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ANDY’S HOUSE RULES

My campaign utilizes the 3rd edition of D&D.  It has not converted, and most likely will not convert, to 3.5.  However, specific material from 3.5 will be considered on a case-by-case basis and some is already included.

The following expansions are, in some form, in use for the campaign: Arms and Equipment Guide, Defenders of the Faith, Deities and Demigods, Fiend Folio, Living Greyhawk Gazetteer, Living Greyhawk Journal (published separately and in Dragon and Dungeon/Polyhedron), Masters of the Wild, Monster Manual II, Psionics Handbook, Song and Silence, Sword and Fist, Tome and Blood, and Unearthed Arcana.  Abundant source material, but not rules, is found in AD&D Greyhawk products.  Where specific information does not follow, ask before incorporating rules material.  Material from other sources will be considered on a case-by-case basis.

                                               Abilities

Half of the dexterity modifier, rounded down, is applied to the normal penalties for fighting with two weapons. 

                                                     Race

Racial abilities specifically relate to Hill dwarves, High elves and Lightfoot halflings.  The changes for the others are described in the table below.  Note that Lightfoots are also referred to as Hairfoots and they often travel barefoot.

Elves must take into account the rarity of rapiers.  Elves may also take the Thrust feat (see Feats below) ignoring the base attack bonus requirement.  

	Subrace
	Ability Adjustments
	Favored Class
	Trait Changes

	Grey elf
	-2 Str, +2 Dex, -2 Con, +2 Int
	Wizard
	None

	Wood elf
	+2 Str, +2 Dex, -2 Con, -2 Int, -2 Cha
	Ranger
	None

	Mountain dwarf
	standard
	Fighter
	None

	Tallfellow halfling
	standard
	Rogue
	See Monster Manual, p 117

	Stout halfling
	standard
	Rogue
	See Monster Manual, p 117


Regions are used. They are not as rigidly defined as they are in the Forgotten Realms Campaign Setting as their only benefits are feat and bonus language access.  Any of the various languages mentioned on p12 of Living Greyhawk Gazetteer are bonus languages for characters from the appropriate region.  A 1st level character may qualify for one geographical and one racial region, a half-elf from Greyhawk for example.  After 1st level, a character may qualify for an additional geographic region for each 2 ranks in the Knowledge (Local) skill.

                                                    Class

PCs, and NPCs with PC classes, are rare individuals.  Multi-class characters are even more so.  Most NPCs a character encounters will be of an NPC class.  Thus, a village priest is more likely to be an expert, possibly an adept if he has paid special attention to his studies, rather than a cleric.  Similarly, a town guard is more likely to be a warrior than a fighter, and an urchin pick pocket an expert rather than a rogue. Like prestige classes, NPC classes do not incur experience penalties.  They are available to PCs.


Likewise, a high level NPC is usually in the 10th-14th level range.  These characters will normally be found only in large cities, usually in positions of political power. 
The following table describes which races may begin play as which classes (a character of any race may begin play as a cleric, fighter or rogue.)  Any class denied a starting character is available after first level provided someone is willing to instruct the character.  Also, until a character has gained all of the class abilities of a denied class, training is required to gain additional levels.  For example, a dwarven paladin would need training for the first five levels of the class.  At fifth level he 

gains the special mount ability.  No new abilities are gained after this, simply improvements to existing abilities.  Likewise, a dwarven barbarian would require training until 11th level, when damage reduction is first gained. 

Barbarians lose Rage as a class feature.  It is replaced by a series of feats granting the same abilities.  Each instance of a barbarian receiving a use of the ability is replaced by a bonus feat drawn from the following

list: Alertness, Endurance, Mounted Combat (Mounted Archery, Trample, Ride-By Attack, Spirited Charge), Point Blank Shot (Far Shot, Precise Shot, Rapid Shot, Shot on the Run), Rage (Extra Rage, Greater Rage), Run, Skill Focus (with a class skill only), Toughness, or Track.  Feats dependent on other feats are listed parenthetically after the prerequisite feat.

	
	Dwarf
	Elf
	Gnome
	Half-elf
	Half-orc
	Halfling
	Human

	Barbarian
	no
	no
	no
	no
	yes
	no
	yes

	Bard
	no
	yes
	yes
	yes
	no
	yes
	yes

	Druid
	no
	yes
	no
	yes
	no
	yes
	yes

	Monk
	no
	no
	no
	no
	no
	no
	yes

	Paladin
	no
	no
	no
	no
	no
	no
	yes

	Ranger
	no
	yes
	no
	yes
	no
	no
	yes

	Sorcerer
	no
	yes
	no
	yes
	yes
	yes
	yes

	Wizard
	no
	yes
	yes
	yes
	no
	no
	yes


The following lands produce barbarians.  The suggested bonus feats for these characters are included as well as typical weapons used and adjustments to class skills.  

The lands of the Frost, Ice, and Snow Barbarians as well as the Hold of Stonefist produce peoples of the Scandinavian/Viking mold.  These barbarians may substitute Profession (Sailor) for Ride as a class skill.  Mounted Combat is rare while Run and Skill Focus (Profession: Sailor) more common.  They typically employ longsword and shortbow.  

Rovers of the Barrens and Tiger and Wolf Nomads are excellent horsemen, in the same vein as the Mongols.  The Rovers, the most primitive of the three, usually have Run and use druidic weapons (though they have no specific prohibitions) and the shortbow.  The Tiger and Wolf Nomads emphasize Mounted Combat and associated feats and skills.  Their typical weapons are the lance, scimitar and composite shortbow.

Clerics do not have a bonus domain spell of each level nor may all clerics spontaneously cast cure or inflict spells.  Clerics may spontaneously cast domain spells instead, those with cure or inflict spells on their domain spell list being the only clerics who may spontaneously cast them.


Clerics are generally limited by spiritual oaths to weapons of the flails & chains and maces & clubs groups and the group of their deity’s chosen weapon.  Violations carry the same penalties as a druid.


A greatly expanded list of deities may be found in Living Greyhawk Gazetteer.

Fighters may select Rage, Thrust and a number of feats from various builder books as bonus feats.  

I am not happy with the current ranger class features.  Use the following in place of those class features presented in the PHB.

Class Features

All of the following are class features of the ranger.

Weapon and Armor Proficiency: A ranger is proficient with all simple and martial weapons, all armor, and shields.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.  Also, Swim checks suffer a -1 penalty for every 5 pounds of armor or equipment carried.  (Rangers have no special abilities relating to two-weapon combat.  This includes selecting Improved Two-Weapon Fighting without the prerequisites.)

Track: A ranger gains Track (p85, PHB) as a bonus feat. 

Favored Enemy: At 1st level, a ranger may select a type of creature (dragons, giants, goblinoids, etc) as a favored enemy.  (A ranger may only select his own race if evil.)  Due to the extensive study of these foes and training in the proper techniques for combating them, the ranger gains a +2 bonus to Bluff, Listen, Sense Motive, Spot, and Wilderness Lore checks when using these skills against this type of creature.  Likewise, the ranger adds +1d6 to damage rolls against creatures of this type.  A ranger also gets this damage bonus with ranged weapons, but only against targets within 30 feet (the ranger cannot strike with deadly accuracy beyond that range).  This damage bonus doesn’t apply to creatures immune to critical hits, is not multiplied on a critical hit and any item or ability that protects a creature from critical hits also protects a creature from this bonus damage.  The ranger must also be able to see the target well enough to pick out a vital spot and must be able to reach a vital spot.  A ranger does not gain this damage bonus when striking a target with concealment (see Table 8-10: Concealment, p133, PHB) or striking the limbs of creatures whose vitals are beyond reach.
	The Ranger v2
	
	
	
	
	

	Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Spells per day

	
	
	
	
	
	
	1
	2
	3
	4

	1
	+1
	+2
	+0
	+0
	Track, 1st favored enemy (+1d6)
	-
	-
	-
	-

	2
	+2
	+3
	+0
	+0
	Special ability
	-
	-
	-
	-

	3
	+3
	+3
	+1
	+1
	
	-
	-
	-
	-

	4
	+4
	+4
	+1
	+1
	Special ability
	0
	-
	-
	-

	5
	+5
	+4
	+1
	+1
	2nd Favored Enemy (+2d6)
	0
	-
	-
	-

	6
	+6/+1
	+5
	+2
	+2
	
	1
	-
	-
	-

	7
	+7/+2
	+5
	+2
	+2
	Special ability
	1
	-
	-
	-

	8
	+8/+3
	+6
	+2
	+2
	
	1
	0
	-
	-

	9
	+9/+4
	+6
	+3
	+3
	
	1
	0
	-
	-

	10
	+10/+5
	+7
	+3
	+3
	Special ability, 3rd favored enemy (+3d6)
	1
	1
	-
	-

	11
	+11/+6/+1
	+7
	+3
	+3
	
	1
	1
	0
	-

	12
	+12/+7/+2
	+8
	+4
	+4
	
	1
	1
	1
	-

	13
	+13/+8/+3
	+8
	+4
	+4
	Special ability
	1
	1
	1
	-

	14
	+14/+9/+4
	+9
	+4
	+4
	
	2
	1
	1
	0

	15
	+15/+10/+5
	+9
	+5
	+5
	4th favored enemy (+4d6)
	2
	1
	1
	1

	16
	+16/+11/+6/+1
	+10
	+5
	+5
	Special ability
	2
	2
	1
	1

	17
	+17/+12/+7/+2
	+10
	+5
	+5
	
	2
	2
	2
	1

	18
	+18/+13/+8/+3
	+11
	+6
	+6
	
	3
	2
	2
	1

	19
	+19/+14/+9/+4
	+11
	+6
	+6
	Special ability
	3
	3
	3
	2

	20
	+20/+15/+10/+5
	+12
	+6
	+6
	5th favored enemy (+5d6)
	3
	3
	3
	3


At 5th level and at every five levels thereafter (10th, 15th, and 20th level), the ranger may select a new favored enemy, and the bonuses associated with each favored enemy increase by +2 for skill checks and the die for damage rolls increases as per the table “The Ranger v2.”  For example, a 15th level ranger will have four favored enemies, each with bonuses of +8 to the skill checks and +4d6 damage.

Refer to Table 3-14: Ranger Favored Enemies, p45, PHB, for a list of possible favored enemies.

Special Ability: At 2nd level, 4th level and every 3rd level thereafter (7th, 10th, etc.), a ranger gains a special ability drawn from the following list.  Some abilities require a minimum class level to be selected. 

· Bonus Feat: The ranger may select a feat.  These bonus feats must be drawn from the following list: Alertness, Ambidexterity, Blind-Fight, Brew Potion, Combat Reflexes, Craft Wand, Dodge (Mobility, Spring Attack), Endurance, Extra Favored Enemy, Favored Critical, Point Blank Shot (Far Shot, Precise Shot, Rapid Shot, Shot on the Run), Quick Draw, Skill Focus (with any class skill), Toughness, Two-Weapon Fighting (Improved Two-Weapon Fighting).  Feats dependent on other feats are listed parenthetically after the prerequisite feat.  Characters must still meet all prerequisites for a feat, including ability score and base attack minimums.  The ranger may gain this ability multiple times, selecting a different feat each time.

· Skill Mastery: A ranger of 4th level or higher may select a number of class skills equal to 3 + Intelligence modifier.  When making a skill check with one of these skills, the ranger may take 10 even if stress and distractions would normally prevent doing so.  The ranger may gain this ability multiple times, selecting additional class skills for it to apply to each time.

A ranger of 10th level or higher may select any skill to apply this ability to, not just class skills.

· Trailblazing: When moving in poor conditions or through difficult terrain, the ranger may make a Wilderness Lore check to reduce the travel time.  With a check result of 15 or better, the ranger reduces travel time by 25%.  With a check result of 25 or better, the time is reduced by 50%.

The ranger can guide a group of up to 3 creatures at no penalty.  For each additional 3 creatures, or part thereof, in the group being guided, a -2 penalty to the check applies.

· Uncanny Dodge: A ranger of 4th level or higher may gain the extraordinary ability to react to danger before his senses would normally allow him to do so.  The ranger retains the Dexterity bonus to AC (if any) regardless of being caught flatfooted or struck by an invisible attacker.  (The ranger still loses the Dexterity bonus to AC if immobilized.)  

A ranger of 7th level or higher may select this ability a second time.  In this case the ranger can no longer be flanked; the ranger can react to opponents on opposite sides as easily as reacting to a single attacker.  The defense denies rogues the ability to use flank attacks to sneak attack the ranger. The exception to this defense is a rogue at least four levels higher than the character can flank the ranger (and thus sneak attack.)

Spells: Beginning at 4th level, a ranger gains the ability to cast a small number of divine spells.  To cast a spell, the ranger must have a Wisdom of 10 + the spell’s level, so a ranger with a Wisdom of 10 or lower cannot cast these spells.  Ranger bonus spells are based on Wisdom, and saving throws against these spells have a Difficulty Class of 10 + spell level + Wisdom modifier.  When a ranger gets 0 spells of a given level, such as 0 1st level spells at 4th level, the ranger only gets bonus spells.  A ranger without a bonus spell of for that level cannot yet cast spells of that level.  A ranger has access to any spell on the list and can freely choose which to prepare.  A ranger prepares and casts spells just as a cleric does (though the ranger cannot use spontaneous casting to lose a spell and cast a cure or inflict spell in its place).

Through 3rd level, a ranger has no caster level.  Starting at 4th level, a ranger’s caster level is one half the class levels.

                                  Prestige Classes

Skill Focus feat requirements are satisfied by another feat that grants the same skill check bonus.  For example, a requirement of Skill Focus (Spot) would be satisfied by the Alertness feat as it also provides a +2 bonus to Spot checks.  

Equipment requirements for prestige classes are only required for the training to gain the class or advance in level.  Lacking the requirement does not prevent the character from utilizing class features that are not equipment dependent.

Benefits a character gains for advancing in level that are not dependent on class, i.e. feats and attribute increases, may be used to satisfy a prestige class’s requirements the level they are gained.  Thus, if a character required only Dodge as a requirement for a prestige class and selected it at 6th level, the character could also select the prestige class at 6th level.

The following prestige classes may be selected without special input form the DM; they may be selected freely when the appropriate requirements are met: Arcane Trickster, Blackguard, Contemplative, Divine Oracle, Duelist, Dungeon Delver, Foe Hunter, Forsaker, Ghostwalker, Hierophant of the Old Faith, Loremaster, Shifter, Tamer of Beasts, Spellsword, Tempest, Thief-Acrobat, Veth, Weapon Master. 

Most of the other prestige classes from the various builder books are available for play.  Those from Living Greyhawk Journal are also generally allowed.  However, the following prestige classes do not fit my concept for the campaign and will most likely not be allowed: from Song and Silence, Dread Pirate, Fang of Lolth, Outlaw of the Crimson Road, Vigilante, and Virtuoso; from Sword and Fist, Gladiator, Halfling Outrider, Lasher, Master Samurai, and Ninja of the Crescent Moon; and from Tome and Blood, Blood Magus, Dragon Disciple, and Wayfarer Guide.  Exceptions may be made in the future.  

The following clarifications apply to the named prestige classes.

Bladesingers use the updated version of the prestige class from the Tome and Blood web enhancement.
The Weapon Master may use a normal version of the weapon of choice and still use the special abilities of the class.  A masterwork weapon is still required for initial training in the prestige class and to gain further levels.

Some specific changes to prestige classes:

The Devoted Defender requires membership in the royal bodyguard of one of the larger nations to learn the basics of the class.  Bodyguard schools also exist in the Free City of Greyhawk that teach the special abilities of the prestige class.  Some of the larger religions and other organizations also sponsor their own schools.  Gaining the class should not be exceptionally difficult in Greyhawk, but elsewhere a character will need to prove his loyalty to whatever organization trains him.  After the initial training, membership is not required to gain further levels.  This is meant as a role-playing hindrance, not a bar to the class.

Exotic Weapon Masters do not have Rage as a class requirement.

	Table 1: Bard of the Old Lore

	Level
	Base

Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	College
	Spells per level

	
	
	
	
	
	
	
	0
	1
	2
	3
	4
	5
	6

	1
	+0
	+2
	+2
	+2
	Bardic lore, bardic music, druid, nature sense
	(Probationer)
	3
	0
	
	
	
	
	

	2
	+1
	+3
	+3
	+3
	Bonus language, woodland stride
	Fochlucan
	3
	1
	0
	
	
	
	

	3
	+2
	+3
	+3
	+3
	Bonus language, trackless step, uncanny dodge
	Fochlucan
	3
	2
	1
	0
	
	
	

	4
	+3
	+4
	+4
	+4
	Bonus language
	Mac Fuirmidh
	3
	3
	2
	1
	
	
	

	5
	+3
	+4
	+4
	+4
	Bonus language, resist nature’s lure
	Mac Fuirmidh
	3
	3
	3
	2
	0
	
	

	6
	+4
	+5
	+5
	+5
	Bonus language
	Doss
	3
	3
	3
	3
	1
	0
	

	7
	+5
	+5
	+5
	+5
	Bonus language, slippery mind
	Canaith
	4
	3
	3
	3
	2
	1
	0

	8
	+6
	+6
	+6
	+6
	Bonus language
	Cli
	4
	4
	4
	3
	3
	2
	1

	9
	+6
	+6
	+6
	+6
	Bonus language, venom immunity
	Anstruth
	4
	4
	4
	4
	4
	3
	2

	10
	+7
	+7
	+7
	+7
	Bonus language, improved evasion
	Ollamh
	4
	4
	4
	4
	4
	4
	4


The Ghostwalker must have some compelling reason for following this path.  While allowed, the archetype does not fit a team-based campaign.

Hospitaler: Ignore the “Spells” paragraph’s example.  The class adds a level of an existing class’s divine spellcasting ability. 

Master of Shrouds: Ignore the last sentence of the “Spells per Day” paragraph.  The spell list is additional spells the master of shrouds may prepare as divine spells.  The sidebar concerning ghosts and vampires refers to creatures with the appropriate template.  Summoning them takes a use of the summon undead power appropriate to their hit dice and counts against the daily limit of summonings (3 + Cha mod). 

Some new prestige classes follow.  They are tied to specific organizations from the Living Greyhawk Gazetteer.

Bard of the Old Lore

The Colleges of the Old Lore are an order of bards appended to the druidic society of the Old Faith.  Very few of these archetypal bards are left, as their traditions are primarily those of the ancient Flan.  Bards of the Old Lore are distinguished from today’s common bards and minstrels by their noble origins, tradition of scholarship, and their use of druidic magic.  The prospective Old Lore bard must be of human descent and noble birth, although half-elves are permitted, as well.  Tradition demands that each candidate have proven skill in warmaking and stealth, in addition to surpassing grace, in order to receive druidic training.  The Old Lore legacy also includes a small number of magical, stringed instruments specifically for each of the seven colleges of the Old Lore.  Recovery of any such instrument is of prime concern to the remaining members of these colleges, and the true enchantments worked by the ancient craftsmen come alive only at the touch of a bard of the Old Lore.


-from the Living Greyhawk Gazetteer, © Wizards of the Coast, 2000

Far more than simple performers or historians, Bards of the Old Lore are the living repositories of the legends, histories, and accumulated knowledge of the Flan peoples.  It is their destiny to travel the Oerth seeking the deeds of heroes and lore that should not be forgotten.  

Bards of the Old Lore are often drawn from those adventurous enough to be worthy of song themselves.  The order knows that the path it walks is a dangerous one.  It would not allow those unprepared to walk it. To this end, probationers to the Colleges of the Old Lore must demonstrate their skills in defending themselves both by knowing the blade and when not to use it.

Note: In the following class description, the term bard refers specifically to Bards of the Old Lore and not to the bard class of the PHB.

Hit Die: d8

Requirements

To qualify to become a bard of the Old Lore, a character must fulfill the following criteria.

Alignment: any neutral combination; lawful neutral, neutral good, etc.

Race: Human or half-elf

Base Attack Bonus: +8

Hide: 8 ranks
Move Silently: 8 ranks 

Climb: 4 ranks

Perform: 4 ranks (must include a stringed instrument)

Innuendo: 4 ranks

Speak Language: Must speak at least 3 languages besides automatic languages

Knowledge (Religion): 2 ranks

Feats: any four from the list available to fighters as bonus. These feats need not have been earned as a fighter, but they must appear on that list.

Special: Evasion and Uncanny Dodge class abilities.  Must be accepted for training.  Must own a stringed instrument.

Class Skills

The bard’s class skills (and the key ability for each skill) are Alchemy (Int), Animal Empathy (Cha, Exclusive), Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int), Decipher Script (Int, Exclusive), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Jump (Str), Knowledge (all skills taken separately, Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Pick Pocket (Dex), Profession (Wis), Scry (Int, Exclusive), Sense Motive (Wis), Speak Language (Int), Spellcraft (Int), Swim (Str), Tumble (Dex), Use Magic Device (Cha), Wilderness Lore (Wis).  See chapter four of the Player’s Handbook for skill descriptions.

Skill points at additional levels: 4 + Int modifier

Class Features

Weapon and Armor Proficiency: Bards are proficient with all types (including exotic) of the following weapons: club, dagger, dart, javelin, scimitar, sling, spear, and staff.  They are also proficient with the bastard sword, long sword and short sword.  Bards are proficient with light armor but not with shields.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.  Also, Swim checks suffer a –1 penalty for every 5 pounds of armor and equipment carried.

Spells: Bards cast divine spells according to Table 1: The Bard of the Old Lore.  Bards may prepare and cast any spell on the Old Lore spell list (in the Magic section, below) provided they can cast spells of that level.  They prepare and cast spells the way a cleric does (though they cannot lose a prepared spell to cast a cure spell in its place.) Their caster level is equal to their class level.  The bard must have a Wisdom score of at least 10 + the spell’s level to prepare and cast it.  The save DC is 10 + the spell’s level + the bard’s Charisma modifier.  Bonus spells are based on Wisdom (table 1-1, pg 8, PHB.)

College: College is an important distinction to bards; they will not willingly associate with a bard of a lesser college.  The exceptions are the Magna Alumnae, who will happily aid (by advice and suggestion) any bard of any level.

Lawful, chaotic, good and evil spells: Bards cannot cast spells of an alignment opposed to their own.

Bonus Languages: Bards speak Druidic.  This secret language is known only to the druidic cults and their members are forbidden to teach it to outsiders.  Druidic has its own alphabet.  Bards also learn a new language at every level after first.  Bards normally have no restrictions when choosing languages though the DM may prohibit them from learning exceptionally obscure languages until they have heard it once. 

Bardic Lore: Bards pick up a lot of stray knowledge while wandering the land and learning stories from other bards.  A bard may make a special bardic lore check with a bonus equal to the bard’s character level + Intelligence modifier to see if some relevant information is known about local notable people, legendary items, or noteworthy places. This check will not reveal the powers of a magical item but may give a hint as to its general function.  The bard may not take 10 or 20 on this check; this sort of knowledge is essentially random.  The DM will determine the Difficulty Class of the check by referring to the table below.

	Table 2: Bardic Lore

	DC
	Type of Knowledge
	Examples

	10
	Common, known by at least a substantial minority of the local people
	A local mayor’s reputation for drinking, common legends about a powerful place of magic

	20
	Uncommon but available, known only by a few people in the area
	A local priest’s shady past, legends about a powerful magic item

	25
	Obscure, Known by few, hard to come by
	A knight’s family history, legends about a minor place of mystery or magic item

	30
	Extremely obscure, known by very few, possibly known only by those who do not know the significance of the knowledge
	A mighty wizard’s childhood nickname, the history of a petty magic item.



Once per item as a spell-like ability, a bard may make this check and also receive information as if casting an identify spell (page 216, PHB). 

Bards may also, once per day as a spell-like ability, make a bardic lore check and receive information as if casting a legend lore spell (page 219, PHB).  The bardic lore check will treat rumors as detailed information for the purposes of determining the completeness of the lore gained as outlined in the spell description.

Bardic Music: Once per day per rank in Perform, bards can use their song or poetics to produce magical effects on those around them.  Depending on ranks possessed in the Perform skill, they can inspire courage in allies, sing a countersong to protect those around them from sound-based magic, fascinate a creature, make a magical suggestion to a fascinated creature, help others perform skills better, or inspire greatness.  While these abilities fall under the category of bardic music, they can include reciting poetry, chanting, singing lyrical songs, singing melodies, whistling, or playing an instrument in combination with some spoken performance.  As with casting a spell with verbal components (see Components, page 151, PHB,) a deaf bard suffers a 20% chance to fail with bardic music.  If failed, the attempt still counts against the daily limit.  

Inspire Courage: Bards can use song or poetics to inspire courage in allies, bolstering them against fear and improving their combat abilities.  To be affected, an ally must hear the bard sing for a full round.  The effect lasts as long as the bard sings and for 5 rounds after the bard stops singing (or 5 rounds after an ally can no longer hear the bard.)  While singing, the bard can fight but cannot cast spells, activate items by spell completion (such as scrolls or activate magic items by magic word (such as wands.)  Affected allies receive a +2 morale bonus to saving throws against charm and fear effects and a +1 morale bonus to attack and weapon damage rolls.  Inspire courage is a supernatural, mind-affecting ability.

Countersong: Bards can use their music or poetics to counter magical effects that depend on sound (but not spells that simply have verbal components.)  As with inspire courage, a bard may sing, play or recite a countersong while taking other mundane actions, but not magical actions.  Each round of the countersong requires a Perform check.  Any creature within 30 feet of the bard (including the bard) who is affected by a sonic or language-dependent magical attack (such as sound burst or command) may use the bard’s Perform check result in place of their own saving throw if, after rolling the saving throw, the Perform check result proves to be better.  The bard may keep up a countersong for 10 rounds.  Countersong is a supernatural ability.

Fascinate: Bards can use their music or poetics to cause a single creature to become fascinated with them.  The creature to be fascinated must be able to see and hear the bard and must be within 90 feet.  The bard must also see the creature.  The creature must be able to pay attention to the bard.  The distraction of nearby combat or other dangers prevents this ability from working.  The bard makes a Perform check, and the target can negate the effect with a Will saving throw equal to or greater than the bard’s check result.  If the saving throw succeeds, the bard cannot attempt to fascinate that creature again for 24 hours.  If the saving throw fails, the creature sits quietly and listens to the bard for up to 1 round per level of the bard.  While fascinated, the target’s Spot and Listen checks suffer a –4 penalty.  Any potential threat (such as an ally of the bard moving behind the fascinated creature) allows the fascinated creature a second saving throw against a new Perform check result.  Any obvious threat, such as casting a spell, drawing a weapon, or aiming, automatically breaks the effect.

While fascinating (or attempting to fascinate) a creature, the bard must concentrate, as if casting or maintaining a spell.  Fascinate is a spell-like, mind-affecting charm ability.

Inspire Competence: Bards with 6 or more ranks in Perform can use music or poetics to help an ally succeed at a task.  The ally must be able to see and hear the bard and must be within 30 feet.  The bard must also see the creature.  Depending on the task that the ally has at hand, the bard may use bardic music to lift the ally’s spirits, to help the ally focus mentally, or in some other way.  The ally gets a +2 competence bonus on all skill checks as long the bard’s music is heard.  The DM may rule that certain uses of this ability are infeasible- chanting to make a rogue move more quietly, for example, is self-defeating.  The bard can maintain the effect for 2 minutes (long enough for an ally to take 20.)  Inspire confidence is a supernatural, mind-affecting ability.

Suggestion: Bards with 9 or more ranks in Perform can make a suggestion (as the spell) to a creature already fascinated (see above.)  The suggestion does not count against the bard’s daily limit on bardic music performances (once per day per character level,) but the fascination does.  A Will saving throw (DC 13 + the bard’s Charisma modifier) negates the effect.  Suggestion is a spell-like, mind-affecting ability.

Inspire Greatness: Bards with 12 or more ranks in Perform can use song or poetics to inspire greatness in another creature, granting extra fighting capability.  For every three levels the bard has, the bard can inspire greatness in one additional creature.  To inspire greatness, the bard must sing and the creature must hear the bard sing for a full round, as with inspire courage.  The creature must also be within 30 feet.  A creature inspired with greatness gains temporary Hit Dice, attack bonuses, and saving throw bonuses as long as it can hear the bard continue to sing and for 5 rounds thereafter.  (All these bonuses are competence bonuses.)  The target gains the following boosts:

· +2 Hit Dice (d10’s that grant temporary hit points)

· +2 competence bonus on attacks

· +1 competence bonus on Fortitude saves

Apply the target’s Constitution modifier, if any, to each bonus Hit Die.  These Hit Dice count as regular Hit Dice for determining effects such as sleep spell.  Inspire greatness is a supernatural, mind-affecting enchantment ability.

Additionally, some magic items have increased efficacy when used by the bard:

· Drums of Panic (add half the bard’s level to the DC to save)

· Horn of Blasting (blasts do 150% damage)

· Lyre of Building (effects are doubled)

· Pipes of the Sewers (twice the rats are summoned in half the usual time)

Druid: Bards of the Old Lore are considered druids of their class level whenever the distinction is called for.  

Nature Sense:  Bards can identify plants and animals (their species and special traits) with perfect accuracy.  He can tell whether water is safe to drink or dangerous (polluted, poisoned, or otherwise unfit for consumption.)

Woodland Stride: At 2nd level, bards may move through natural thorns, briars, overgrown areas, and similar terrain at normal speed and without suffering damage or other impairment.  However, thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede motion still affect the bard.

Trackless Step: At 3rd level, bards leave no trail in natural surroundings and cannot be tracked.

Uncanny Dodge: At 3rd level and above, bards retain their Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker.

Add together the all the class levels of the classes that grant uncanny dodge and determine the character’s uncanny dodge ability on that basis.
Resist Nature’s Lure: At 4th level, bards gain a +4 bonus on saving throws against the spell-like abilities of feys.

Slippery Mind: At 7th level, if a bard is affected by an enchantment and fails the saving throw, 1 round later the bard can attempt the saving throw again. The bard only gets this one extra chance to succeed. This is an extraordinary ability. 

Venom Immunity: At ninth level, the bard gains immunity to all organic poisons, including monster venoms but not mineral poisons or poison gas.

Improved Evasion: This extraordinary ability, gained at 10th level, works like evasion (see PHB p48). The bard takes no damage at all on successful saving throws against attacks that allow a Reflex saving throw for half damage (breath weapon, fireball, and so on). What’s more, the bard takes only half damage on a failed saving throw, since the bard’s reflexes allow the character to get out of harm’s way with incredible speed.

Code of Conduct: A bard of the Old Lore will never serve as a cohort for longer than one to four months.  As their people’s historians and keepers of knowledge they must continue seeking new songs and stories of heroics.  They are also unable to employ cohorts other than humans, elves and half-elves with druid, fighter or rogue levels.  Only bards of 16th level, the Magna Alumnae, may settle down and construct a stronghold of any sort. 

Hierophant of the Old Faith

Those adventurous enough to ascend to the rank of Grand Druid are often dissatisfied with the position given that it is primarily a political achievement.  Others recognize the post of Grand Druid for what it is and avoid it altogether.  These elder druids seek knowledge and experience elsewhere, abandoning their post and wandering the world as a hierophant, becoming more and more a living force of nature.  


Note: In the following class description, the term hierophant refers specifically to Hierophants of the Old Faith and not to the hierophant prestige class of the FRCS and D&D3.5 DMG.

Hit Die: d8

Requirements

To qualify to become a Hierophant of the Old Faith, a character must fulfill all the following criteria.


Alignment: True neutral


Race: Human, half-elf, elf


Spells: Ability to cast 7th level divine spells including ice storm, control weather, fire storm, and wind walk.


Knowledge (Nature): 15 ranks 


Wilderness Lore: 15 ranks


Concentration: 10 ranks


Knowledge (Religion): 8 ranks


Speak Language: Must speak the following languages: Draconic, Druidic, Elven, Giant, Gnome, Sylvan, and Treant


Special: Nature Sense and Woodland Stride class abilities.  Must contact the Druids of the Old Lore and pass through their “Nine Circles of Initiation.”

Class Skills

	Table 1: Hierophant of the Old Faith

	Level
	Base

Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Spells

	1
	+0
	+2
	+0
	+2
	Druid, Prime of Life, A Thousand Faces, Venom Immunity
	+1 level of druid

	2
	+1
	+3
	+0
	+3
	Conjure Elemental (1/day), Enter Elemental Plane of Earth, Hibernate
	+1 level of druid

	3
	+2
	+3
	+1
	+3
	Conjure Elemental (2/day), Enter Elemental Plane of Fire
	+1 level of druid

	4
	+3
	+4
	+1
	+4
	Conjure Elemental (3/day), Enter Elemental Plane of Water
	+1 level of druid

	5
	+3
	+4
	+1
	+4
	Conjure Elemental (4/day), Enter Elemental Plane of Air
	+1 level of druid

	6
	+4
	+5
	+2
	+5
	Enter Para-Elemental Planes
	+1 level of druid

	7
	+5
	+5
	+2
	+5
	Enter Plane of Shadow
	+1 level of druid

	8
	+6
	+6
	+2
	+6
	Enter Plane of Concordant Opposition
	+1 level of druid

	9
	+6
	+6
	+3
	+6
	Enter Inner Planes
	+1 level of druid

	10
	+7
	+7
	+3
	+7
	Enter Inner Probability Planes
	+1 level of druid


The class skills of the Hierophant of the Old Faith (and the key ability for each skill) are Animal Empathy (Cha, Exclusive,) Climb (Str,) Concentration (Con,) Craft (Int,) Diplomacy (Cha,) Handle Animal (Cha,) Heal (Wis,) Hide (Dex,) Intuit Direction (Wis,) Jump (Str,) Knowledge (all skills, taken individually) (Int,) Listen (Wis,) Move Silently (Dex,) Scry (Int, Exclusive,) Search (Int,) Spellcraft (Int,) Spot (Wis,) Swim (Str,) Use Rope (Dex,) and Wilderness Lore (Wis.)  See chapter 4 of the Player’s Handbook for skill descriptions.


Skill Points at Each Level: 4 + Intelligence modifier.
Class Features

The following are class feature of the Hierophant of the Old Faith.


Weapon and Armor Proficiency: Hierophants are proficient with club, dagger, dart, halfspear, quarterstaff, scimitar, sickle, shortspear, sling and longspear.  Their spiritual oaths prohibit them from using weapons other than these.  They are proficient with light and medium armors but are prohibited from wearing metal armor (thus they may wear only padded, leather and hide armor).  They are skilled with shields but may not use metal ones.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.  Also, Swim checks suffer a –1 penalty for every 5 pounds of armor and equipment carried.

A hierophant who wears prohibited armor or wields a prohibited weapon is unable to use any magical powers while doing so and for 24 hours thereafter.  (Note: A hierophant may use wooden items that have been altered by the ironwood spell so that they function as though they were steel.  See the spell description, page 218, PHB.)


Spells: At each level, hierophants gain a level of spell-casting ability in the druid class.  This stacks with any levels of druid the hierophant already has.


Druid: Hierophants of the Old Faith are considered druids of their level in this class whenever the distinction is called for.  Any levels they have in another druid class stack for these purposes.


Hierophants also continue their druidic studies throughout their careers.  Their effective druid caster level determines the level of druidic abilities they gain from Table 3-8: The Druid, page 34, PHB.  


Prime of Life: Hierophants gain extra longevity expressed as a number of decades equal to character level.  The hierophant no longer suffers penalties due to aging (this includes penalties already assessed, they are now ignored) and cannot be magically aged.  Bonuses still accrue and hierophants still die of old age when their time is up.


A Thousand Faces: Hierophants can change appearance at will, as if using the spell alter self (p 172, PHB.)  Note, however, that this alteration is non-magical and so cannot be detected short of true seeing or the like.


Venom Immunity: Hierophants gain immunity to all organic poisons, including monster venoms but not mineral poisons or poison gas.


Conjure Elemental: As a spell-like ability, the hierophant can summon an elemental as if a casting a summon nature’s ally spell (page 260, PHB) of the highest level the hierophant could normally cast. 


Enter Elemental Plane: As a supernatural ability, hierophants can enter the appropriate plane, survive there and return.  The plane is treated as the hierophant’s native plane and there is no limit to the amount of time the hierophant may remain there.  The transfer takes one round and is usable at will.


Hibernate: Hierophants can hibernate, suspending animation for the same amount of time as their increased longevity from the Prime of Life ability.  While hibernating, hierophants do not age.

Ex-Hierophants of the Old Faith

A Hierophant of the Old Faith who ceases to revere nature or who changes to a prohibited alignment loses all spells and Hierophant of the Old Faith abilities and cannot gain levels as a Hierophant of the Old Faith until he atones (see the atonement spell, PHB, page 176.)

The following prestige class is an adaptation of a warrior kit from the 2nd edition AD&D product Greyhawk Player’s Guide.  It is an example of a custom prestige class a player may submit for approval.

Ranger of the Gnarley Forest

Description

Hit Die: d10

Requirements


Base Attack Bonus: +5


Alignment: any good

	The Gnarley ranger

	Level
	Base

Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Spells

	1
	+1
	+2
	+0
	+2
	Favored enemy, nature sense
	+1 level of existing class

	2
	+2
	+3
	+0
	+3
	Woodland stride
	+1 level of existing class

	3
	+3
	+3
	+1
	+3
	Trackless step
	+1 level of existing class

	4
	+4
	+4
	+1
	+4
	
	+1 level of existing class

	5
	+5
	+4
	+1
	+4
	Favored enemy
	+1 level of existing class



Innuendo: 3 ranks


Knowledge (Nature): 5 ranks 


Wilderness Lore: 8 ranks


Feats: Track, Weapon Focus (any bow except a crossbow) 


Class Skills

The Gnarley ranger’s class skills (and the key ability for each skill) are Animal Empathy (Cha, exclusive skill), Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Innuendo (Wis), Intuit Direction (Wis), Knowledge (Nature) (Int), Move Silently (Dex), Profession (Wis), Scry (Int, exclusive skill), Spellcraft (Int), Swim (Str), and Wilderness Lore (Wis). 


Skill Points at Each Level: 4 + Int modifier

Class Features

All of the following are class features of the Gnarley Ranger.


Weapon and Armor Proficiency: A Ranger of the Gnarley Forest is proficient with all simple and martial weapons, light armor, medium armor, and shields.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tum

ble.  Also, Swim checks suffer a -1 penalty for every 5 pounds of armor or equipment carried.  
Favored Enemy: At 1st level, a Ranger of the Gnarley Forest may select a type of creature (usually giants, humanoids [goblin or orc] or monstrous humanoids) as a favored enemy.  Due to the extensive study of these foes and training in the proper techniques for combating them, the ranger gains a +2 bonus to Bluff, Listen, Sense Motive, Spot, and Wilderness Lore checks when using these skills against this type of creature.  Likewise, the ranger adds +1d6 to damage rolls against creatures of this type.  A ranger also gets this damage bonus with ranged weapons, but only against targets within 30 feet (the ranger cannot strike with deadly accuracy beyond that range).  This damage bonus doesn’t apply to creatures immune to critical hits and is not multiplied on a critical hit.  The ranger must also be able to see the target well enough to pick out a vital spot and must be able to reach a vital spot.  A ranger does not gain this damage bonus when striking a target with concealment (see Table 8-10: Concealment, p133, PHB) or striking the limbs of creatures whose vitals are beyond reach.

At 5th level , the ranger may select a new favored enemy, and the bonuses associated with each favored enemy increase by +2 for skill checks and the die for damage rolls increases to +2d6.  

If the Gnarley Ranger already has favored enemy as a class skill, these bonuses are added to any the character already has.

Refer to Table 3-14: Ranger Favored Enemies, p45, PHB, for a list of possible favored enemies.

Bonus Languages: Rangers of the Gnarley Forest speak some Druidic in addition to any other languages.  This secret language is normally known only to druids, but through their dealings with them, the Gnarley Rangers have managed to decipher part of it.  When attempting to communicate in Druidic, a Gnarley Ranger must make an Innuendo check with his Gnarley Ranger level as a bonus to the check.  Druidic has its own alphabet. 

Nature Sense: A Gnarley Ranger can identify plants and animals (their species and special traits) with perfect accuracy. The Gnarley Ranger can determine whether water is safe to drink or dangerous. 

Woodland Stride: Starting at 2nd level, a Gnarley Ranger may move through natural thorns, briars, overgrown areas, and similar terrain at his or her normal speed and without suffering damage or other impairment. However, thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede motion still affect the ranger. 

Trackless Step: Starting at 3rd level, a Gnarley Ranger leaves no trail in natural surroundings and cannot be tracked. 

These are simply “common” prestige classes among adventurers.  Prestige classes from other sources may be approved.  The DM must be provided with a copy of the class for review and a summary of why the player believes his character should be allowed to qualify for the class, particularly if it involves membership or a group’s consent.             











Skills

All of the new uses for skills from the various “builder books;” Bluff (seduction), Hide (sniping), Knowledge (War), etc; are in use.  
Intuit Direction no longer exists as a separate skill.  It is subsumed by Wilderness Lore.

Speak Language is always a class skill for those languages from a character’s home region, as defined on p12 of Living Greyhawk Gazetteer.  These languages are also bonus languages for these characters.

 

                                          Feats

Most feats from the various “builder books” are available to any character who qualifies.  Generally, unless the feat changes a fundamental theme or limitation of a class ability it will be allowed.  Currently, the following are not allowed: Blindsight, Expert Tactician (the original Sword and Fist version), Extra Music, Extra Wild Shape, Fleet of Foot, Instantaneous Rage, and Subsonics.

The following are my clarifications and rulings regarding certain feats.

Combat Reflexes

Note that neither this feat nor the attacks of opportunity rules protect one from the consequences of provoking multiple attacks of opportunity.  If you provoke multiple attacks of opportunity in the threatened space of a creature with Combat Reflexes, you are subject to all of those attacks the creature can make.

Leadership

A new prerequisite and a clarification are added.

Prerequisite: Must qualify for the base of operations or other rallying point leadership modifier.

Benefit: Note that no strict limit on the number of cohorts a character may have is associated with this feat.

Sacred Steed (from Dungeon #104/Polyhedron #163)



Benefit: Ignore the reference to the number of times per day a special mount may be called.  A D&D3E paladin’s mount is not summoned.

Skill Focus
Benefit: The selected skill is always considered a class skill for the character in addition to the normal benefit.

The following feats from Song and Silence are available to fighters as bonus feats: Arterial Strike, Chink in the Armor, Expert Tactician, Hamstring, and Snatch Weapon.  As always, the character must meet all the prerequisites.  Those feats similarly identified in later printings of Sword and Fist are also available for this purpose.

The following are new feats available to characters.

Baklunish [General]

The Baklunish respect for horses is reflected in your horsemanship.

Region: Baklunish
Benefit: Animal Handling and Ride are always considered class-skills for you.

Special: This feat must be selected at 1st level.

Flanlore [General]

You were raised in the traditions of the Flan, learning of the land and those things in it.

Region: Flan

Benefit: Knowledge (Nature) and Wilderness Lore are always considered class skills.


Special: This feat must be selected at 1st level.

Greater Rage [General]

Greater Rage is now a feat rather than a class feature of the barbarian.  Your rages are now more effective.

Prerequisites: Base attack bonus +12 or higher, the ability to rage 6 or more times per day.

Benefit: The bonuses when raging increase to +6 Str and Con and +3 morale bonus to Will saving throws. The AC penalty remains –2.

Special: Characters with this feat and the ability to rage 8 or more times per day are no longer winded after raging.

Barbarians may select this feat as one of the bonus feats they receive as a class ability.

Oeridian Skill [General]

Region: Oeridian
Benefit: You gain proficiency with one martial weapon.  If already proficient with all martial weapons, you gain proficiency with one exotic weapon or a +1 to hit with one weapon.  Also, you gain a +2 to Balance and Tumble checks .


Special: This feat must be selected at 1st level.

Olman [General]

[This feat will cover the benefits of being raised in traditional Olman society; specifics are pending.]

Rage [General]

You have the ability to rage.

Prerequisites: base attack bonus +1 or higher, non-lawful alignment

Benefit: The character may rage once per day, flying into a screaming blood frenzy.  +4 Str and Con, +2 morale bonus to Will saving throws, -2 AC.  It follows all the rules presented in the PHB.

Special: Barbarians and fighters may select this feat as one of the bonus feats they receive as a class ability.

Sidekick [General]

You have a sidekick who follows you.

Prerequisites: 6th level

Benefit: You have one cohort as described in the rules for the Leadership feat.  Unlike Leadership, no base of operations is required.  None of the situational leadership modifiers apply nor may you replace this cohort.

Signature Weapon [Special]

You are known for your use of a particular weapon.

Prerequisites: Proficient with weapon, Weapon Focus and Weapon Specialization with the weapon, Fighter level 8th +

Benefit: Select a particular weapon, to include such specificity as special materials and special abilities such as flaming.  You add +2 to attack rolls and +1 to damage rolls you make using the selected weapon.  

If the weapon allows a special attack for which an attack roll is not used, such as the opposed strength check one must win when attempting to trip an opponent with a halberd or spiked chain, the +2 bonus to attack rolls also applies to those rolls.  

These bonuses stack with Weapon Focus and Weapon Specialization for a total of +3 to hit and damage.

Special: You may take this feat multiple times.  Its effects do not stack.  Each time you take this feat, it applies to a new weapon.  

Fighters may select this feat as one of the bonus feats they receive as a class ability.

Thrust [General]

Prerequisites: Proficient with weapon, base attack bonus +3 or better, Expertise

Benefit: The character may make a piercing attack with a sword.  This attack inflicts 1d6 damage, threatens a critical hit on a natural roll of 18-20, and inflicts double damage on a successful critical attack.  Any of a character’s attacks with a sword may use this alternate damage. 

Special: Fighters and bladesingers may select this feat as one of the bonus feats they receive as a class ability.

The Greyhawk regional feats from Dragon 315 & 319 and any feats from the Living Greyhawk Journal are generally allowed.  Only Secret of the Firebrand (the special feat for paladins of Murlynd allowing access to firearms) is not allowed.  The allowable feats may change after further review.

                                          Equipment

Electrum is an additional coinage.  2 electrum pieces equal 1 gold piece.

Rapiers as described by the PHB (purely thrusting weapons with no edge) are not common outside of large cities the like of Greyhawk.  Those characters that would normally be proficient with the rapier must take this into account with their character background.  They may also substitute proficiency with longsword for rapier.  Like a longsword, a rapier may have an improved handguard (see below).

Some long swords with elaborate handguards are in use and thrusting (as described by the feat) is practiced by some skilled warriors.  Such handguards may simulate the effect of a gauntlet worn on the sword hand; the price and weight of the sword will increase accordingly and enhancements apply as a double weapon, though the sword may be masterwork or magical without the handguard being so.

Dwarven waraxes are not exclusively dwarven weapons.  It is simply that their racial preference for large axes that gives the weapon its name.  A waraxe is available as a spiritual weapon or weapon of the deity to clerics of Heironeous and Moradin provided they are proficient with its one handed use.  Likewise, a bastard sword may fill this role for clerics of Kelanen.

Double weapons, with the exception of the quarterstaff, are not known in the campaign.  They are currently unavailable.

Add 1 to the armor bonus of medium armors.  Add 2 to the armor bonus of heavy armors.  These are changes to the Armor bonus, not Enhancement bonuses.  Thus, they are constant regardless of changes to the armor’s category, such as from mithral, or Enhancement bonuses, such as adamantine or magic.

When planning to purchase spellcasting, keep in mind the relative rarity of high-level casters.  There will be no random NPCs above 14th level and rarely any greater than 10th.



     






Combat

I like battle mats.  They eliminate a bit of confusion in play.  Therefore, each player will be asked to provide some counter for his character.  (I don’t like using dice for this purpose, they are apt to picked up and thrown.)  I don’t mind what is used as a counter so long as it is appropriately sized to the character (generally a 1” diameter or square item.)  Miniatures from my own collection will also be available for use.


A player may measure a character’s movement and ranges rather than counting squares, at a 1” to 5 ft ratio.  Counting squares is fast, measuring is precise.  It is the player’s choice.  By the same token, a counter, burst center or other effect does not have to match up to the grid of the battle mat.

To reiterate a few earlier clarifications, nothing protects a creature from the consequences of provoking multiple attacks of opportunity within the threatened space of a creature with Combat Reflexes.  Movement only provokes a single attack of opportunity.  Also, review the section on abilities for additional changes to fighting with two weapons. 








  

Magic

	0-LEVEL OLD LORE SPELLS (CANTRIPS)



	Dancing Lights
	Figment torches or other lights.

	Daze
	Creature loses next action.

	Detect Magic
	Detects spells and magic items within 60 ft.

	Flare
	Dazzles one creature (-1 attack).

	Ghost Sound
	Figment sounds.

	Light
	Object shines like a torch.

	Mage Hand
	5-pound telekinesis.

	Mending
	Makes minor repairs on an object.

	Open/Close
	Opens or closes small or light things.

	Prestidigitation
	Performs minor tricks.

	Read Magic
	Read scrolls and spellbooks.

	Resistance
	Subject gains +1 on saving throws.

	1st-LEVEL OLD LORE SPELLS 



	Alarm
	Wards an area for 2 hours/level.

	Animal Friendship
	Gains permanent animal companions.

	Cause Fear
	One creature flees for 1d4 rounds.

	Charm Person
	Makes one person the caster’s friend.

	Cure Light Wounds
	Cures 1d8 +1/level damage (max +5).

	Delay Poison
	Stops poison from harming subject for 1 hour/level.

	Detect Secret Doors
	Reveals hidden doors within 60 ft.

	Detect Animals or Plants
	Detects species of animals or plants.

	Detect Snares and Pits
	Reveals natural or primitive traps.

	Entangle
	Plants entangle everyone in 40-ft.-radius circle.

	Erase
	Mundane or magical writing vanishes.

	Expeditious Retreat
	Doubles the caster’s speed.

	Feather Fall
	Objects or creatures fall slowly.

	Grease
	Makes 10-ft. square or one object slippery.

	Hypnotism
	Fascinates 2d4 HD of creatures.

	Identify
	Determines single feature of magic item.

	Magic Fang
	One natural weapon of subject creature gets +1 bonus to attack and damage.

	Magic Weapon
	Weapon gains +1 bonus.

	Message
	Whispered conversation at distance.

	Pass without Trace
	One subject/level leaves no tracks.

	Protection from Chaos/Evil/Good/Law
	+2 AC and saves, counter mind control, hedge out

elementals and outsiders.

	Resist Elements
	Ignores first 12 points of damage from one energy type each round.

	Silent Image
	Creates minor illusion of the caster’s design.

	Sleep
	Put 2d4 HD of creatures into comatose slumber.

	Speak with Animals
	The caster can communicate with natural animals.

	Summon Nature's Ally I
	Calls animal to fight for the caster.

	Unseen Servant
	Creates invisible force that obeys the caster’s commands.

	Ventriloquism
	Throws voice for 1 min./level.

	2nd-LEVEL OLD LORE SPELLS



	Animal Messenger
	Sends a Tiny animal to a specific place.

	Animal Trance
	Fascinates 2d6 HD of animals.

	Blindness/ Deafness
	Makes subject blind or deaf.

	Blur
	Attacks miss subject 20% of the time.

	Bull's Strength
	Subject gains 1d4+1 Str for 1 hr./level.

	Cat's Grace
	Subject gains 1d4+1 Dex for 1 hr./level.

	Cure Moderate Wounds
	Cures 2d8 +1/level damage (max +10).

	Darkness
	20-ft. radius of supernatural darkness.

	Daylight
	60-ft. radius of bright light.

	Delay Poison
	Stops poison from harming subject for 1 hour/level.

	Detect Chaos/Evil/Good/Law
	Reveals creatures, spells, or objects.

	Detect Thoughts
	Allows "listening" to surface thoughts.

	Enthrall
	Captivates all within 100 ft. + 10 ft./level.

	Glitterdust
	Blinds creatures, outlines invisible creatures.

	Hold Animal
	Holds one animal helpless; 1 round/level.

	Hold Person
	Holds one person helpless for 1 round/level.

	Hypnotic Pattern
	Fascinates 2d4+1 HD/level of creatures.

	Invisibility
	Subject is invisible for 10 min./level or until it attacks.

	Levitate
	Subject moves up and down at the caster’s direction.

	Locate Object
	Senses direction toward object (specific or type).

	Magic Mouth
	Speaks once when triggered.

	Minor Image
	As silent image, plus some sound.

	Mirror Image
	Creates decoy duplicates of the caster (1d4 +1/three levels, max 8).

	Misdirection
	Misleads divinations for one creature or object.

	Obscure Object
	Masks object against divination.

	Protection from Elements
	Absorb 12 damage/level from one kind of energy.

	Pyrotechnics
	Turns fire into blinding light or choking smoke.

	Scare
	Panics creatures up to 5 HD (15-ft. radius).

	See Invisibility
	Reveals invisible creatures or objects.

	Shatter
	Sonic vibration damages objects or crystalline creatures.

	Silence
	Negates sound in 15-ft. radius.

	Snare
	Creates a magical booby trap.

	Sound Burst
	Deals 1d8 sonic damage to subjects; may stun them.

	Speak with Plants
	The caster can talk to normal plants and plant creatures.

	Suggestion
	Compels subject to follow stated course of action.

	Summon Nature's Ally II
	Calls animal to fight for the caster.

	Summon Swarm
	Summons swarm of small crawling or flying creatures.

	Tasha’s Hideous Laughter
	Subject loses actions for 1d3 rounds.

	Tongues
	Speak any language.

	Undetectable Alignment
	Conceals alignment for 24 hours.

	Whispering Wind
	Sends a short message one mile/level.

	3rd-LEVEL OLD LORE SPELLS



	Bestow Curse
	-6 to an ability; -4 on attacks, saves, and checks; or 50% chance of losing each action.

	Blink
	The caster randomly vanishes and reappears for 1 round/level.

	Charm Monster
	Makes monster believe it is the caster’s ally.

	Clairaudience/Clairvoyance
	Hear or see at a distance for 1 min./level.

	Confusion
	Makes subject behave oddly for 1 round/level.

	Control Plants
	Talk to and control plants & fungi.

	Cure Serious Wounds
	Cures 3d8 +1/level damage (max +15).

	Diminish Plants
	Reduces size or blights growth of normal plants.

	Dispel Magic
	Cancels magical spells and effects.

	Displacement
	Attacks miss subject 50%.

	Emotion
	Arouses strong emotion in subject.

	Fear
	Subjects within cone flee for 1 round/level.

	Gaseous Form
	Subject becomes insubstantial and can fly slowly.

	Greater Magic Fang
	One natural weapon of subject creature gets +1 bonus to attack and damage per three caster levels (max +5).

	Greater Magic Weapon
	+1 bonus/three levels (max +5).

	Gust of Wind
	Blows away or knocks down smaller creatures.

	Haste
	Extra partial action and +4 AC.

	Illusory Script
	Only intended reader can decipher.

	Invisibility Sphere
	Makes everyone within 10 ft. invisible.

	Keen Edge 
	Doubles normal weapon's threat range.

	Lesser Geas
	Commands subject of 7 HD or less.

	Magic Circle against Chaos/Evil/Good/Law
	As protection spells, but 10-ft. radius and 10 min./level.

	Major Image
	As silent image, plus sound, smell and thermal effects.

	Neutralize Poison
	Detoxifies venom in or on subject.

	Phantom Steed
	Magical horse appears for 1 hour/level.

	Plant Growth
	Grows vegetation, improves crops.

	Remove Curse
	Frees object or person from curse.

	Remove Disease
	Cures all diseases affecting subject.

	Scrying
	Spies on subject from a distance.

	Sculpt Sound
	Creates new sounds or changes existing ones

	Sepia Snake Sigil
	Creates text symbol that immobilizes reader.

	Slow
	One subject/level takes only partial actions, -2 AC, -2 melee rolls.

	Summon Nature's Ally III
	Calls animal to fight for the caster.

	Tiny Hut
	Creates shelter for 10 creatures.

	Tree Shape
	The caster looks exactly like a tree for 1 hour/level.

	Water Walk
	Subject treads on water as if solid.

	Wind Wall
	Deflects arrows, smaller creatures, and gases.

	4th-LEVEL OLD LORE SPELLS



	Break Enchantment
	Frees subjects from enchantments, alterations, curses, and petrification.

	Cure Critical Wounds
	Cures 4d8 +1/level damage (max +20).

	Detect Scrying
	Alerts the caster of magical eavesdropping.

	Dimension Door
	Teleports the caster and up to 500 lb.

	Dismissal
	Forces a creature to return to native plane.

	Dominate Person
	Controls humanoid telepathically.

	Freedom of Movement 
	Subject moves normally despite impediments.

	Hallucinatory Terrain
	Makes one type of terrain appear like another (field into forest, etc.).

	Hold Monster
	As hold person, but any creature.

	Improved Invisibility
	As invisibility, but subject can attack and stay invisible.

	Legend Lore
	Learn tales about a person, place, or thing.

	Locate Creature
	Indicates direction to familiar creature.

	Modify Memory
	Changes 5 minutes of subject's memories.

	Neutralize Poison
	Detoxifies venom in or on subject.

	Nondetection
	Hides subject from divination, scrying.

	Polymorph Self
	The caster assumes a new form.

	Rainbow Pattern
	Lights prevent 24 HD of creatures from attacking or moving away.

	Secure Shelter
	Creates sturdy cottage.

	Shout
	Deafens all within cone and deals 2d6 damage.

	Summon Nature's Ally IV
	Calls animal to fight for the caster.

	Tree Stride
	Step from one tree to another far away.

	5th-LEVEL OLD LORE SPELLS 



	Contact Other Plane
	Ask question of extraplanar entity.

	Control Water
	Raises or lowers bodies of water.

	Dream
	Sends message to anyone sleeping.

	False Vision
	Fools scrying with an illusion.

	Greater Dispelling
	As dispel magic, but +20 on check.

	Healing Circle
	Cures 1d8 +1/level damage in all directions.

	Mind Fog
	Subjects in fog get -10 Wis, Will checks.

	Mirage Arcana
	As hallucinatory terrain, plus structures.

	Mislead
	Turns the caster invisible and creates illusory double.

	Nightmare
	Sends vision dealing 1d10 damage, fatigue.

	Persistent Image
	As major image, but no concentration required.

	Summon Nature’s Ally V
	Calls animal to fight for the caster.

	6th-LEVEL OLD LORE SPELLS



	Control Weather
	Changes weather in local area.

	Eyebite
	Charm, fear, sicken or sleep one subject.

	Geas/Quest
	As lesser geas, plus it affects any creature.

	Greater Scrying
	As scrying, but faster and longer.

	Mass Haste 
	As haste, affects one/level subjects.

	Mass Suggestion
	As suggestion, plus one/level subjects.

	Permanent Image
	Includes sight, sound, and smell.

	Plane Shift
	Up to eight subjects travel to another plane.

	Programmed Image
	As major image, plus triggered by event.

	Project Image
	Illusory double can talk and cast spells

	Repulsion
	Creatures can't approach the caster.

	Summon Nature’s Ally VI
	Calls animal to fight for the caster.

	Veil
	Changes appearance of group of creatures.


Magic armors, to exclude shields, are considered one category lighter than normal for movement purposes.  This changes the base speed and adds 2 to the Maximum Dex bonus and 1 to the Armor Check penalty (thus bringing it a total of two points closer to 0 with the bonus for masterwork quality).  Note that this does not change my house rule adjustments to the armor’s Armor bonus based on category nor the feats required to effectively use it.  The enhancement bonuses of magic armor, but not shields, are doubled in cost to account for this added quality.  Thus, a +1 enhancement is 2,000 gp, a +3 is 18,000 gp, and so on.  This benefit and that of mithral stack.  As this is very similar to the nimbleness armor quality from Magic of Faerûn, it will not be considered for inclusion in this campaign.

To clarify, the weight of mithral armor and shields IS halved.  This is reflected in the specific armors, but not the special material’s description.

Instruments of the Bards

(Important note: Throughout the following, the term bard refers specifically to Bards of the Old Lore.  These descriptions supercede those from other 3rd or 3.5 edition sources.)

The Instruments of the Bards are all minor artifacts.  As such, it is not possible to craft one in the current age.

Each Instrument requires a minimum level of skill to safely use.  The measure of this skill is membership in a College at least as high as that the Instrument is named for.  Lesser bards and characters of other classes may use the Instrument with the lesser effects described and also risk dangers to themselves when attempting to play.

All Instruments of the Bards share the following properties:

Any character able to play one of these instruments can sing so as to do one of the following for 10 minutes times their level as a Bard of the Old Lore, once per day:

1. magic circle against evil as the spell;

2. invisibility (although the summoning and singing can still be heard distantly, the exact location is impossible to discover unless detection of invisibility is possible);

3. levitate; and

4. fly
Each ability takes 1 round to activate. All the abilities of these items, except the perform check modifiers, function as spell completion items.
If the bonus of the instrument plus the bard’s Perform check modifier exceed +20, the target suffers an additional +1 to the save DC for each point the Perform check modifier exceeds +20.

The individual instruments follow:

Fochlucan Bandore:  If this small, 3-stringed instrument is played by a first-level bard (Probationer) or a non-bard, it has a 50% chance of casting a faerie fire spell, but there is a 10% chance that the musician will be limned by the glow, if the spell is so cast, rather than the desired target.  A bard of Fochlucan or higher college casts the faerie fire spell at base 50% per level of bard experience above 1st, reducing the reverse effect by 2% per level above 1st.  Furthermore, the bandore also has the following song properties when properly played:

1. add +2 to the bard’s Perform check modifier;

2. cast entangle once per day;

3. cast shillelagh once per day;

4. enable the bard to speak with animals once per day.

If a 1st level bard attempts these powers, there is a 30% chance that they will work, but a 70% chance that the character will take 2d4 points of damage.


Caster Level: 6th Weight: 3lbs.

MacFuirmidh Cittern:  This lute-like instrument is 50% likely to deliver 3d4 points of damage to any non-bard, or bard who has not progressed to the MacFuirmidh college, who attempts to pick it up and play it.  A bard of the MacFuirmidh or a higher college who uses the cittern adds +3 to the bard’s Perform check modifier and can sing the following songs once per day which:

1. cast a barkskin spell;

2. cast cure light wounds;

3. cast an obscuring mist spell.

Lower level bards may not use the cittern even if they do not harm themselves.


Caster Level: 9th Weight: 3lbs

Doss Lute:  This instrument is 60% likely to deliver 4d4 points of damage to any non-bard, or bard who has not progressed to the Doss college, who picks it up and attempts to play it.  A bard of the Doss or a higher college who plays the lute adds +4 to the bard’s Perform check modifier and can sing magical songs once per day which:

1. cast a hold animal spell;

2. neutralize poison;

3. cast a protection from elements spell granting protection from fire to a 10’ radius from the lute.


Caster Level: 12th Weight: 3lbs

Canaith Mandolin: The mandolin is 70% likely to cause 5d4 points of damage upon any non-bard, or bard who has not progressed to the Canaith college, who picks it up and attempts to play it.  A bard of the Canaith or higher college who plays the mandolin adds +5 to the bard’s Perform check modifier and can sing magical songs once per day which:

1. cure serious wounds;

2. dispel magic; and

3. cast a protection from elements spell granting protection from electricity to a 10’ radius from the mandolin.


Caster Level: 15th Weight: 3lbs

Cli Lyre: The lyre is 80% likely to cause 6d4 points of damage upon any non-bard, or bard who has not progressed to the Cli college, who picks it up and attempts to play it.  A bard of the Cli or higher college who plays the lyre adds +6 to the bard’s Perform check modifier and can sing magical songs once per day which:

1. control winds;

2. transmute rock to mud; and 

3. create a wall of fire.

Caster Level: 18th Weight: 3lbs

Anstruth Harp: The harp is 90% likely to cause 8d4 points of damage upon any non-bard, or bard who has not progressed to the Anstruth college, who picks it up and attempts to play it.  A bard of the Anstruth or higher college who plays the harp adds +7 to the bard’s Perform check modifier and can sing magical songs once per day which:

1. cure critical wounds;

2. create a wall of thorns; and

3. cast control weather.

Caster Level: 20th Weight: 3lbs
Ollamh Harp: If the Ollamh Harp is played by any non-bard, or bard who has not progressed to the Ollamh college, it will inflict 10d4 points of damage upon such an individual.  A bard of the Ollamh or higher college who plays the harp adds +8 to the bard’s Perform check modifier and can sing magical songs once per day which:

1. cast a confusion spell;

2. cast a control weather spell; and

3. cast a fire storm spell.


Caster Level: 20th Weight: 3lbs

                                             Monsters

These are changes to old monsters plus a few new ones to bedevil would-be heroes. 





     




  DRIDER
COMBAT

Spell-Like Abilities: The ability to use clairvoyance, discern lies, suggestion and dispel magic is dependent on the drider’s sex, not class.  They are abilities of female driders, not clerics.


     

   






    ELF

SUBRACES

Drow

Hit Dice: 2d8-2 (7 hp)

AC: 17 (+1 Dex, +5 drow armor, +1 buckler)

Attacks: short sword +3 melee, or short sword +1 melee and dagger +0 melee, or javelin +3 ranged

Damage: short sword 1d6+1 melee, dagger 1d4 melee, javelin 1d6 + poison

Special Qualities: drow traits

Saves: Fort +2, Ref +1, Will +0

Abilities: Str 10, Dex 13, Con 8, Int 13, Wis 11, Cha 9 (13 for females)

Skills: Hide +10*, Listen +5, Move Silently +10*, Search +3, Spot +5

Feats: Alertness

Challenge Rating: 2

Alignment: Usually chaotic evil

Most Drow encountered are experienced warriors; the information in the statistics block is for one of 2nd level.

COMBAT

Drow usually engage in combat garbed in a mail armor made from a strange adamantine alloy. In effect, all Drow have at least adamantine chain shirts.  They fight with an adamantine short sword and dagger and use a buckler, of adamantine for higher-level Drow, for protection.  Drow clerics will use an adamantine mace.  At least half the Drow encountered will also use a hand crossbow instead of javelins, its bolts poisoned with the Drow sleep poison.  These Drow are likely to be fighters rather than warriors, with appropriate feats.

Drow equipment

Drow wear the equivalent of cloaks and boots of elvenkind, but the bonuses provided are only +8 (*this bonus has been included in the statistics block).  The cloaks do not provide a hide bonus in bright light.

Items made by the drow will rarely fit anyone other than elves.  Altering the size requires an appropriate Craft check with a DC of 20 or the item is ruined.

DROW SOCIETY
Drow are not egalitarian like their cousins above ground.  Their dark goddess Lolth rarely lets males advance above 4th level as a cleric in her service and frowns on her daughters further exploring their arcane spellcasting abilities.  Drow society is definitely divided between a male and female world, and given the infighting, both political and personal, that exists, it is a wonder the race is able to propagate itself.  

Drow Traits (EX): These are all the special abilities of drow.  They replace the normal traits associated with elves.  

· Immunity to magic sleep spells and effects

· Spell resistance 11 + level.  

· +2 racial bonus to Will saves against spells and spell-like abilities

· Darkvision up to 120 feet

· Female drow have fast movement as a barbarian.

· Superior Coordination: When wearing light or no armor, a drow may fight as if possessing the feats Ambidexterity and Two-Weapon Fighting.  A drow loses this special bonus when fighting in medium or heavy armor, or when using a double weapon.  A drow with a base attack bonus of +9 can choose to gain the Improved Two-Weapon Fighting feat even if lacking the prerequisites for the feat.  The drow must be wearing light or no armor in order to use this benefit.

· Light Blindness: Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds drow for 1 round.  In addition, they suffer a –1 circumstance penalty to all attack rolls, saves and skill, ability and caster level checks when operating in bright light.

· +2 racial bonus to Search, Spot, and Listen checks.  An elf that merely passes within 5 feet of a secret or concealed door is entitled to a Search check as if actively looking for it.

· Spell-like abilities: 1/day-dancing lights, darkness and faerie fire.  These abilities function as the spells of the same name cast by a sorcerer of the drow’s character level.  Drow females may also, 1/day, use clairvoyance, discern lies, suggestion and dispel magic.  Beginning at 4th character level, 1/day drow may also use detect chaos, detect evil, detect good, detect law, detect magic and levitate as above.  

DROW CHARACTERS

A male drow’s favored class is wizard.  They often have levels of fighter as well.  The favored class of a female drow is cleric.  They usually worship their own dark demon-goddess Lolth.  Her domains are Chaos, Destruction, Evil and Trickery.  Drow clerics are less likely to be multi-classed.  Drow characters may use all manner of strange and unique equipment.










   FLIND

Medium-Size Humanoid (Gnoll)

Hit Dice: 2d8+6 (15 hp)

Initiative: +1 (Dex)
Speed: 20 ft. (scale), base 30 ft.

AC: 18 (+1 Dex, +1 natural, +4 scale, +2 large shield)

Attacks: Club +4 melee; or flindbar +4/-1 melee 

Damage: Club 1d6+3 melee; or

flindbar 1d4+3 melee 

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Qualities: Darkvision 60 ft., revered by gnolls

Saves: Fort +6, Ref +1, Will +0

Abilities: Str 16, Dex 13, Con 16, Int 11, Wis 11, Cha 8

Skills: Listen +3, Spot +3

Feats: Power Attack

Climate/Terrain: Temperate or warm land and underground

Organization: Solitary, pair, gang (2-5), or band (10-100 plus 50% noncombatants plus 1 3rd level leader per 15 adults and 1 leader of 4th-6th level.)  Flind groups up to gang size may be found leading gnolls, replacing the highest level leaders. 

Challenge Rating: 2

Treasure: Standard

Alignment: usually Lawful Evil
Advancement: By character class

Flinds are smaller cousins to gnolls, yet are still revered by them as a higher being.  They often lead bands of gnolls, either singly or in a small cadre.

A flind generally stands about 6 ½ feet tall and otherwise resembles a gnoll.  

COMBAT

Flinds generally fight as do gnolls.  Fully one quarter of their force will be armed with flindbars, an exotic weapon exclusive to this race.  Anyone with Strength and Dexterity scores of 13 or higher who captures a flindbar may learn to use it with the Exotic Weapon Proficiency feat.  All flind leaders have flindbars.

Revered by gnolls (Ex): Gnolls revere flinds as higher beings.  This results in a +4 racial bonus to the flind’s Charisma checks when dealing with gnolls.  

Flindbar: The flindbar is a pair of iron bars linked by a length of chain.  The weapon is so fast that it allows the wielder to make an additional attack at a -5 penalty.  Additionally, each attack with a flindbar that hits has a chance of disarming an opponent using the original attack roll for the disarm check.  If the target wins this contest there is no chance to disarm the flindbar nor does this special disarm provoke an attack of opportunity.  On a regular disarm attempt, a flindbar provides a +2 bonus to the opposed attack roll.  

FLIND SOCIETY

Flinds are sometimes encountered leading gnolls.  Among themselves, they are very much like other gnolls. 

Flinds speak Gnoll and often Goblin and Orc.  They are good terms with these races, as well as ogres, but they dislike trolls and will not cooperate with them.  

FLIND CHARACTERS

A flind’s favored class is ranger; flind leaders are usually fighters.  They also tend to increase their Strength scores and acquire the Leadership feat, with a +4 racial bonus to their Leadership Score when dealing with gnolls.  Flind clerics, who are rare, also worship Yeenoghu or Erythnul, the god of slaughter, causing friction between them and their more ordered brethren.  




   


     LAMIA NOBLE

Medium-sized Monstrous Humanoid

Hit Dice: 10d10+3d4+13 (74 hp) 

Initiative: +6 (Dex, Improved Initiative)

Speed: 20 ft.

AC: 14 (+2 Dex, +2 natural)

Attacks: Touch +11 melee; or short sword +11/+6/+1 melee

Damage: Touch 1 permanent Wisdom drain melee; or short sword 1d6 melee

Face/Reach: 5ft. by 5 ft./5 ft.

Special Attacks: Spells, Spell-like abilities, Wisdom drain

Saves: Fort +6, Ref +11, Will +14

Abilities: Str 10, Dex 15, Con 12, Int 14, Wis 15, Cha 12

Skills: Bluff +14, Concentration +12, Disguise +16, Hide +15
Feats: Dodge, Improved Initiative, Iron Will, Leadership, Mobility.
Climate/Terrain: Any desert, hill, and underground

Organization:  Solitary, pair, or gang (2-5)

Challenge Rating: 8

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class

These beings rule over other lamias and the wild, lonely places they inhabit.  They differ from normal lamia in that the lamia noble’s lower body is that of a giant serpent and the upper body can be either male or female.  They are given to outbursts of senseless violence.  Most lamia nobles encountered are wizards; the information in the statistics block is for one of 3rd level.

COMBAT

Lamia males usually fight with a short sword.  Female lamia nobles often fight unarmed and with one or more wizard class levels than their counterparts.  Like their common cousins, lamia nobles also have an array of spell-like abilities, which they use while hunting.  

Spell-like abilities: 1/day: charm person, major image, mirror image, and suggestion.  These abilities are as the spells cast by a 10th level sorcerer (save DC 11+ the spell’s level).

Wisdom Drain (Su): By making a successful touch attack, a lamia noble permanently drains 1 point of Wisdom.  Lamia nobles try to use this ability early in an encounter to make foes more susceptible to charm person and suggestion.

Alternate Form (Su): Lamia nobles can assume human form and in this guise attempt to infiltrate human society.  This works as an alter self spell with unlimited duration.  While disguised, only characters of 7th level or above may detect them.  These characters have a +2 to their Spot checks for every level above 6th and clerics get an additional +3 to the check.

Followers gained through a lamia nobles’ Leadership feat generally represent those that the lamia has drained and charmed.  As such, they will rarely have positive Will save modifiers.  The lamia nobles’ cohorts generally either follow this model (except their Will saves are likely to be higher) or are exceptionally loyal lamia.

LAMIA NOBLE SOCIETY

Lamia nobles tend to have the same societal structure as other lamia.  The difference is that they are at the top.  They will generally hold court over whatever lamia are in their area and command tribute from them; food, slaves (same thing generally), etc.

LAMIA NOBLE CHARACTERS

As has been previously stated, most lamia nobles have a number of levels of the wizard class. Lamia nobles also favor the wizard class.













� pending review of Monster Manual III version
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