean animals.

• Automatic Languages: Common and Goblin.
• Favored Class: Rogue.

TROLL

Background: Trolls are twisted off-shoots of giants conditioned to life underground, in the shadows, or in the mire.  They, too, come from the far north across the Misty Seas, but unlike the giants they are sedentary and have come to settle on the islands of the Inner Sea.  The relationship between giants and trolls is confusing both for outsider observers and for the races themselves.  Legends say that ages ago they were one race.  After the giants overthrew the ancient gods, not all of them celebrated.  Some giants retreated to underground caverns or the darkest of fens to mourn the absence of the old gods, whom they worshiped as the Dark Ones that would one day return to devour all the earth and punish all who opposed them.  Living apart from the other giants in the darkness for so many centuries transformed them into trolls.  Life in the shadows granted them sight in the dark, and life in the fetid swamps built up their toughness.  Giants and trolls have never formalized their division or worked out any kind of reunion—sometimes they fight each other out of spite or competition, but just as often they work together for mutual profit.  Many trolls came to Pellador and the other islands aboard giant longships, but unlike the giants they rarely sail back to the north.  Instead, they have taken up new residences in the dark gullies under hills, in the dankest swamps, or sometimes in rivers under bridges.  About the only time trolls have peaceable interaction with the free races is when they are taken captive and forced to serve a mighty human chieftain.

Description: Trolls look like gangly and even uglier giants.  They typically stand around 9 feet in height and weigh in the neighborhood of 500 pounds.  Their skin, ranging in color from dark brown to sickly green, is usually coarse, pock-marked, and filthy.  Trolls have much less hair than giants, and their eyes are usually a dull red or yellow.  Their teeth are long and jagged, and their hands are claws with dagger-like nails.  Trolls are universally regarded as smelling even worse than giants.  They age at the same rate as giants.  Troll names are usually just short descriptors of their strength and violence, and a troll might change his name several times during his life as he fancies.  Trolls living on the islands of the Inner Seas have taken to rendering their names in the Common speech of the Galla, all the better to frighten other peoples.  Examples of such troll names include Bloodclub, Bonehammer, Crusher, Redclaw, and Skullsmash.

Alignment and Classes: Trolls are more scattered, solitary, and disorganized than giants, though some trolls do manage to band together effectively in small groups.  Most, then, are Chaotic or Neutral, while Lawful trolls are practically unheard of.  The overwhelming majority of trolls are devotees of the Dark Ones, and they eagerly practice the Evil-aligned ethos of devouring the world—most trolls enjoy eating dwarves, humans, and (when they can get them) elves and gnomes.  A tiny handful of trolls have spent enough time among humans that they have become Neutral-aligned, but no troll can escape his hunger for violence enough to become Good-aligned.  Trolls are Barbarians by nature, and the shrewdest among them manage to become decent Fighters or Rogues.  They make less able Rangers and absolutely pathetic Bards or Wizards [Magicians].  There never have been any troll Druids [Shamans].  Trolls of a religious bend become Clerics [Priests] of the Dark Ones, channeling the power of the distant deities in hopes of seeing them return to devour the world.

Troll Racial Traits

• +4 Strength, +6 Constitution, –4 Intelligence, –2 Wisdom, –6 Charisma. Brawny and incredibly tough, trolls are dense and dim-witted like giants but even more uncouth. A troll’s starting Intelligence score is always at least 3.

• Large: As Large creatures, trolls suffer a –1 size penalty to Armor Class, a –1 size penalty on attack rolls, and a –4 size penalty on Hide checks, but they may use large two-handed weapons in one hand, and their lifting and carrying limits are double those of a Medium character. Reach is 10 feet. They also gain a +4 special size modifier on grapple checks.

• Base land speed is 30 feet.  (Trolls are gangly and slow for their size.)

• Giant Type: For all effects related to race, the character is classified as a giant.

• Darkvision: Trolls can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and trolls can function just fine with no light at all.

• Fast Recovery: Rather than recovering their level in hit points for each day of rest, a troll heals his level in hit points for each hour of rest.  The troll heals nonlethal damage at the same rate and simultaneously.  During this time, he may engage in light activity (traveling or similar activities that aren’t strenuous), but engaging in any fighting or tiring activity prevents the character from recovering any hit points for that hour.  The troll cannot heal any injury that a creature without this ability could not naturally heal (severed limbs, for example).

• Due to their enormous size and naturally sharp claws, trolls receive Improved Unarmed Strike as a bonus feat.

• Experience: Trolls are a particularly powerful race, who aren’t as challenged by most circumstances as other races.  As a result, they receive 20% less experience points than the amount normally earned.

• Automatic Languages: Common and Giant.

• Favored Class: Barbarian.

Character Classes
Not every class is appropriate for the Pellador setting.  Some classes (Monk, Paladin, Sorcerer) have been removed from the game, while a few others have been modified to bring them in line with the variant rules on magic used in the game.  Most classes, however, exist in Pellador exactly like they do in any other campaign world.  The section below details available classes.
BARBARIAN

Background: This class is fairly common in the world of Pellador, especially in the vast rural stretches outside the scattered towns and settlements.  Barbarian is a particularly common class for Galla or giant-blooded nomads, wandering herdsmen who are as likely to raid a settlement as they are to come for trade.  Some solitary underdeep dwarves cut off from the rest of their kind become wandering Barbarians.  Barbarians of other races are rare.
Alterations: None.  The Barbarian class functions as normal.

BARD

Background: This class is not uncommon in the world of Pellador.  Most of the Galla with interest in arcane magic become Bards.  The elf-blooded and, to a lesser extent, the spirit elves also are attracted to the Bard class.  Wood gnomes are most likely to become Bards, but since their race is so few in number they do not represent the majority of Bards.  Other races are unlikely to become Bards, especially shadow elves, underdeep dwarves, giants, mist goblins, and trolls.
Alterations:
· Most features (hit dice, skill points, BAB, saving throws, starting proficiencies, special abilities) are unchanged.
· Bards cast spells by using mana (see Magic below).  Ignore the Spells per Day table.

· Though Bards are arcane spellcasters, they have access to all the spells on their spell list like divine spellcasters.  They do not learn spells individually.  Ignore the Spells Known table.

CLERIC [PRIEST]
Background: Clerics are called Priests in the world of Pellador.  They are the most common spellcasters, because they are found among almost all the races.  There are three religious systems in this part of the world: the tribal veneration of the Spirit forces of the universe by the Galla humans, the giants’ cult of the ancient gods, and the trolls’ worship of the Dark Ones.  The religious system chosen affects the Priest’s available powers.  It also affect the Priest’s alignment: a Priest’s alignment must be within one step of his totem’s (that is, it may be one step away on either the lawful–chaotic axis or the good–evil axis, but not both).  Most Priests are Galla, the giant-blooded, giants, trolls, and to a much lesser extent the elf-blooded and Shire halflings.
Alterations:

· Most features (hit dice, skill points, BAB, saving throws, starting proficiencies, special abilities) are unchanged.
· Priests cast spells by using mana (see Magic below).  Ignore the Spells per Day table.  Since all magic is cast spontaneously, ignore the “spontaneous casting” of cure/inflict spells. 

· Priests do not receive two domains.  Ignore these tables.  Instead, they must choose one totem.  This selected totem acts, in a sense, like one powerful domain—it provides a granted power and also a bonus spell list.  Just like a domain, the totem lets a Priest cast for free one extra spell for each available spell level 1st through 9th each day.  The extra spells must come from the totem’s bonus spell list and do not reduce the Priest’s mana pool, although casting spells from the totem’s list additional times in a day or modifying them with metamagic feats does reduce the mana pool.  The totems are described in detail below.

ANIMAL TOTEM

Culture: The Galla. This totem venerates creatures of the earth, blessing the hunt, herding, and livestock.
Alignment: N (Priests also may be LN, CN, NG, or NE)
Favored Weapon: Spear or Javelin.
Granted Power: You cast all spells involving animals (either as the target or creature summoned) at +1 caster level. Also, add Knowledge (nature) to your list of class skills.
Limitations: When casting summoning/conjuration spells that summon creatures (for example, summon monster), only normal, or giant-sized or dire versions, of ground (bear, wolf) or flying animals (eagle, bat) may be summoned.  Use the summoning list for summon nature’s ally when casting summon monster.
Totem 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 Repel Vermin: Insects, spiders, and other vermin stay 10 ft. away.

5 Animal Growth: One animal/two levels doubles in size.

6 Antilife Shell: 10-ft. field hedges out living creatures.

7 Creeping Doom: Swarms of centipedes attack at your command.

8 Animal Shapes: One ally/level polymorphs into chosen animal.

9 Shapechange F: Transforms you into any creature, and change forms once per round.

EARTH TOTEM

Culture: The Galla. This totem venerates the soil and land, blessing agriculture and harvest.
Alignment: LG (Priests also may be NG or LN).
Favored Weapon: Sickle or Scythe.
Granted Power: You can perform a feat of strength as a supernatural ability. You gain a +6 enhancement bonus to Strength. Activating the power is a free action, and the effect lasts 1 round. You can use the ability 1/day at 1st level, 2/day at 5th level, 3/day at 10th level, and a maximum of 4/day at 20th level.
Limitations: When casting summoning/conjuration spells that summon creatures (for example, summon monster), only Earth elementals (no other kind) or celestial versions of ground animals (bear, wolf, etc.) may be summoned.
Totem 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 slowed.

5 Commune with Nature: Learn about terrain for 1 mile/level.

6 Transport via Plants: Move instantly from one plant to another of the same kind.

7 Earthquake: Intense tremor shakes 5-ft./level radius.

8 Iron Body: Your body becomes living iron.

9 Elemental Swarm: Summons multiple elementals (Earth only).

SEA TOTEM
Culture: The Galla. This totem venerates seas and rivers, blessing trade, fishing, sailing, and travel.
Alignment: NG (Priests also may be LG or CG).
Favored Weapon: Spear or Trident.
Granted Power: For a total time per day of 1 round per class 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. This granted power is a supernatural ability. Also, add Survival to your list of class skills.

Limitations: When casting summoning/conjuration spells that summon creatures (for example, summon monster), only Water elementals (no other kind) or celestial versions of aquatic animals (crocodile, etc.) may be summoned.
Totem 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 (Water only).

SKY TOTEM
Culture: The Galla. This totem venerates the skies and winds, hoping to bring good weather and safe travel.
Alignment: CG (Priests also may be NG or CN).
Favored Weapon: Sling or Dart.
Granted Power: You gain thunder strike, a supernatural ability to make a single melee or ranged weapon attack that does +1d10 electricity damage (if you hit). You must declare the thunder strike before making the attack. You can use the ability 1/day at 1st level, 2/day at 5th level, 3/day at 10th level, and a maximum of 4/day at 20th level.

Limitations: When casting summoning/conjuration spells that summon creatures (for example, summon monster), only Air elementals (no other kind) or celestial versions of flying animals (eagle, bat, etc.) may be summoned.
Totem 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 Fly: Subject flies at speed of 60 ft.

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 (Air only).

SUN TOTEM

Culture: The Galla. This totem venerates the sun and the stars, blessing the seasons and solar events.
Alignment: LG (Priests also may be NG or LN).
Favored Weapon: Mace (light or heavy).
Granted Power: You can perform a greater turning against undead in place of a regular turning.  It is like normal turning except that the undead creatures that would be turned are destroyed instead.  A greater turning uses 2 of your turning attempts for the day, and can be performed multiple times in a day if you have enough turning attempts.

Limitations: When casting summoning/conjuration spells that summon creatures (for example, summon monster), only Fire elementals (no other kind) or celestial versions of fire-based animals (fire beetle, etc.) may be summoned.
Totem Spells
1 Endure Elements: Exist comfortably in hot or cold environments.

2 Produce Flame: 1d6 damage +1/ level, touch or thrown.

3 Searing Light: Ray deals 1d8/two levels, more against undead.

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 Elemental Swarm: Summons multiple elementals (Fire only).
CULT OF THE ANCIENT GODS

Culture: The giants, mist goblins, and some giant-blooded. Giants believe they now possess the power of the gods.
Alignment: LE (Priests also may be LN or NE).
Favored Weapon: Greataxe or Falchion.
Granted Power: You get Martial Weapon Proficiency and Weapon Focus as bonus feats for both favored weapons.

Limitations: None.
Totem 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 Righteous Might: Your size increases, and you gain combat bonuses.

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.

CULT OF THE DARK ONES

Culture: The trolls, some mist goblins, and some shadow elves. A dark and evil religion for dark and evil creatures.
Alignment: NE (Priests also may be CE or LE).
Favored Weapon: Club or Greatclub
Granted Power: You gain destructive strike, a supernatural ability to make a single melee attack with a +4 bonus on the attack and damage rolls. You must declare the destructive strike before making the attack. You can use the ability 1/day at 1st level, 2/day at 5th level, 3/day at 10th level, and a maximum of 4/day at 20th level.

Limitations: You cast healing spells at –1 caster level (to a minimum of 1st level).
Totem 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 5-ft./level radius.

9 Implosion: Kills one creature/round.

DRUID [SHAMAN]

Background: Druids are called Shamans in the world of Pellador.  Shamans possess a mystical connection to the forces of nature.  Unlike priests, they do not identify with a particular totem spirit.  Shamans venerate all nature spirits equally, and above all they seek to guard the natural world and maintain a careful balance between growth and destruction.  Due to this dedication to balance, shamans must be at least partly Neutral in alignment.  Most shamans are spirit elves or wood gnomes.  Some of them are underdeep dwarves, and the elf-blooded aware of their spirit-elf ancestry sometimes become shamans.  Other races lack the mystical link to nature to become shamans.
Alterations:
· Most features (hit dice, skill points, BAB, saving throws, special abilities) are unchanged.
· Weapon and Armor Proficiencies: Shamans are proficient with the club, dagger, dart, greatclub, quarterstaff, scimitar, sickle, sling, and spear. They are also proficient with all natural attacks of any form they assume with wild shape. Shamans are proficient with light and medium armor but are prohibited from wearing metal armor (they may wear only padded, leather, silk, or hide armor). They are proficient with shields (except tower shields) but must use only wooden ones.

· Shamans cast spells by using mana (see Magic below).  Ignore the Spells per Day table.  Since all magic is cast spontaneously, ignore the “spontaneous casting” of summon nature’s ally spells.
FIGHTER

Background: This class is very common across the world of Pellador.  No race is so fortunate not to know violence and warfare, so Fighters can be found among every race.  Unlike Barbarians, Fighters rely on more than fury and need a measure of intellect to master the combat arts.  Dim-witted races, most notably the giants and trolls, are more likely to be Barbarians than Fighters.
Alterations: None. The Fighter class functions as normal.
RANGER

Background: This class is fairly common in the world of Pellador, especially in the woodlands and wild hills beyond the scattered settlements.  Ranger is a particularly common class for Galla or giant-blooded nomads, wandering hunters and herders who live their lives in the wilderness.  A few solitary underdeep dwarves cut off from the rest of their kind become wandering Rangers.  Spirit elves and wood gnomes drawn to the combat arts are quite commonly Rangers, as are the elf-blooded who feel the call of the wild.

Alterations:

· Most features (hit dice, skill points, BAB, saving throws, starting proficiencies, special abilities) are unchanged.
· Rangers cast spells by using mana (see Magic below).  Ignore the Spells per Day table.  
· For the Favored Enemy ability, the Ranger may choose from the following: Aberration, Animal, Dragon, Elemental, Fey*, Giant, Goblinoid, Humanoid (human, dwarf, elf, gnome, or halfling)*, Magical Beast, Monstrous Humanoid, Plant, Undead, or Vermin.  Options marked with an asterisk are available only to Evil or Neutral-aligned Rangers.  Only an Evil-aligned Ranger may choose his own race as a Favored Enemy.
ROGUE

Background: This class is very common across the world of Pellador.  No race is free from the need to spy on their enemies and lay or avoid traps, so Rogues can be found among every race.  Few giants make good rogues because they are so oversized and clumsy.  Rogues are much more common among all other peoples, Free or Enemy.
Alterations:

· Most features (hit dice, skill points, BAB, saving throws, special abilities) are unchanged.
· Weapon and Armor Proficiencies: Rogues are proficient with all simple weapons, plus the scimitar, bow, and short sword. Rogues are proficient with light armor, but not with shields.
WIZARD [MAGICIAN]

Background: Wizards are called Magicians in the world of Pellador.  They are less common spellcasters than Priests because not every race trusts arcane magic or is particularly suited to it.  Unlike Bards, Magicians are capable of channeling vastly greater arcane power and rely on intellect rather than force of personality.  Magicians are common only among the shadow elves and wood gnomes, for whom arcane arts come naturally.  Many of them are Galla humans or the elf-blooded, even though arcane magic is feared in most settlements, human or spirit-elf.  Other races are known to produce some Magicians, though it is almost unheard of for giants or trolls to become Magicians.

Alterations:
· Most features (hit dice, skill points, BAB, saving throws, starting proficiencies, special abilities) are unchanged.
· Magicians may choose either the Scribe Scroll or Brew Potion item creation feat at 1st level.
· Magicians cast spells by using mana (see Magic below).  Ignore the Spells per Day table.  Just like normal Wizards, Magicians may specialize in a school of magic.

· Magicians still need to learn the spells in order to cast them, just like Wizards. Magicians begin play with a spellbook containing all 0-level wizard spells (except those from prohibited school or schools, if any; from School Specialization) plus three 1st-level spells of the player’s choice. For each point of Intelligence bonus the Magician has, the spellbook holds one additional 1st-level spell. At each new Magician level, he gains two new spells of any spell level or levels that he can cast (based on her new class level). At any time, a Magician can also add spells found on scrolls or in other arcane spellcasters’ spellbooks to his own, even if the spells are higher than the spell level he normally can cast, by making the required Spellcraft check.

· Magicians do not need to have their spellbooks with them in order to cast spells, but they do need to have them while meditating to regain mana. If a Magician does not have his spellbook (or if part of it has been ruined), he still regains mana normally but cannot cast any spell that is not present in his spellbook until he re-scribes the missing spells into a new book. Spellbooks require Spellcraft checks to scribe but do not cost money.

· There are no familiars in the world of Pellador.  Ignore the Summon Familiar ability.
PRESTIGE CLASSES
Prestige classes are uncommon in the world of Pellador, though some great heroes manage to acquire this elite status through long, hard work.  The following prestige classes may be allowed, with DM approval: Arcane Archer; Arcane Trickster; Archmage; Assassin; Duelist; Dwarven Defender; Hierophant; Loremaster.  Other prestige classes require explicit DM approval.
WITCHER-WOMAN

Hit Die: d4.

Requirements
To qualify to become a witcher-woman, a character must fulfill all the following criteria.

Race: Human or half-elf

Alignment: Any nonlawful.

Abilities: Intelligence 13+, Wisdom 13+
Skills: Knowledge (arcana) 5 ranks, Knowledge (nature) 5 ranks

Feats: Skill Focus (Heal)

Spells: Able to cast 2nd-level arcane spells from the sorcerer/wizard list.

Special: The character must be female.  The character cannot know any of the following spells before becoming a witcher-woman: magic missile, acid arrow, fireball, ice storm, and cone of cold.

Class Skills

The witcher-woman’s class skills are Concentration (Con), Craft (Int), Heal (Wis), Knowledge (arcana) (Int), Knowledge (nature) (Int), Knowledge (religion), Profession (Wis), Survival (Wis), and Spellcraft (Int). 

Skill Points at Each Level: 4 + Int modifier.

	Table: The Witcher-woman

	Level
	Base

Attack

Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Spells per Day

	1st
	+0
	+0
	+0
	+2
	Minor healing magic
	+1 level of existing spellcasting class

	2nd
	+1
	+0
	+0
	+3
	Lesser healing magic
	+1 level of existing spellcasting class

	3rd
	+1
	+1
	+1
	+3
	Moderate healing magic
	+1 level of existing spellcasting class

	4th
	+2
	+1
	+1
	+4
	Superior healing magic
	+1 level of existing spellcasting class

	5th
	+2
	+1
	+1
	+4
	Greater healing magic
	+1 level of existing spellcasting class


Class Features

All of the following are Class Features of the witcher-woman prestige class.  Greater 
Weapon and Armor Proficiency: Witcher-women gain no proficiency with any weapon or armor.

Spells: When a new witcher-woman level is gained, the character gains additional spell power as if she had also gained a level in a spellcasting class she belonged to before she added the prestige class. She does not, however, gain any other benefit a character of that class would have gained. This essentially means that she adds the level of witcher-woman to the level of some other spellcasting class the character has, then determines spells power, new spells learned, and caster level accordingly.

Healing Magic: As a character gains witcher-woman levels, new spells are added to her spell list.  These spells are treated as arcane spells but otherwise follow the description for the divine spells as written.  She does not automatically know these spells but can learn them by choosing them when she advances a level or by scribing them from any spellbook or scroll (arcane or divine) that contains them.  Also, once these spells are on her spell list, she can use wands or scrolls (arcane or divine) that contain them.  In exchange, each time she gains access to new spells, she loses one specified arcane spell that normally is on the sorcerer/wizard spell list.  The arcane spell is removed from her spell list, and she no longer has access to it—she cannot use it even on wands, scrolls, or other magic items.  If the character subsequently gains a higher level in her regular spellcasting class and chooses to learn any of the forbidden spells, she cannot gain further levels in this prestige class and loses all Healing Magic benefits.
Minor Healing Magic: The witcher-woman adds cure minor wounds and goodberry to her 1st-level spell list.  However, magic missile is removed from her spell list.

Lesser Healing Magic: The witcher-woman adds cure light wounds and lesser restoration to her 2nd-level spell list.  However, acid arrow is removed from her spell list.

Moderate Healing Magic: The witcher-woman adds cure moderate wounds and neutralize poison to her 3rd-level spell list.  However, fireball is removed from her spell list.

Superior Healing Magic: The witcher-woman adds cure serious wounds and remove disease to her 4th-level spell list.  However, ice storm is removed from her spell list.

Greater Healing Magic: The witcher-woman adds cure critical wounds and restoration to her 5th-level spell list.  However, cone of cold is removed from her spell list.
Character Advancement
Characters in the world of Pellador do not automatically receive new feats every 3 levels or a +1 ability score increase every 4 levels.  Instead, beginning at 1st level and each time a new level is earned, the character receives 5 training points to be spent on feats, ability score increases, or skills.  (This is in addition to the one free starting feat of their choice at 1st level.)
· Normally, a character must have access to a mentor/trainer in order to spend these training points, though the DM may allow a character to practice on his own and train himself over time.  Characters may “save up” training points level after level if they desire, and may spend them any time they have access to a trainer.

· Feats cannot be purchased with training points more frequently than once for every two levels beyond 1st (thus, one at 3rd level, two at 5th, three at 7th, etc.).  If the character does not buy feats with training points over many levels, he can later catch up to the maximum number allowed, even if that means training in more than one at a time (or even all at once).
· Skill points purchased with training points are separate from and in addition to skill points received from class levels, but characters cannot purchase skill ranks beyond the normal cap.

	Benefit
	Cost
	Limitations

	+1 to any ability score
	11
	No ability may be trained more than 6 times.

	+1 rank to any class skill
	3
	Skills cannot be increased beyond the normal rank cap.

	+1 rank to any cross-class skill
	5
	Skills cannot be increased beyond the normal rank cap.

	Bonus (trained) feat
	7
	No more than one for every two character levels beyond 1st.


Feats
Item Creation Feats

Item Creation feats do not have any required minimum level.  A spellcaster can acquire any Item Creation feat at any level.  A spellcaster must have the appropriate Item Creation feat and spell his or her available spell list in order to make a magic item.  Creating magic items in the world of Pellador does not cost experience points.  Instead, a character with at least one Item Creation feat receives item creation points (ICP) that can only be spent to make scrolls, potions, magic weapons, and other magic items.  Creating a magic item costs a number of ICP equal to the number of XP that would be lost according to the standard rules.  A character cannot spent XP instead—he or she can only use ICP.  Each time a character with one or more Item Creation feats gains a level, he or she receives a number of item creation points based on total spellcaster levels:

	1st – 5th character level
	50 ICP each level
	11th – 15th character level
	300 ICP each level

	6th – 10th character level
	150 ICP each level
	16th – 20th character level
	500 ICP each level


ICP are cumulative and can be saved up across level advancements.  A character with multiple Item Creation feats gets a bonus on ICP earned at each level: a +20% bonus if he or she has at least 2 feats, +40% if he or she has 4 or more feats, +60% if he or she has 6 or more feats, and +80% bonus if he or she has all 8 Item Creation feats.
Creating magic items in Pellador does not cost gold pieces.  An item’s GP value is used only to determine the number of required ICP.  Material expense is covered by the gemstones or other precious objects required to be added to the object in order to achieve the desired magical effect.  Of course, a high-quality version of the base object is also required (e.g., a magic spear requires a masterwork spear, a magic ring requires a valuable ring).

Revised Feats
SPRING ATTACK
  Problem: With no limit on moving after an attack, this broken feat is too easily exploited against a single foe.

  Revision: When using the attack action with a melee weapon, you can move both before and after the attack.  You must move at least 5 feet before making the attack and may move no more than half your speed after making the attack. The total distance moved cannot be greater than your speed.  Moving this way does not provoke an attack of opportunity from the defender, though it might provoke attacks of opportunity from other creatures.  You can’t use this feat while wearing heavy armor.

New Feats
ARMOR EXPERTISE [General]

  Prerequisite: Proficient with armor, base attack bonus +6
  Benefit: You gain a +1 competence bonus to AC when wearing light armor, +2 when wearing medium armor, and +3 when wearing heavy armor. The competence bonus does not apply against attacks that ignore armor (such as touch attacks). You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with the armor being worn. 
  Special: May be taken as a fighter bonus feat.

ARMOR EXPERTISE, IMPROVED [General]
  Prerequisite: Proficient with armor, base attack bonus +11, Armor Expertise
  Benefit: You gain a +2 competence bonus to AC when wearing light armor, +3 when wearing medium armor, and +4 when wearing heavy armor. The competence bonus does not apply against attacks that ignore armor (such as touch attacks). Also, reduce the Armor Check Penalty for medium and heavy armor by 1. You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with the armor being worn. 
  Special: May be taken as a fighter bonus feat. The competence bonus to AC does not stack with Armor Expertise.

ARMOR FLEXIBILITY [General]
  Prerequisite: Proficient with armor, base attack bonus +1, Dex 15
  Benefit: If you are proficient with the armor being worn, increase the Max. Dex by +1 and reduce the Armor Check Penalty by 1. Armor Check Penalty can never be reduced below 0.
  Special: May be taken as a fighter bonus feat.
ARMOR MOBILITY [General]
  Prerequisite: Proficient with armor, base attack bonus +1, Str 15
  Benefit: Your speed each round is not reduced while wearing medium or heavy armor, if you are proficient with the armor being worn. You still move at only triple your speed while running in heavy armor (not quadruple).

  Special: May be taken as a fighter bonus feat.  Dwarves naturally possess the benefit of this feat.

ARMORED CASTER [General]
  Prerequisites: Proficient with armor, Dex 13
  Benefit: Chance of arcane spell failure is reduced by 10%. 
  Special: You may take this feat multiple times, each time reducing arcane spell failure by 10%.

CALLED SHOT [General]
  Prerequisites: Dex 13, Point Blank Shot 
  Benefit: On your action, before making attack rolls for a round, you may choose to subtract a number from all attack rolls with ranged weapons and add the same number to all ranged weapon damage rolls. This number may not exceed your base attack bonus. The penalty on attacks and bonus on damage apply until your next turn. Though the penalty applies to all attack rolls with ranged weapons, the damage bonus applies only to opponents within the range of the Point Blank Shot feat.
  Special: May be taken as a fighter bonus feat. Creatures lacking corporeal anatomy or not affected by critical hits are immune to the bonus damage. Ranged touch attacks are not affected by this feat.
DEADLY AIM [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Far Shot

  Benefit: When using any ability or feat that normally must be used within 30 feet (such as Sneak Attack or Point Blank Shot), the allowable range increases by one-half (to 45 feet). Furthermore, before making a ranged weapon attack, you may take a full-round action to line up the shot. In return, the target of your next attack loses any Dex bonus (unless that target has the Uncanny Dodge ability). Alternatively, you may instead choose to receive a +2 circumstance bonus on the next attack roll. Once you begin aiming, you can’t move (even to take a 5-foot step) until after making the attack or the benefit of aiming is lost. If you are distracted or attacked before making the shot, the benefit of aiming is lost.

  Special: May be taken as a fighter bonus feat.
FLANKING SHOT [General]

  Prerequisites: Base attack bonus +4, Dex 15, Point Blank Shot, Precise Shot

  Benefit: When making a ranged weapon attack within range of the Point Blank Shot feat, you flank the target if your opponent is threatened by a character or creature friendly to you on the opponent’s opposite border or opposite corner in a direct, straight line to your square. You get the +2 flanking attack bonus and may inflict a sneak attack. If you get multiple attacks, only your first attack with a ranged weapon in a round counts as a flank attack.

  Special: May be taken as a fighter bonus feat.

HOLD AT BAY [General] 
  Prerequisites: Base attack bonus +1, Int 13, Combat Expertise, Weapon Focus with any melee reach weapon
  Benefit: When armed with a melee weapon that has reach, you may make a special attack of opportunity against an opponent who tries to move out of a space you threaten into a space adjacent to you, even if this movement is a five-foot-step. If you hit, instead of inflicting damage you prevent the opponent from moving adjacent to you. The opponent must return to the last available space occupied before trying to move adjacent to you, and the opponent’s move action is ended. An opponent who is at least 1 size category larger than you may choose to ignore the effect and move adjacent to you. However, the opponent suffers double damage from your weapon attack, just as if you had set your weapon against a charge. All standard rules and other feats relating to attacks of opportunity apply to the special attack of opportunity granted by this feat.

  Special: May be taken as a fighter bonus feat. The opponent must start out more than 5 feet away from you. This feat does not allow you to use a reach weapon to attack an opponent already adjacent to you, nor does it allow attacks of opportunity against movement that negates attacks of opportunity (such as Tumble or Spring Attack).
  Normal: Taking a five-foot-step normally does not ever provoke an attack of opportunity. 

IMPROVED COMBAT EXPERTISE [General]
  Prerequisites: Int 13, Combat Expertise

  Benefit: Like Combat Expertise, except you can take a penalty of as much as –10 on your base attack bonus (up to its full total) and add the same number (up to +10) as a dodge bonus to your Armor Class. Additionally, when you take the full defense option in combat you get a +6 dodge bonus to AC instead of the normal +4, though this bonus doesn’t stack with the similar special bonus provided by having 5 or more ranks in the Tumble skill.

  Special: May be taken as a fighter bonus feat.

IMPROVED DAMAGE THRESHOLD [General]
  Benefit: The character increases his or her massive damage threshold by 3 points.

  Normal: A character without this feat has a massive damage threshold equal to his or her current Constitution score. With this feat, the character’s massive damage threshold is current Con +3.

  Special: May be taken as a fighter bonus feat.  A character may gain this feat multiple times, stacking its effects. 

IMPROVED SNIPING [General]

  Prerequisites: Base attack bonus +1, Point Blank Shot, 4 ranks in Hide

  Benefit: If you’ve already successfully hidden at least 10 feet from your target, you can make one ranged attack and then immediately hide again as a move action at a –10 penalty on your Hide check.

  Normal: Sniping is a move action that imposes a –20 penalty on your Hide check.
LETHAL ACCURACY [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Precise Shot
  Benefit: When making a ranged weapon attack within range of the Point Blank Shot feat, you get a +2 bonus to damage for every 5 full points that your fully modified attack roll result beats the target’s Armor Class, up to a maximum of +8 damage (when the attack result beats the target’s AC by 20 or more). For example, if the target’s AC is 12 and your attack result is 23, you get a +4 bonus to the damage roll.
  Special: May be taken as a fighter bonus feat. Lethal Accuracy applies only to ranged weapon attacks within the range of Point Blank Shot, not to ranged touch attacks, spells, or other kinds of special ranged attack rolls. Creatures that are not affected by critical hits or lack corporeal anatomy are immune to this bonus damage.
LINKED SPELL [Metamagic]

  Benefit: You can combine the casting of one non-attack spell with another similar spell as part of the same spellcasting action. Casting linked spells is a full-round action. Both spells take effect simultaneously on your current turn, but you cannot take any movement in the round (not even a 5-foot step). Both spells must have an original casting time of 1 standard action. Spells with longer casting times cannot be linked. Only spells that target yourself (“you”) or willing allies and that have a range of personal, touch, close, or no more than 50 feet can be linked. The linked spells use up spell slots one level higher than each spell’s actual level. If anything interrupts your concentration while casting the linked spells, you must make one Concentration check at the highest DC for both spells, and if the check is failed you lose both spells. Casting linked spells provokes attacks of opportunity as normal. You cannot cast linked spells and a quickened spell in the same round.

  Special: Healing, defensive, and enhancing spells that benefit the spellcaster’s party are valid choices for linking. A cleric could link divine power (using up a 5th-level spell slot) with righteous might (using up a 6th-level spell slot), or a wizard could link mage armor (using up a 2nd-level spell slot) with haste (using up a 4th-level spell slot). Spells that target or may affect opponents (anyone other than yourself or willing allies) cannot be linked: this includes most evocation spells and many enchantment, illusion, and transmutation spells. Obviously, spells with opposite effects that negate or counter each other cannot be linked. This feat can’t be applied to any spell cast spontaneously (including sorcerer spells, bard spells, and cleric or druid spells cast spontaneously), since applying a metamagic feat to a spontaneously cast spell automatically increases the casting time to a full-round action.
OPPORTUNITY COUNTERSPELL [General]
  Prerequisites: Quicken Spell, 5 ranks in Concentration, 5 ranks in Spellcraft
  Benefit: You can use an immediate action each round for the purpose of casting a counterspell. This counterspell action is instantaneous, free, and can be performed even when it is not your turn. If you use this counterspell action, your initiative does not change and you lose your normal attacks of opportunity for the round. You lose the benefit of this feat when you are flat-footed or if you make a normal attack of opportunity that round.
  Special: Casting an opportunity counterspell provokes attacks of opportunity as normal.

OPPORTUNITY FEINT [General]

  Prerequisites: Int 13, Combat Expertise, Improved Feint.

  Benefit: If an opponent who is flanking you makes a melee attack against you and misses, you can lure him into accidentally attacking his flanking ally. Both flanking opponents must be in a space adjacent to you. You make a Bluff check (as a free, immediate action) opposed by Sense Motive checks by both flanking opponents. If your check result beats both opponents, the opponent whose attack missed you may accidentally attack the flanking ally. First, you must take a free 5-foot step into any adjacent, unoccupied valid square (if there is no valid space, the benefit of this feat is lost). Next, the opponent must take a free 5-foot step into the square you previously occupied (if anything prevents the opponent from moving, the benefit of this feat is lost). Neither you nor your opponent provokes an attack of opportunity with this free movement. Finally, the opponent must make an attack roll against the flanking ally using the same attack form and modifiers as the attack that missed you, and damage is inflicted as normal. You may attempt to use this feat only once in a round. When you attempt to use this feat (even if you are not successful), you lose your normal attacks of opportunity for the round. You lose the benefit of this feat when flat-footed (unless you have the Combat Reflexes feat) or if you make a normal attack of opportunity that round.

  Special: May be taken as a fighter bonus feat.

OPPORTUNITY SHOT [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Quick Draw
  Benefit: If you are armed with any kind of regular bow (not a crossbow) and take no movement on your turn (not even a 5-foot step), you threaten every space within the range of the Point Blank Shot feat until your turn next round. As a result, you may make an attack of opportunity with your bow against an opponent who takes more than a 5-foot-step out of any space in your threatened area. An opponent moving through multiple threatened spaces during a move action in the same round provokes only one attack of opportunity from you. An opponent taking the withdraw option does not provoke an attack of opportunity unless the opponent remains in your threatened area at the end of the move action. Bow attacks of opportunity count toward your normal attacks of opportunity for the round. You lose the benefit of this feat when flat-footed (unless you have the Combat Reflexes feat).
  Special: May be taken as a fighter bonus feat. This feat does not allow attacks of opportunity against other kinds of actions that provoke them (such as casting a spell), nor does it allow attacks of opportunity against special movement that negates them (such as Tumble or Spring Attack).  
  Normal: Ranged weapons normally cannot be used to make attacks of opportunity.
RANK FIGHTING [General]
  Prerequisites: Base attack bonus +1, Weapon Focus with any melee reach weapon
  Benefit: When attacking with a reach weapon, if an ally is in a space between you and your opponent you ignore the normal cover provided by your ally. You cannot accidentally hit your ally with your attack.

  Special: May be taken as a fighter bonus feat.

SHIELD EXPERTISE [General]
  Prerequisite: Proficient with shields, base attack bonus +6
  Benefit: You improve your shield bonus to AC by +1 while carrying a buckler or light shield, by +2 while carrying a heavy or tower shield. Also, reduce the shield’s base Armor Check Penalty by half. Fractions round up, so a -1 penalty is unchanged. You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with shields.
  Special: May be taken as a fighter bonus feat.
SHIELD EXPERTISE, IMPROVED [General]
  Prerequisite: Proficient with shields, base attack bonus +11, Shield Expertise
  Benefit: The improvement to your shield bonus to AC provided by Shield Expertise is increased by +1 more. Also, you now use your shield to block attempts to touch or grab you. You keep your shield bonus to AC against melee touch attacks, but not against incorporeal touch attacks (unless the shield has the ghost touch ability). You do not keep your shield bonus to AC against ranged touch attacks. You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with shields.

  Special: May be taken as a fighter bonus feat.
Skills

APPRAISE (INT)

Check: You can appraise objects by comparing them.  You must have at least two objects, and with a successful check you can determine their relative value.  In other words, if successful you know how many times greater in value the more valuable object is in comparison to the other.  Appraising tools, armaments, animals, and common trade commodities requires a check at DC 12.  Gemstones, jewelry, artistic objects, and rare trade commodities require DC 15, while relics, magical items, and exotic trade commodities require DC 20.  If the check fails by 4 or less, the character cannot tell the relative values.  If it fails by 5 or more, the character believes the low-value object is worth only half as much as it really is and higher value objects are worth twice as much as they really are.
CRAFT (INT)

Armorsmithing, Boatwright, Bowmaking, Jewelry-making, Pottery, Trapmaking, Weaponsmithing, or Woodworking.  Alchemy is not available in the Pellador campaign.

HEAL (WIS)

Bind Wounds: A character may use bandages (in a healer’s kit) to bind the wounds of a target (including himself), thereby restoring hit points lost to injury.  Binding wounds takes 10 minutes, during which time both the healer and patient must be relatively still and uninterrupted.  A successful check (DC 10) restores a number of hit points equal to one-half the healer’s total Heal skill check modifier (round up), not including equipment or situation bonuses.  A patient may be treated in this way more than once, but each successive bind wound attempt on the same individual within the same 24-hour period increases the DC by +4 cumulative per attempt after the first (thus, a second attempt is at DC 14, a third at DC 18, etc.).  Additionally, once a healer fails on any attempt, he may not attempt to bind wounds on that same subject again for 24 hours (although a different healer may try, beginning with the last DC at which the other healer failed).  A character cannot be restored to more than ¾ of his maximum total hit points through the use of this skill.  Any extra hit points healed that would take a subject over ¾ of his maximum are lost.  Hit points restored through bind wounds are converted to nonlethal damage, which may be recovered as normal.  A character cannot receive another bind wound attempt until the nonlethal damage left from the previous treatment has been fully recovered.
PROFESSION (WIS; TRAINED ONLY)

Artisan, Butcher, Cook, Cotter, Dog-handler, Farmer, Fisher, Fowler, Furrier/Tanner, Hawker, Herder (cows, goats, sheep, swine), Horse-breeder, Hunter, Mason, Miner, Sailor, Smithy, Tailor, Tinker, Weaver, Whaler.

RIDE (DEX)
The domestication of horses is limited in ancient settings like Pellador.  Saddles and stirrups have not yet been invented, so riders must ride horses bareback or seated only on a blanket.  Since there is no saddle, a rider on the back of a mount suffers a -2 penalty on all Ride checks related to staying on the animal.  After a full day’s travel on horseback (8 hours or more), the rider must make a Ride check (DC 20) or become fatigued, though a rider seated on a blanket gets a +4 circumstance bonus to the check.
Drive Chariot: The Ride skill also is used to control a horse-drawn chariot.  Driving a chariot is best done with two hands but can be done with only one hand at a -2 penalty on Ride checks.  Since a character in a chariot is not on the animal’s back, he or she does not suffer a penalty or face possible fatigue for not having a saddle.  Characters riding a chariot physically occupy one of the 5-foot squares directly behind the horses’ squares.  Ride checks in a chariot can be made only for the following tasks: Leap (DC 20), Spur Mount, Control Mount in Battle, Cover (DC 10), Fast Mount/Dismount (DC 15), and Soft Fall.  Other tasks can be performed only on horseback, not in a chariot.
Magic
Pellador uses the normal D&D spells, but the method for casting them is very different.  Spellcasters cast spells by paying a point cost subtracted from a pool of magical energy (called “mana”).  Spells cast by mana are always cast spontaneously and are never prepared in advance.  Otherwise, all regular rules governing spellcasting still apply.  Exceptions and new rules are listed below.

Minimum Class Level Required for Spell Levels

	Spell-using

Prestige

Classes
	Ranger
	Bard
	Priest

Shaman

Magician
	Available

Spell Level

	never
	never
	1
	1
	0th

	1
	4
	2
	1
	1st

	3
	8
	4
	3
	2nd

	5
	11
	7
	5
	3rd

	7
	14
	10
	7
	4th

	never
	never
	13
	9
	5th

	never
	never
	16
	11
	6th

	never
	never
	never
	13
	7th

	never
	never
	never
	15
	8th

	never
	never
	never
	17
	9th


Minimum ability scores: A spellcaster must have a minimum score in the class’s controlling ability (Int, Wis, Cha) equal to 10 + the spell’s level in order to cast a spell automatically without any additional risk.
Mana pool: Every spellcaster has a pool of magical energy that is reduced with every spell cast.  The full pool is equal to two-times the class’s controlling ability bonus (Int for magicians; Wis for priests, shamans, and rangers; Cha for bards) times the character’s effective class level.  For example, the full mana pool of a Level 4 magician with 17 Intelligence (+3 bonus) equals 24 points: [(3x2=6) x 4 = 24].

Mana Cost by Spell Level and Type
	Spell

Level
	Standard

Spells
	Combat

Spells
	Cure

Spells

	0th
	1
	1
	1

	1st
	2
	3
	4

	2nd
	4
	6
	6

	3rd
	8
	10
	8

	4th
	12
	14
	10

	5th
	16
	18
	14

	6th
	20
	22
	18

	7th
	24
	26
	22

	8th
	30
	32
	28

	9th
	38
	40
	–


“Combat spells” are any spell that deals damage (e.g., fireball), provides extra attacks (e.g., haste), hinders opponents (e.g., hold person), provides bonuses to Strength, Dexterity, Constitution (e.g., bull’s strength or similar spells), or Armor Class (e.g., shield), improves potential attack damage (e.g., righteous might or keen edge), or that grants any kind of miss chance or special defense against enemy attack rolls (e.g., mirror image).  “Cure spells” are any spell with “cure” in the name.  “Standard spells” are any other spell that does not fit in the above classifications.

Mana pool recovery: With time, spent mana points are recovered.  Arcane spellcasters regain mana through study and restful meditation, divine spellcasters through prayer and sleep.  To regain mana, a spellcaster must meditate or pray for at least one full hour of uninterrupted concentration; for each consecutive hour thereafter, the spellcaster regains a number of mana points equal to one-half his/her ranks in Concentration (round down).  A spellcaster who gets 10 full hours of continuous, uninterrupted meditation/prayer and sleep gets back his/her full mana pool automatically.  Characters who are starving, dangerously dehydrated, or dying (-1 hp or less) do not regain mana.

Special Rules for Spellcaster Classes:

· Bards treat their class level as 2 lower when calculating their mana pool (e.g., a Level 3 bard treats his/her class level as 1 when calculating the mana pool).  However, a bard with an effective class level less than 1 has a full mana pool equal to 1+ his/her Cha bonus.
· Rangers treat their class level as 4 lower when calculating their mana pool (e.g., a Level 7 ranger treats his/her class level as 3 when calculating the mana pool).  However, a ranger with an effective class level of exactly 0 has a full mana pool equal to 1 + his/her Wis bonus.

· Prestige classes usually increase the level of an existing spellcasting class, but prestige classes that have their own separate spellcasting ability and spell lists (e.g., Assassins) treat their class level as 1 lower when calculating their mana pool.  However, a prestige-class spellcaster with an effective class level of exactly 0 has a full mana pool equal to 1 + his/her controlling ability bonus.

· Multiclass spellcasters have multiple mana pools.  Every spellcaster class has its own mana pool for casting its own spell list.  Multiclass characters cannot use points from one class’s mana pool to cast another class’s spells.  Multiclass characters regain mana for each class independently and concurrently (so resting to regain mana for one class’s pool also restores mana for all other class pools).

Bonus spells:

· Ability scores do not grant bonus spells per day.  The benefit of a high score is factored into the mana pool.

· Totem spells are granted to priests.  He/she receives one bonus totem spell for every spell level he/she can cast (1st level and beyond) per day.  The priest does not prepare bonus totem spells; he/she casts them spontaneously (though they always must come from his/her totem list).  Casting a totem spell does not reduce the priest’s mana pool.  If metamagic feats are applied to the totem spell, however, the extra cost is removed from the mana pool.  Likewise, if the priest casts the totem spell an additional time in the same day the cost is removed from the mana pool (i.e., a priest can cast a totem spell for an available spell level for free only once per day).

· Specialist bonus spells are still granted to magicians who specialize in a school of magic.  A specialist magician receives one bonus spell for every spell level he/she can cast per day.  However, the specialist does not prepare bonus spells in advance: he/she casts them spontaneously (though they always must come from his/her specialization school).  Casting a bonus spell does not reduce the specialist’s mana pool.  If metamagic feats are applied to the bonus spell, however, the extra cost is removed from the mana pool.  Likewise, if the specialist casts that spell an additional time in the same day the cost is removed from the mana pool (i.e., a specialist can cast a bonus spell for an available spell level for free only once per day).

Metamagic:

· In this variant system, metamagic feats do not use up higher spell levels.  Instead, metamagic feats raise the spell’s mana cost.  Feats that normally use up a spell slot 1 level higher increase the spell’s mana cost by +50%, 2 levels higher by +100%, 3 levels higher by +150%, and 4 levels higher by +200%.  Round fractions down, but applying a metamagic feat always increases a spell’s cost by at least 1 point.

· When multiple metamagic feats are applied to a spell, the cost increases are cumulative (for example, Empower Spell and Quicken Spell used together increase the spell’s mana cost by +300%).

· No metamagic feat can be used to increase a spell’s cost by a percentage more than 50 times 9 – the spell’s level (e.g., by no more than 300% for 3rd-level spells).  Furthermore, no metamagic feat can be used to raise a spell’s total cost above 55 mana points (45 for “cure” spells).

· Metamagic feats are always applied to a spell spontaneously and do not penalize the spell’s casting time.

Exceeding normal spell power:

· Unlike regular D&D, a spellcaster in the Pellador campaign can try to exceed his or her normal spell power.  Doing so requires succeeding on a demanding ability check, and may inflict fatigue on the character if failed.

· Minimum ability score: In regular D&D, a spellcaster must have a minimum score in the class’s controlling ability (Int, Wis, Cha) equal to 10 + the spell’s level in order to cast a spell.  In Pellador, a spellcaster can try to cast spell of a level higher than normally allowed by making an ability check using the class’s controlling ability (Int, Wis, Cha), adding the character’s total ranks in Spellcraft to the result.  The DC is equal to 15 + 1 for each point his or her ability score is below the minimum amount.
· Allowed spell level: In regular D&D, a spellcaster cannot cast a spell beyond the spell level provided by his class level (e.g., a wizard cannot cast 3rd-level spells until caster level 5).  In Pellador, a spellcaster can try to cast a spell of a higher level by making an ability check using the class’s controlling ability (Int, Wis, Cha), adding the character’s total ranks in Spellcraft to the result.  The DC is equal to 12 + 2 times the spell’s level.  If the character also does not have the sufficient minimum ability score, he or she only needs to make one check but the DC is increased by +1 for each point his or her ability score is below the minimum amount.

· Failing a check: If a spellcaster fails one of the checks described above, the spell does not take effect and the mana points are lost regardless.  Furthermore, the character may suffer fatigue due to the extra strain.  Immediately after failing the check, the spellcaster must make a Concentration skill check at a DC equal to 15 + the spell’s level.  If this Concentration check fails, the character becomes fatigued.  Fatigued characters may continue to cast spells, but if they suffer fatigue a second time they become exhausted.  An exhausted spellcaster cannot attempt checks to exceed his or her normal allowed spell power.
· Out of mana: Immediately after a character casts a spell that uses his or her last mana point (so that all mana pools are at zero), he or she must make a Concentration check at DC 20 or become fatigued (as above).

Combat

Dying and Becoming Stable [D20 Modern]: Instead of the listed 10% chance, the character makes a Fortitude saving throw at DC 20 to stabilize at -1 to -9 HP.

Energy Drain and Ability Loss [House]: These effects are never permanent.  If a character fails the saving throw to remove the negative level or ability drain, the loss continues for another 24 hours (when the save can be rolled again) rather than becoming permanent.  Use the same DC for saves to remove drain; if the original attack did not allow a saving throw, the save DC is 10 + ½ attacker’s HD + attacker’s Cha bonus (if any).

Healing Damage [House]:

· Any magical effect that cures damage (like a cure spell, a potion, or other spell-like effect) restores lost hit points immediately, but the recipient is left with an amount of nonlethal damage equal to one-half (round down) of the hit points regained. A character cannot receive the benefits of healing magic (any spell, potion, or spell-like effect) again until all of the nonlethal damage left from the first healing effect has been recovered.

· Using the Heal skill to bind wounds restores some lost hit points but leaves the recipient with an amount of nonlethal damage equal to the full amount of HP regained.  A character cannot benefit from any further bind wounds attempts until all nonlethal damage left by the first bind wounds attempt has been recovered.

Massive Damage Threshold [D20 Modern]: Every creature possesses a massive damage threshold equal to its current, fully modified Constitution score.  Whenever a character takes damage from a single hit that exceeds the massive damage threshold, the character must make a Fortitude save (DC 20).  If the character fails the save, the character’s hit point total is immediately reduced to –1. If the save succeeds, the character suffers no ill effect beyond the loss of hit points.  Creatures immune to critical hits are also immune to massive damage.
Weapons, Armor, and Equipment
Miscellaneous equipment: Most basic gear listed in the PHB is available in the world of Pellador, although in more primitive bronze-age versions.  Equipment that is completely inappropriate to a bronze-age setting (complex machinery like clocks or siege engines, for example) is not available.  Furthermore, the products of alchemy (sunrods, etc.) are not available.
Equipment costs: All “costs” for weapons and armor are relative trade value—how an item already made and used compares in appraised value to another item.  When purchasing a new item, the cost should be higher (at least +25% more) since the time and expertise of a craftsman must also be compensated.

Bows: There are no longbows or shortbows in Pellador, only a basic bow crafted to match the size of its intended wielder.  Any class that in the standard V3.5 D&D rules is allowed to use a shortbow or longbow is considered proficient with the bow in Pellador.  The Pellador bow can be used from the back of a chariot without extra penalty, but there is a -4 attack penalty when used mounted on horseback.
Helmets: A conical helmet, made out of pieces of tusk or hardened leather, is bell-shaped and open-faced.  A crested helmet, made out of copper or bronze, has a reinforced guard on top and some protection for the face.  A helmet worn with armor increases the armor bonus by the amount listed in parentheses—worn alone without armor, a helmet provides no Armor Class protection.  A magic helmet may possess an enhancement bonus, but it does not stack with any enhancement bonus possessed by the armor worn (use whichever enhancement bonus is greater).  A helmet imposes an Armor Check Penalty but, unlike shields, it does not stack with the penalty imposed by the armor worn.  The wearer suffers the Armor Check Penalty imposed by either the helmet or the armor, whichever is worse.  The Armor Check Penalty of a masterwork or magical helmet is 1 less, just like any masterwork or magical armor.  A conical helmet counts as medium armor and a crested helmet as heavy armor, and if the wearer does not possess the appropriate armor proficiency then the helmet’s Armor Check Penalty applies to all attack rolls and all skill checks that involve moving, including Ride.

Weapon Materials: Steeled iron is practically unknown in the world of Pellador.  The overwhelming majority of metal weapons and tools are made out of bronze, some out of copper.  All bladed or blunt-headed weapons are made out of copper or bronze, qualifying as “soft metal” for durability checks to see if a weapon is damaged or destroyed.  Other weapons like a club or quarterstaff are made out of wood or bone.  Darkwood is known in the world of Pellador (especially among the spirit elves and wood gnomes), as is mithral and adamantine (especially among the underdeep dwarves) and cold iron (especially among the shadow elves and mist goblins).  In Pellador, cold iron affects all elves just as it affects fey beings.
Weapon Delay and Iterative Attacks: Every weapon, including unarmed attacks, has a “delay” based on its size, mass, and speed.  Delay does not affect the character’s chance to hit, but it does alter at which BAB additional attacks are received with the weapon.  Normally, a character receives one extra iterative attack for each full +5 BAB above +1.  Quicker weapons receive the extra iterative attacks sooner, while slower weapons receive the extra iterative attacks later.
Delay



BAB for Iterative Attacks
Very Quick (Delay 3)

+13/+10/+7/+4/+1

Quick (Delay 4)

+17/+13/+9/+5/+1

Standard (Delay 5)

+16/+11/+6/+1

Slow (Delay 6)

+19/+13/+7/+1

Very Slow (Delay 7)

+15/+8/+1

Weapons and Equipment
	Table: Weapons

	

	Simple Weapons
	Cost
	Dmg (S)
	Dmg (M)
	Critical
	Range
	Delay
	Weight1
	Type2

	Unarmed Attacks

	Gauntlet (see Armor)
	2 gp
	1d2
	1d3
	x2
	—
	Quick
	1 lb.
	Bludgeoning

	Unarmed strike
	—
	1d23
	1d33
	x2
	—
	Quick
	—
	Bludgeoning

	Light Melee Weapons

	Dagger
	2 gp
	1d3
	1d4
	19–20/x2
	10 ft.
	Quick
	1 lb.
	Piercing or slashing

	Mace, light
	5 gp
	1d4
	1d6
	x2
	—
	Standard
	4 lb.
	Bludgeoning

	Sickle
	6 gp
	1d4
	1d6
	x2
	—
	Standard
	2 lb.
	Slashing

	One-Handed Melee Weapons

	Club
	—
	1d4
	1d6
	x2
	10 ft.
	Standard
	3 lb.
	Bludgeoning

	Mace, heavy
	12 gp
	1d6
	1d8
	x2
	—
	Standard
	8 lb.
	Bludgeoning

	Spear
	3 gp
	1d6
	1d8
	x3
	20 ft.
	Standard
	6 lb.
	Piercing

	Two-Handed Melee Weapons

	Longspear4
	5 gp
	1d6
	1d8
	x3
	—
	Standard
	9 lb.
	Piercing

	Quarterstaff5
	—
	1d4/1d4
	1d6/1d6
	x2
	—
	Standard
	4 lb.
	Bludgeoning

	Ranged Weapons

	Dart
	5 sp
	1d3
	1d4
	x2
	20 ft.
	Quick
	1/2 lb.
	Piercing

	Javelin
	1 gp
	1d4
	1d6
	x2
	30 ft.
	Standard
	2 lb.
	Piercing

	Sling7
	—
	1d3
	1d4
	x2
	50 ft.
	Slow
	0 lb.
	Bludgeoning

	Bullets, sling (10)
	1 sp
	—
	—
	—
	—
	
	5 lb.
	—

	
	
	
	
	
	
	
	
	

	Martial Weapons
	Cost
	Dmg (S)
	Dmg (M)
	Critical
	Range
	Delay
	Weight1
	Type2

	Light Melee Weapons

	Axe, throwing
	8 gp
	1d4
	1d6
	x2
	10 ft.
	Standard
	2 lb.
	Slashing

	Hammer, light
	1 gp
	1d3
	1d4
	x2
	20 ft.
	Standard
	2 lb.
	Bludgeoning

	Handaxe
	6 gp
	1d4
	1d6
	x3
	—
	Standard
	3 lb.
	Slashing

	Pick, light
	4 gp
	1d3
	1d4
	x4
	—
	Standard
	3 lb.
	Piercing

	Sap
	1 gp
	1d43
	1d63
	x2
	—
	Quick
	2 lb.
	Bludgeoning

	Sword, short
	10 gp
	1d4
	1d6
	19–20/x2
	—
	Standard
	2 lb.
	Piercing

	One-Handed Melee Weapons

	Battleaxe
	10 gp
	1d6
	1d8
	x3
	—
	Standard
	6 lb.
	Slashing

	Flail, light
	8 gp
	1d6
	1d8
	x2
	—
	Standard
	5 lb.
	Bludgeoning

	Broadsword
	13 gp
	1d8
	1d10
	x2
	—
	Slow
	6 lb.
	Slashing

	Pick, heavy
	8 gp
	1d4
	1d6
	x4
	—
	Slow
	6 lb.
	Piercing

	Scimitar
	25 gp
	1d4
	1d6
	18–20/x2
	—
	Quick
	4 lb.
	Slashing

	Trident
	15 gp
	1d6
	1d8
	x2
	10 ft.
	Standard
	4 lb.
	Piercing

	Warhammer
	12 gp
	1d6
	1d8
	x3
	—
	Standard
	5 lb.
	Bludgeoning

	Two-Handed Melee Weapons

	Falchion
	75 gp
	1d6
	2d4
	18–20/x2
	—
	Standard
	8 lb.
	Slashing

	Greataxe
	20 gp
	1d10
	1d12
	x3
	—
	Slow
	12 lb.
	Slashing

	Greatclub
	5 gp
	1d8
	1d10
	x2
	—
	Slow
	8 lb.
	Bludgeoning

	Flail, heavy
	15 gp
	1d8
	1d10
	19–20/x2
	—
	Standard
	10 lb.
	Bludgeoning

	Lance4
	10 gp
	1d6
	1d8
	x3
	—
	Standard
	10 lb.
	Piercing

	Scythe
	18 gp
	1d6
	2d4
	x4
	—
	Slow
	10 lb.
	Piercing or slashing

	Ranged Weapons

	Bow
	50 gp
	1d6
	1d8
	x3
	70 ft.
	Standard
	3 lb.
	Piercing

	Arrows (20)
	1 gp
	—
	—
	—
	—
	
	3 lb.
	—

	Bow, composite
	75 gp6
	1d6
	1d8
	x3
	90 ft.
	Standard
	3 lb.
	Piercing

	Arrows (20)
	1 gp
	—
	—
	—
	—
	
	3 lb.
	—

	Exotic Weapons
	Cost
	Dmg (S)
	Dmg (M)
	Critical
	Range
	Delay
	Weight1
	Type2

	One-Handed Melee Weapons

	Waraxe
	30 gp
	1d8
	1d10
	x3
	—
	Slow
	8 lb.
	Slashing

	Whip4
	1 gp
	1d23
	1d33
	x2
	15 ft.
	Quick
	2 lb.
	Slashing

	Two-Handed Melee Weapons

	Flail, dire5
	90 gp
	1d6/1d6
	1d8/1d8
	x2
	—
	Standard
	10 lb.
	Bludgeoning

	Ranged Weapons

	Net
	20 gp
	—
	—
	10 ft.
	6 lb.
	Slow
	—
	

	1 Weight figures are for Medium weapons. A Small weapon weighs half as much, and a Large weapon weighs twice as much.

	2 When two types are given, the weapon is both types if the entry specifies “and,” or either type (player’s choice at time of attack) if the entry specifies “or.”

	3 The weapon deals nonlethal damage rather than lethal damage.     

	4 Reach weapon.  

	5 Double weapon.

	6 +100 gp per point of Strength bonus granted by the bow.

	7 Add Strength bonus to damage. Reloading a sling is a move action that requires two hands and provokes an attack of opportunity.


	Medium Weapon Damage
	Large Weapon Damage
	Small weapons and armor are worth the same as Medium.

Large weapons are armor require twice the value as Medium to make (though often are worth less in trade).

	1d3
	1d4
	

	1d4
	1d6
	

	1d6
	1d8
	

	1d8
	2d6
	

	1d10
	2d8
	

	1d12
	3d6
	

	2d4
	2d6
	

	2d6
	3d6
	


	Table: Armor and Shields

	 
	
	
	
	
	
	–— Speed —–
	

	Armor
	Cost
	Armor/Shield 

Bonus
	Maximum 

Dex Bonus
	Armor 

Check Penalty
	Arcane Spell 

Failure Chance
	(30 ft.)
	(20 ft.)
	Weight1

	Light armor
	
	
	
	
	
	
	
	

	Quilted, linen
	5 gp
	+1
	+8
	0
	5%
	30 ft.
	20 ft.
	10 lb.

	Leather
	10 gp
	+2
	+6
	0
	10%
	30 ft.
	20 ft.
	15 lb.

	Silk
	500 gp
	+2
	+9
	0
	0%
	30 ft.
	20 ft.
	7 lb.

	Medium armor
	
	
	
	
	
	
	
	

	Hide, bearskin
	15 gp
	+3
	+4
	–3
	20%
	20 ft.
	15 ft.
	25 lb.

	Scale mail4
	50 gp
	+4
	+3
	–4
	25%
	20 ft.
	15 ft.
	30 lb.

	Breastplate4
	200 gp
	+5
	+3
	–4
	25%
	20 ft.
	15 ft.
	30 lb.

	Conical helmet5
	10 gp
	+1
	—
	(–2)
	5%
	—
	—
	5 lb.

	Heavy armor
	
	
	
	
	
	
	
	

	Banded mail4
	250 gp
	+6
	+1
	–6
	35%
	20 ft.2
	15 ft.2
	35 lb.

	Crested helmet5
	40 gp
	+2
	—
	(–3)
	15%
	—
	—
	10 lb.

	Shields
	
	
	
	
	
	
	
	

	Buckler, hide
	15 gp
	+1
	—
	–1
	5%
	—
	—
	5 lb.

	Light, wooden
	3 gp
	+1
	—
	–1
	5%
	—
	—
	5 lb.

	Heavy, bronze
	20 gp
	+2
	—
	–2
	15%
	—
	—
	10 lb.

	Tower-shaped
	30 gp
	 +33
	+2
	–5
	25%
	—
	—
	20 lb.

	1 Weight figures are for armor sized to fit Medium characters. Armor fitted for Small characters weighs half as much, and armor for Large characters weighs twice as much.

	2 When running in heavy armor, you move only triple your speed, not quadruple.

	3 A tower-shaped shield can instead grant you full cover, as a standard action.  Also, you take a –1 penalty on attack rolls due to the shield’s encumbrance.

	4 This armor includes a set of gauntlets (leather hand-wraps with metal studs).

	5 See item description (above) for special rules on how helmets function.


