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	Chapter I:  Ability Scores



The six standard ability scores found in the Player’s Handbook are used in the Dracaenan Empire.  The culture of Dracaena places emphasis on a fit body and mind, so each ability score is appreciated and important.


There is one primary method for determining ability scores.  This method is fair, and won’t generate a character with lots of high abilities, but bear in mind that not many in Dracaena have a need to be extremely talented.


Generating Ability Scores

Each character is assigned 25 points in a standard Dracaena game.  They must spend points to “purchase” each of the six ability scores.  The price for having different scores is listed on the table, below:

	Ability Score
	Cost (in points)

	8
	0

	9
	1

	10
	2

	11
	3

	12
	4

	13
	5

	14
	6

	15
	8

	16
	10

	17
	13

	18
	16






Ability Scores Lower Than 8

A character may have an ability score lower than 8, but he gains no additional points to be spent elsewhere.  The default score is 8, thus if a player spends no points on an ability score, that ability score has a value of 8, unless the player specifically wants it lower.


Higher-Power Games

If the Dungeon Master has decided that he wishes to run a slightly more powerful game in the world of the Dracaenan Empire, he may increase the number of points that players get to 28, 30, or 32.


Be careful in doing so, however.  Most players will select one or two high ability scores, rather than many moderate ones.


Non-Player Characters

Most NPCs also receive 25 points to determine their ability scores.  There are exceptions, however, as most peasants and slaves receive only 20 to 22.

Ability Modifiers and Bonus Spells

	Ability Score
	Modifier
	
	Lvl 1
	Lvl 2
	Lvl 3
	Lvl 4
	Lvl 5

	2 – 3
	-4
	
	-- can’t cast spells --

	4 – 5
	-3
	
	-- can’t cast spells --

	6 – 7
	-2
	
	-- can’t cast spells --

	8 – 9
	-1
	
	-- can’t cast spells --

	10 – 11
	+0
	
	--
	--
	--
	--
	--

	12 – 13
	+1
	
	1
	--
	--
	--
	--

	14 – 15
	+2
	
	1
	1
	--
	--
	--

	16 – 17
	+3
	
	1
	1
	1
	--
	--

	18 – 19
	+4
	
	1
	1
	1
	1
	--

	20 – 21
	+5
	
	2
	1
	1
	1
	1

	22 – 23
	+6
	
	2
	2
	1
	1
	1

	24 – 25
	+7
	
	2
	2
	2
	1
	1

	26 – 27
	+8
	
	2
	2
	2
	2
	1

	28 – 29
	+9
	
	3
	2
	2
	2
	2

	etc…
	
	
	
	
	
	
	


	Chapter II:  Civilized Races


Ahyl   (Optional Race)
Appearance


Ahyl appear as tall humanoids with dusky red skin, similar in appearance to clay.  Their bodies are muscular and bulkier than most other species, and their limbs tend to be a bit on the long side.


Thick, full hair grows from their head, neck, and upper shoulders.  They are fully capable of growing full beards and moustaches, but often remain clean-shaven.  Their hair ranges in color from blonde to brilliant crimson, and their eyes vary from dark gray to bright blue.  Occasionally, green eyes are found on an ahyl.

Physiology


The impressive size of the ahyl people leads most to believe that they are aggressive hunters.  On the contrary, their teeth are mostly flat, suggesting that they were originally farmers and gatherers.  It is theorized that their bulk was developed so that they could survive for longer in times of drought, since they eat far less than a similar-sized human does.


Another unusual feature of ahyl is that they do not sweat.  Rather, their skin absorbs a great deal of heat, and flakes off readily.  Thus it seems as they are constantly exuding a fine, red dust.  It is theorized that this measure was developed to conserve water.  However, their skin temperature is consistently approximately five degrees higher than that of humans.


The blood of an ahyl appears to contain a higher percentage of hemoglobin that than of a human.  Therefore, it appears as a brilliant crimson color when spilt upon the ground.  Some scholars believe that this is where the color of their skin comes from.


Ahyl senses seemed to have developed along side of humanity’s, and are almost identical.  The only noticeable difference is that ahyl display a slightly reduced sensitivity in their skin, except in their hands and feet.


Ahyl are obviously not of the same species of humans, since the two cannot produce offspring.  Male and female specimens of ahyl are compatible with their human counterparts, but no children can be birthed.  Otherwise, reproduction is identical.

Habitat


Ahyl live in the warm, dry plains to the south of the human empire.  There they travel as nomads, hunting and gathering.  They do not like being wet, and they have trouble swimming.  Thus they avoid large bodies of water, as well as humid places like jungles.

Psychology


Most Ahyl have a fairly structured way of life.  They have definite stages of life, with rites of passage, leaving little angst in adolescents.  Thus few ahyl display any traits of rebellion against their parents or community.  


Ahyl do, however, quickly develop a strong need to express their individuality and define their place in the world.  Often this is done through art, but it is also they have a strong desire to propagate.  They refer to this as ‘The Passion,’ and it is seen as a natural part of ahyl life.


To ahyl, it is this passion, which makes life complete.  The culmination of the passion is less important, unless it too inspires passion.  Thus, children are considered the ultimate measure of a successful life.

Sociology


To an ahyl, social life is life.  They are group-minded, but always desire to hear the opinions of the individuals.  Men and women are considered no different, and there are no jobs that are not shared.  Men and women hunt, cook, clean, and raise the children.


Because of this equality, life in an ahyl community is very close and communal.  All sleep together, unless specifically looking for privacy.  And even baths, however infrequent, are shared.  This outlook goes so far as to have created a superstition among humans that it is bad luck for an ahyl to eat alone.

Philosophy


The ahyl follow a loose philosophy.  However, this philosophy has several core teachings that are a part of every ahyl’s upbringing.  Ahyl are uniformly taught to respect all creatures and to not kill unnecessarily.

Technology


The ahyl are less advanced both technologically and magically than humanity.  They prefer tools of bone and wood rather than metal.  They have Wise Men and Women who speak the ways of their society, giving them spiritual guidance and advice.

Diplomacy


The ahyl find humanity interesting and approach them with a curiosity.  They are aware of humanity’s unpredictability, but are addicted to humankind’s strange passions for creation and accumulation.


Though ahyl beliefs do not advocate slavery, they also suggest ahyl not impose their way of life on another people.  They disdain the concept of slavery, but tolerate it because it is the way of humanity.


Ahyl people have had almost no contact with veyans as a race.


Orks and ahyl have always coexisted well.  They share similar viewpoints on several beliefs and frequently trade goods.  Their similar lifestyles and outlooks create almost immediate friendship between the races.

Ahyl Racial Traits
· +2 strength, -2 dexterity: Ahyl are larger and stronger than humans, but they are slower and clumsier.

· Medium-size: As Medium-sized creatures, Ahyl have no special bonuses or penalties due to their size.

· Ahyl base speed is 30 feet.

· Due to their familiarity with their native terrain, Ahyl receive a +2 proficiency bonus to all stealth and survival rolls while in the savanna.

· +2 racial bonus to all saving throws against fire and heat-based attacks.  This is because an Ahyl’s body is much better at dealing with excess heat.

· Tough hide: Ahyl gain a +1 natural armor class bonus due to their dense skin.

· Ahyl suffer a +1 ECL, and must earn more experience than other races.  

· Automatic Languages:  Aievic.  Bonus Languages: Common, Gennic, Ghoric, Jotun, and Wemic.

· Favored Class:  Barbarian.  A multiclass Ahyl’s barbarian class does not count when determining whether she suffers an XP penalty for multiclassing.  Survivalist nature is prevalent in the Ahyl.

Elf
Appearance


Elves appear almost exactly as humans do.  The exception is that they are shorter and more slender.  They have large, pointed ears and almond-shaped eyes.


Elven skin color is usually fair, ranging from opalescent white to a light golden hue.  Elven hair is also light, with shades of blonde, silver, and light blue is common.  Other color hair is less common, though light green, red, and golden are not unheard.  Elven eye color has the same range as that of humans.

Physiology


Elves, though more fair and minute than humans, obviously have had more predators than humanity, because their senses have developed more acutely than humanity’s.  Both the elven senses of sight and hearing are more adept, and they tend to show a predisposition toward low-light vision.


Apart from slightly different evolutionary paths, elven physiology is closest to humanity.  There are only a few glandular differences, and slight musculature differences.  Humans and elves are even the same species, thus allowing for half-breeds, something that cannot be said for any other of the humanoid species. 

Habitat


Elves originally lived in light forests, not liking the oppressive humidity of the jungles or the open expanses of the plains.  Mountains don’t seem to cause them much stress, but were never inhabited by many elves.


Today, most elves live in the human cities as slaves.  Though they lack freedom, their needs are often taken care of.

Psychology


Nobody is sure how the elves lived their lives before the Great Cataclysm, but elven life is now full of hardship and work.  This has changed the elven way of life at its heart.  To survive day-by-day life, elves devote themselves to a single ideal, goal, or person.


At times, this devotion is to that of their deities, even though worship is outlawed by humanity.  Sometimes this devotion is toward working out of slavery, but the truly lucky owner finds his elf devoted to his household.


Elven way of life has also sewn great humility in their personalities.  Seldom does even the free elf lash out, even when tormented.  This great self-control and humility, ironically enough, is one of the few things that elves have left to pride themselves on.

Sociology


Elves have almost no social structure to speak of, being almost completely subjugated by humanity.  When they are free, they seem to either become solitary wanderers, not accepting human lands as home; or they adopt a social structure similar to that of humans, but more distant.  Elves never truly feel comfortable around humans, when they are free, being used to a life of service, and seeing their fellows treated that way.

Philosophy


Elven religion is full and rich.  Even though humanity has abandoned the gods, elves still hold true to old ways.  This is outlawed by humanity, but some elves still gather and worship in secret.

Technology


Elven technology is similar to that of humans, because they haven’t been able to develop separately.  Their magical skills surpass those of humans, when they are allowed to learn magic.

Diplomacy


Elves have no true diplomacy with any race because of their current predicament.  Elves view humanity with pity, but seldom let on their true feelings.  This is because some humans seem sympathetic, but they still allow slavery.  Also, even the sympathetic ones look down on elf-kind, treating them as little more than overworked animals.


Elves handle other races on an individual basis, because they seem sympathetic, but have not strove to assist as a whole in any way.  Both races will quickly return an elf to the humans as a lost horse.

Elven Racial Traits

· Medium-size:  As Medium-size creatures, elves have no bonuses or penalties due to their size.

· Elven base speed is 30 feet.

· Low-light Vision:  Elves can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor-illumination.  They retain the ability to distinguish color and detail under these conditions.

· Elves gain the Alertness feat for free.  Elves have very keen senses compared to those of a human.

· Elves are more resistant to spells, and gain a +1 racial bonus on all saving throws against magic or magical effects.

· Elves do not reverie, but sleep just as humans do.

· Automatic Languages:  Common.  Bonus Languages:  Any (other than secret languages and lost languages, such as Evian).  In many cities it is illegal for an elf to be able to read, but most learn to read anyway.  A beginning elven character is illiterate.  An elf can learn to read by spending two skill points.

· Favored Class:  Any spell casting class.  Elves have a natural talent for magic, and their highest level spell casting class does not count for determining mutli-classing penalties.

Half-Elf
Appearance


Half-elves have appearances similar to that of both parents.  They are more slender than humans, but more muscular than elves.  Their skin color is usually that of their human parent, with a slight opalescent shine.


Half-elven hair can be any color that elves or humans can have.  However, it has an unusual property of bleaching white whenever wet.  When it dries, it gradually returns to its original color.  Half-elven eye color can be any color that either elves or humans can have as well.

Physiology


Since humans and elves have such similar anatomy, half-elves also have similar anatomy.  Their build and appearance seem to be an average of the two races.


It is unknown why their hair changes color while wet.  Their eyes are more acute than a human’s, but not quite as good as an elf’s.

Habitat


Half-elves share the same habitats as humans and elves.  They are more accepted in human society then they are in elven society, so they often make homes in cities, in a sense almost becoming human.

Psychology


Half-elven psychology is dependent upon whether they were raised by humans or elves.  Quite simply, they are taught their morals by their parents.  They conform to how they’re raised, having elven beliefs and psychology if raised by elves, and human beliefs if raised in human society.

Sociology


Half-elves have no society of their own.  They instead live along-side humans and elves, either adopting the social order of one or the other.


Half-elves that become a part of human society often find themselves as elven-rights activists, speaking out for proper treatment of slaves.  Few are ashamed of their elven blood.


Those that become part of an elven society often find work along side the slaves, and often become a vocal figurehead for the slaves in a particular area.  They discuss the desires of the slaves with the human owners as an equal.  These half-elves frequently develop a negative self-impression about their human heritage.

Philosophy


Again, half-elven philosophy is inherited from the society in which they were raised.  Whether they pray to the elven gods, or look to the stars is determined by their dominant social structure.

Technology


Half-elves do show some magical aptitude, but not to the degree of their elven ancestors.  Half-elves have no other aptitudes above those of humans.

Diplomacy


Most other races see half-elves as either humans that sympathize with elves, or elves that have betrayed their race.  Few understand the delicate relationships between elves, humans, and half-breeds.

Half-Elven Racial Traits

· Medium-size:  As Medium-size creatures, half-elves have no bonuses or penalties due to their size.

· Half-elven base speed is 30 feet.

· Low-light Vision:  Half-elves can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor-illumination.  They retain the ability to distinguish color and detail under these conditions.

· Half-Elves gain the Alertness feat for free.  Their senses are as sharp as their elven parent’s.

· Elven Blood:  For all special abilities and effects, a half-elf is considered an elf.

· Automatic Languages:  Common and the local dialect.  Bonus Languages:  Any (other than secret languages, or lost languages such as Evian).

· Favored Class:  Any.  When determining whether a multiclass half-elf suffers an XP penalty, his highest-level class does not count.

Human
Appearance

Humans are the most diverse group of races, with skin color ranging from dark brown to light peach in tone.  Their hair color ranges from dark to light brown, with blondes and reds not being uncommon.  And eye color is green, brown, or blue.


Lighter skin tones and hair colors are more predominant in the central areas of the Draceanan Empire, while darker skin tones are found on the edges of the empire.

Physiology


Human physiology is the standard that the setting is based on.  All racial benefits and penalties are based on humanity as an average.  This is because humans are the most common and versatile race.

Habitat


Humans live in many places throughout the lands.  They adapt well and can survive anywhere.  The most prominent centers of human life are the expansive Dracaenan Empire, the savage sailors who plunder the seas, and the wild men from the jungles to the north of the Empire.

Psychology


Human psychology and personality varies as much as their appearance.  Those that raise them, whether it is by loving parents or harsh streets, teach them their morals.

Sociology


Humans sit comfortably on the top of society.  Their large cities and powerful armies prevent confrontation from any other race.  They even have the power to subjugate the entire elven race.


This gives humans a somewhat superior attitude toward other races.  Furthermore, even the most tolerant humans often are prejudiced against other races.

Philosophy


Humanity has completely forsaken the gods.  Instead, they have put their belief in a guild of wizards called the ‘Stargazers.’  These wizards are not incompetent as spiritual leaders, in fact they lead more efficiently than many religions had in past.  The Stargazers show a unity that many religions and deities fail to have.

Technology


Humans are the most technologically advanced species of those presented here.  Though their knowledge is not widespread, the savage sailors and wild men of the northern jungles are not as advanced as the Dracaena Empire.


The Empire makes metals such as bronze from copper ore.  They also have extensive irrigation, aqueducts, and roads.  Furthermore, human wizards are second only to the few remaining elven arch-magi.

Diplomacy


The Dracaena Empire makes a point of retaining good relations with the other races.  The savage sailors have no allies and plunder from any that they can overpower.  The wild men of the jungles only have relations with the Veyans, and remain close friends with the plant race.

Human Racial Traits

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

· Human base speed is 30 feet.

· 1 extra feat at 1st level, because humans are quick to master specialized tasks and are varied in their talents.

· 4 extra skill points at 1st level and 1 extra skill point at each additional level, since humans are versatile and capable.

· Automatic Languages:  Common and the local dialect.  Bonus Languages:  Any (other than secret languages, or lost languages such as Evian).

· Favored Class:  Any.  When determining whether a multiclass human suffers an XP penalty, his highest- level class does not count.

Ork
Appearance

Orks appear as large humanoids, approximately the same height as humans.  They are much more massive than humans, usually outweighing them considerably.  Their skin is rough and dense, with occasional horny deposits.


Orkish hair is usually thick and greasy, and ranges from brown to red, to shades of olive green.  Their eyes are almost uniformly dark brown or black.  Some orks have horns.

Physiology

Orkish physiology is similar to that of humans, except that they are obviously much more carnivorous.  They have very few flat teeth and their fingers and arms are massively strong.  Though they still require some vegetable matter to nourish them, they almost always prefer meat to vegetables.


Also, orks have three stomachs, each smaller than that of a human’s, and two larger hearts.  This allows for more surface area in the stomach lining, so the ork can digest food more quickly.  The two hearts allow blood to be circulated more quickly, getting blood where it needs to be.

Habitat

The orks live at the bases of the mountains.  They form small clans composing of a few family units and settle in one area.  They venture into the mountains to mine and face their ancient enemies, the dwarves.

Psychology

Orks are usually a sober lot.  Unless there is cause to celebrate, they are usually working away at some task or another.  Their life is filled with work, and they contribute to the clan as soon as they are old enough to lift the tools.


Orks are raised with the belief that they should set the example for those around them.  They believe that little can be accomplished by words, but a great deal can be said through actions.


Furthermore, their feeling of success is not governed by how much they create, but how hard they work at creating it.  Thus a child’s clay pot, which he spent four months making, is worth more to the community than a human’s painting that took ten minutes, but could be sold for thousands of drachma.

Sociology

The clannish society of the orks teaches that all orks are brothers, even those not from the family.  Other orks should be treated with respect and given the benefit of the doubt until they have proven themselves otherwise.


The orks have a word for those who betray the orkish way of life.  Those are called Go’kur, or ‘those who have succumbed.’  This is not inherently a negative term.  It roughly compares to the word ‘outsider’ in the human tongue.  Go’kur are treated as humans.

Religion

The orks are very superstitious and worship the spirits.  They offer sacrifices to ancestral spirits, beg elemental spirits for rain, and ask animal spirits for forgiveness on the hunt.  This religion is found at every level of the community, and the chieftain has either a shaman or a witch doctor that can ask the spirits for advice.

Technology

Orks are almost equal to humanity on a technological sense, but are primitive on a cultural, magical, and economic sense.  They have tools made from copper and bronze, but still worship spirits.  They have few wizards, and those orks that can wield magic limit themselves by letting their religion control it.  Even though the orks have the technology to mint coins, they still prefer a barter system.

Diplomacy

Orks and humans are on good terms.  Orks mine ores from the mountains and trade them to the humans for tools, weapons, food, and cloth.  They usually travel out from their villages to trade because, though they are friendly toward humans, they do not trust having more than a small handful of outsiders in their villages at any one time.


Orks treat ahyl and veyans just as they do humans.  They actually do not realize that the outsiders are separate races usually, until it is pointed out to them.  They feel sorry for the elves and their predicament, but do not wish to incur humanity’s wrath by interfering, realizing that humans would not hesitate to replace their elven slaves with orkish slaves.

Orkish Racial Traits

· +2 constitution, -2 charisma: Orks are larger and stouter than humans, with redundant organs.  Also, they are more conservative and gruff than humans.

· Medium-size: As Medium-sized creatures, Orks have no special bonuses or penalties due to their size.

· Ork base speed is 30 feet.

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

· Orks receive a +2 racial bonus to all athletics rolls, as well as survival rolls while in the mountains.

· Orks receive a +1 racial bonus to all saves versus poison.  The redundant orkish anatomies are even more efficient when dealing with toxins.

· Automatic Languages:  Ghoric and Common.  Bonus Languages:  Aeivic, Gennic, Jotun, and Terran.

· Favored Class:  Any.  When determining whether a multiclass ork suffers an XP penalty, his highest-level class does not count.  Orks are known for their ability to handle multiple jobs.

Veyan   (Optional Race)
Appearance


Veyans appear as short, slender humans with dry, gray skin.  They have slender, sinuous limbs and dense tissues.  There are no overweight veyans, because rather than gain bulk, their density increases when they gain weight.


Veyans have thick, tangled hair on their heads, but that is the only place it grows.  Its color ranges from black to brown, with dark green not being uncommon.  Their eye color is black, gray, or light blue or purple.


They have only three digits on each hand, including an opposable thumb.  Each digit is long and slender, but is still strong enough to manipulate tools.  Each foot has similar toes on it.

Physiology


Veyans are actually plant in nature.  They have evolved alongside humanity for unknown reasons.  This means that though veyans appear to be similar to humanity, and though they even have similar organs, the biochemistry of a veyan is completely different than that of a human.


Humans and veyans are obviously not of the same species and cannot bear each other’s young.  Veyans do not have the same hormones as humans.  They do not have adrenaline, so fear and anger seldom cause irrational behavior.

Habitat

Veyans prefer moist locations, and most live in small villages in the jungles.  Few outsiders are allowed into these villages, and none have seen a pregnant veyan or the birth of a child, so little is known about veyan habitat.  Those that live in human lands seem to live almost exactly as humans do.

Psychology


Veyans are very intellectual.  They enjoy mathematical discussion, though curiously without the physical application.  Humans often find veyans frustrating because of their apparent lack of motivation.  The average veyan is by no means lazy he just prefers to get the most accomplished with as little expenditure of energy as possible.


Furthermore, they feel that the ideal state of being is that of harmony with their surroundings.  Thus, unless a matter is pressing enough to disrupt their immediate harmony, it will likely take second stage.  That is, of course, unless whim tells the veyan otherwise.


If it weren’t for veyan curiosity and whim, the race would have died out long ago due to inaction. They are constantly engaging themselves in trivial things to keep their minds working, and discovering new things to replace the old thoughts when the old thoughts become too much work to remember.

Sociology


Veyan sociology is largely unexplored.  They seem hardly interested in each other, and two in the same group seem to almost ignore each other.  They must have some distinct culture, but they seem to cover it up whenever outsiders are around.  It is not certain whether this is on purpose or coincidental.

Philosophy


The veyans do not have organized religion, as outsiders understand it.  Instead, they are so in tune with the natural way that they are constantly striving toward this balance.  They don’t have any religious figures in the normal sense of the word, but some veyans choose to isolate themselves and become even closer to nature.

Technology


Though the Veyans seem perfectly capable of producing metals such as bronze and copper in their weapons, they prefer wooden weaponry and leather armors.  Their magical skills are not nearly as developed as that of humans and elves, but their natural touch with nature gives them considerable mystic abilities.

Diplomacy


Veyans seem to have an intense interest in humanity.  They are willing to accept almost all of humanity’s quirks, but do not tolerate interference with their natural harmonies.  Veyans seem to not sympathize with the enslavement of elves.

Veyan Racial Traits


All veyans begin with the following traits.  They do not need to spend building points, nor do they gain any for having these traits.

· +2 constitution, -2 strength: Veyans have dense musculature and healthy organs, but their stringy muscles are incapable of generating much force.

· Medium-size: As Medium-sized creatures, Veyans have no special bonuses or penalties due to their size.

· Veyan base speed is 30 feet.

· All Veyans need animal proteins to live.  They have sacrificed photosynthesis for mobility, however they need far less than a human of equal size.  A Veyan only needs half as much food as a human to survive, but she needs double the water.

· When a Veyan is in a forest or jungle setting, he is considered to be under medical care (see the skill, Heal) for healing rates.

· Veyans receive a +2 racial bonus to all fear saves because they lack the hormone that causes panic.

· Automatic Languages:  Ven and Common.  Bonus Languages:  Aquan, Aural, Gennic, Ignan, and Terran.

· Favored Class:  Explorer.  Veyans are known for their curiosity and exploratory nature.

	Chapter III:  Classes and Professions


Notes on Classes

Most of this chapter is devoted to adapting the classes from the Player’s Handbook to the Dracaenan Empire.  


Note that if a class is not listed here it is not a viable class in Dracaena.

Arcanist


The arcanist is part scholar part adventurer.  He has been given the best training in the universities, and has practical hands-on experience with magic and magical devices.  The arcanist has one goal in life; to find practical application for gained knowledge.

Adventurers:  The arcanist is a natural adventurer.  As he wishes to master his magical talents in applied ways, an adventuring setting is the ideal situation for this.  Furthermore, the large number of skills that arcanists get makes them very desirable in any adventuring group.

Characteristics: Arcanists are skilled and intelligent.  They have a wide range of skills and some other impressive abilities as well as spells.

Role:  The arcanist makes an excellent support caster, and can even act as a primary spell caster in an adventuring group.  They are limited to the number of spells that they can know, but they don’t have to memorize them ahead of time.

Guilds:  The Arcanist guild trains arcanists and has representation in Caethage, Draconis, Thassalonica, and Trinia.  The Scholar and Librarian guilds (Draconis and Trinia) also have a great many arcanists at their employ.

Requirements/Limitations:  An arcanist must be a member of a guild that trains arcanists in order to gain arcanist levels.

Abilities:  Arcanists need high intelligence scores to cast spells and to learn as many skills as they can.  Since they have low hit dice, they need constitution scores to supplement their hit points.  Wisdom is also useful due to some of their class skills.

Hit Die:  d6.

Skill Points per Level:  6 + Int mod.

Class Skills:  The class skills for arcanists are Appraise (Int), Awareness (Wis), Concentration (Con), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Forgery (Int), Engineering (Int), Heal (Wis), Lore (all skills taken individually) (Int), Perform (Cha), Profession (Wis), Search (Int), Sense Motive (Wis), Speak Language, Spellcraft (Int), and Tinker (Cha).

	Arcanist

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Metamagic, Scribe Scroll, Well Read

	2nd
	+1
	+0
	+0
	+3
	Advanced Skill Focus

	3rd
	+1
	+1
	+1
	+3
	Armored Caster (5%)

	4th
	+2
	+1
	+1
	+4
	Resistance

	5th
	+2
	+1
	+1
	+4
	Bonus Feat

	6th
	+3
	+2
	+2
	+5
	Resistance

	7th
	+3
	+2
	+2
	+5
	Armored Caster (10%)

	8th
	+4
	+2
	+2
	+6
	Resistance

	9th
	+4
	+3
	+3
	+6
	Expert Skill Focus

	10th
	+5
	+3
	+3
	+7
	Bonus Feat

	
	Arcanist Spells Memorized
	
	Arcanist Spells Per Day

	Level
	0th
	1st
	2nd
	3rd
	4th
	
	0th
	1st
	2nd
	3rd
	4th

	1st
	4
	--
	--
	--
	--
	
	2
	--
	--
	--
	--

	2nd
	5
	2
	--
	--
	--
	
	3
	0
	--
	--
	--

	3rd
	6
	3
	--
	--
	--
	
	3
	1
	--
	--
	--

	4th
	6
	3
	2
	--
	--
	
	3
	2
	0
	--
	--

	5th
	6
	4
	3
	--
	--
	
	4
	3
	1
	--
	--

	6th
	6
	4
	3
	2
	--
	
	4
	3
	2
	0
	--

	7th
	6
	4
	4
	3
	--
	
	4
	4
	2
	1
	--

	8th
	6
	4
	4
	3
	2
	
	4
	4
	3
	2
	0

	9th
	6
	4
	4
	4
	3
	
	4
	4
	3
	2
	1

	10th
	6
	4
	4
	4
	3
	
	4
	4
	4
	3
	2


Class Abilities:

Weapon and Armor Proficiency:  Arcanists are proficient in all simple weapons and light armor.  They are not proficient with shields.  Note that wearing armor interferes with spell casting, giving a percentage chance that any spell cast will fail.

Spells:  Arcanists can memorize a number of spells listed on the table, above.  By studying this smaller group of spells in much more detail, the arcanist does not forget them even when cast.  When the arcanist wishes to cast a spell, he merely selects one from the list of spells he has memorized.


However, an arcanist can only cast a limited number of spells per day before he becomes drained (in a magical sense).  Though this causes him no mechanical penalty, it does limit how often he can cast.


Arcanists cast arcane spells, and receive bonus spells based on their intelligence score.  To cast a spell, an arcanist must have an intelligence score of 10 + the spell’s level.  The base save DC for an arcanist’s spell is 10 + the spell level + the wizard’s intelligence modifier.

Memorized Spells:
 Arcanists can memorize other spells, but must sacrifice spells that they already have memorized.  The arcanist must be well rested and study the new spell uninterrupted for one full day, uninterrupted (he cannot do more than mundane tasks during this day or the time is wasted).  At the end of the day the arcanist attempts a lore (arcana) skill roll (DC 15 + spell level).  If successful, the arcanist memorizes the new spell, but forgets one of equivalent level (his choice).


To study a spell he desires, he must either have a scroll, spellbook, or some other way of reading the spell.  Another arcanist can teach it to him for a week, but then both characters are indisposed for the entire duration.

Metamagic:  As a spell casting class, the arcanist has access to metamagic.  Arcanists add their class level to their metamagic pool.  More on metamagic and metamagic feats are discussed in Chapter 5, Feats, and Chapter 8, Magic.

Scribe Scroll:  At first level, the character gains the Scribe Scroll feat in addition to any other feats he gains due to level.

Well Read:  Arcanists can attempt lore rolls, even if untrained.

Advanced Skill Focus:  At second level, the arcanist gains a +4 bonus for selecting the skill focus feat (instead of the usual +3).  This ability is retroactive increasing the bonus received from previous skill focus feats.

Armored Caster (Ex):  The arcanist can reduce the arcane spell failure of light armor by 5% at 3rd level.  He can reduce it further to 10% when he reaches 7th level.

Resistance:  At 4th, 6th, and 8th levels, the arcanist gains one of the great fortitude, iron will, lightning reflexes, or toughness feats, chosen by the player.  This is in addition to feats normally gained due to level.

Bonus Feat:  The arcanist can select any magical feat, metamagical feat, item creation feat, or skill focus.  This feat is in addition to any received due to level.

Expert Skill Focus:  At 9th level, the arcanist gains a +5 bonus for selecting the skill focus feat.  This replaces Advanced Skill Focus, which is received at second level.  This ability is retroactive increasing the bonus received from previous skill focus feats.

Barbarian


The barbarian is a savage warrior who allows instinct and emotion fuel his fighting skill.  More common among the less civilized peoples, barbarians are not unheard of among even humans, though.  Thugs, who live on the edge of the law, relying on only their own strength and cunning, could easily be classified as barbarians.

Adventurers:  Barbarian adventurers have usually parted ways with their societies (whether they are clans, tribes, or criminal organizations) for some reason or another.  An alternate lifestyle of freedom and exploration has attracted their attention, and they have taken up the ways of the road.  Alternately, they could be exiled or hunted for some transgression.  In this case, they would be forced onto the road.

Characteristics:  Barbarians have a great deal of hit points and a strong base attack bonus.  They are excellent melee fighters, but suffer from a low armor class.  Barbarians have a fair number of class abilities, but very few skills.

Role:  The barbarian is definitely a front-line fighter.  He can stand toe-to-toe with a great number of adversaries and not even flinch.  Rather than avoiding attacks, the barbarian relies on his large number of hit points to keep him alive.

Guilds:  none.  Some barbarians are linked to criminal organizations.  This is almost exclusively as hired muscle, though.

	Barbarian

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+2
	+0
	+0
	Fast Movement, Illiteracy, Rage 1/day

	2nd
	+2
	+3
	+0
	+0
	Uncanny Dodge

	3rd
	+3
	+3
	+1
	+1
	Terrain Familiarity +1

	4th
	+4
	+4
	+1
	+1
	Rage 2/day

	5th
	+5
	+4
	+1
	+1
	Improved Uncanny Dodge

	6th
	+6
	+5
	+2
	+2
	Terrain Familiarity +2

	7th
	+7
	+5
	+2
	+2
	Damage Reduction 1

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

	9th
	+9
	+6
	+3
	+3
	Terrain Familiarity +3

	10th
	+10
	+7
	+3
	+3
	Damage Reduction 2


Requirements/Limitations:  None; but human, elven, half-elven, and veyan barbarians are extremely uncommon.

Abilities:  Barbarians need high strength and constitution scores so that they can last in combat.  However, wisdom is also useful to barbarians, since some of their skills rely on wisdom and it will help counter low will saves.

Hit Die:  d12.

Skill Points per Level:  2 + Int mod.

Class Skills:  A barbarian’s class skills are Athletics (Str), Awareness (Wis), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Ride (Dex), and Survival (Wis).

Class Abilities:

Weapon and Armor Proficiency:  Barbarians are proficient in all simple and martial weapons.  They are proficient in light armor and hide armor, but not shields or helmets.

Fast Movement (Ex):  While lightly armored and lightly encumbered, barbarians can increase their movement rate by +10 feet per round.

Illiteracy:  Barbarians do not initially know how to read.  They must spend 2 skill points to learn to read.  This need not be done at first level.  If the barbarian gains a level in a different class he immediately gains literacy.

Rage (Ex):  By letting emotion and instinct overcome him, the barbarian can fly into a terrible frenzy.  While in a rage, the barbarian becomes almost supernaturally strong and tough, attacking brutally fast and relentlessly.


While in a rage, the barbarian gains a +4 morale bonus to strength and constitution and a +2 morale bonus to will saves.  Furthermore, he can act as though he had the flurry feat, even if he doesn’t meet the prerequisites.  However, he disregards his own defense and his armor class worsens by –2.


While in a rage, the barbarian cannot use any charisma, dexterity, or intelligence-related skills (except agility, escape artist, intimidate, and ride), concentration, or any ability that requires patience and thought.  He also cannot cast spells.


The rage lasts for 3 rounds plus the barbarian’s (modified) constitution modifier.  The barbarian can end the rage prematurely.  After the rage ends and for the rest of the encounter the barbarian suffers a –2 exhaustion penalty to strength and dexterity, and he cannot charge or run.


The barbarian can rage once per day at level one, twice at level four and three times per day at level 8.

Uncanny Dodge (Ex):  Due to his acute senses the barbarian has learned to react to danger before most normally could.  He retains his dexterity bonus to armor class even if caught flat-footed.  If the barbarian already has the uncanny dodge ability from another class, he gains the improved uncanny dodge (see below).

Terrain Familiarity:  When a barbarian character reaches 3rd level, he can select one type of terrain.  He has become so familiar with that terrain that he gains a +1 competence bonus to all stealth and survival rolls while in that terrain.  This stacks with the Ahyl racial ability.  At level 6, this improves to a +2 bonus, and further improves to +3 at level 9.

Improved Uncanny Dodge (Ex):  Upon reaching level 5, the barbarian can no longer be flanked.  This denies rogues the ability to sneak-attack the barbarian by flanking him.

Damage Reduction (Ex):  At 7th level a barbarian learns to ignore some damage from attacks.  He can reduce any damage he takes from a physical attack by 1 point to a minimum of 0.  At 10th level physical damage is reduced by 2 points.

Explorer


The explorer is a master woodsman, spelunker, cartographer, and traveler.  He wanders from city to city, seeking adventure and excitement.  The explorer has come looking for those things not seen every day, and he is prepared to survive what he finds.

Adventurers:  The explorer is a natural adventurer.  He has seen a great deal of the world, whether in the back allies of the big city, or a quiet valley of the mountains, the explorer is willing to go there just because he hasn’t seen it before.

Characteristics:  Explorers have a great deal of skills.  Their most notable characteristic is their ability to be ready for any situation.  Though they are not well trained for combat, they make up for it in resourcefulness.

Role:  The explorer will be handy as a scout, a scholar, and support in a fight.  His non-threatening demeanor means that he can be near the front lines of a combat, giving direction, or aiding his friends.

Guilds:  The Adventurer’s Guild trains explorers, but many explorers have had no formal training.  Other guilds sometimes employ explorers when they charter expeditions into dangerous or unknown territory.

	Explorer

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+2
	+2
	+2
	Non-Threatening Demeanor, Trap Sense +1

	2nd
	+1
	+3
	+3
	+3
	Bonus Feat, Improved Aid

	3rd
	+1
	+3
	+3
	+3
	Evasion, Unfamiliar Terrain +1

	4th
	+2
	+4
	+4
	+4
	Uncanny Dodge, Trap Sense +2

	5th
	+2
	+4
	+4
	+4
	Absolute Direction, Bonus Feat

	6th
	+3
	+5
	+5
	+5
	Skill Mastery, Unfamiliar Terrain +2

	7th
	+3
	+5
	+5
	+5
	Pathfinder, Trap Sense +3

	8th
	+4
	+6
	+6
	+6
	Bonus Feat, Improved Uncanny Dodge

	9th
	+4
	+6
	+6
	+6
	Expert Aid, Unfamiliar Terrain +3

	10th
	+5
	+7
	+7
	+7
	Stonecunning, Trap Sense +4


Requirements/Limitations:  none.  Any race can be an explorer, and no guild training is required.

Abilities:  An explorer has a great deal of skills that rely on intelligence, wisdom, and charisma.  Constitution is also useful since it gives the explorer more hit points for when things run afoul.

Hit Die:  d8.

Skill Points per Level:  8 + Int mod.

Class Skills:  The explorer’s class skills are Agility (Dex), Appraise (Int), Athletics (Str), Awareness (Wis), Barter (Cha), Bluff (Cha), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Engineering (Int), Locksmith (Dex), Lore (architecture) (Int), Lore (geography) (Int), Lore (local) (Int), Lore (nature) (Int), Perform (Cha), Profession (Wis), Ride (Dex), Search (Int), Speak Language, Stealth (Dex), Streetwise (Cha), Survival (Wis), Tinker (Cha), Use Rope (Dex).

Class Abilities:

Weapon and Armor Proficiency:  Explorers are proficient in all simple weapons as well as gladii and bows.  They are proficient in light armor, but not shields or helmets.

Non-Threatening Demeanor (Ex):  Explorers live by the creed that a battle avoided is a battle won.  Thus explorers have developed such a non-threatening demeanor that many opponents do not consider the explorer a threat.  Those wishing to harm him must make a will save (DC 12 + explorer class level + charisma modifier) or they have to attack a different target.


There are some limitations on this ability, however.  It does not apply to those attacking with area-affect spells or abilities.  If the explorer attacks or demonstrates significant combat ability (such as being heavily armed) the ability will not work.  If the explorer uses the intimidate skill, this ability will not work.  If the explorer incurs an attack of opportunity, the protection of this ability ends.


If the explorer somehow loses the benefit of this ability, or if an opponent succeeds in the save, they may act against him freely for the remainder of the encounter.  Those who fail the save cannot act against him unless he is the last living target, at which point they are free to do as they wish.


This ability does not work against creatures with an intelligence score of less than 3.

Trap Sense:  Due to an almost second sense regarding traps, explorers receive a +1 competence bonus on reflex saves to avoid traps and a +1 dodge bonus to AC versus attack rolls by traps.  Every three levels this bonus increases by another +1.

Bonus Feat:  At level 2 and every three levels thereafter the explorer gains a bonus feat from the list of skill feats or talents (See Chapter 5:  Feats).  This is in addition to all other feats gained due to level.

Improved Aid:  Explorers are adept at assisting others.  Whenever the explorer uses the aid another action (attacks, AC, or skill bonus), he grants a +3 bonus if he succeeds in an attack/skill roll against DC 15.  He still grants a +2 if he rolls between 10 and 14.


Furthermore, aiding another in combat is not considered a threatening action.

Evasion (Ex):  Explorers develop almost supernatural reflexes, allowing them to safely leap clear of danger while others cannot.  If a 3rd level explorer ever succeeds in a reflex save against an effect that normally deals half damage on a successful save, they take no damage.

Unfamiliar Terrain:  Explorers are used to dealing with unfamiliar terrain.  Thus they gain a +1 competence bonus on all survival and stealth rolls.  This bonus increases to +2 at level 6, and +3 at level 9.
Uncanny Dodge (Ex):  Due to his acute senses the explorer has learned to react to danger before most normally could.  He retains his dexterity bonus to armor class even if caught flat-footed.  If the explorer already has the uncanny dodge ability from another class, he gains the improved uncanny dodge (see below).

Absolute Direction (Ex):  By spending a minute studying his terrain, the explorer can determine north no matter the circumstances.

Skill Mastery:  By 6th level the explorer has become so confident with his abilities that he may select 3 + his intelligence modifier skills.  He can then take 10 on these skills even if distracted or under duress.

Pathfinder:  A party moving overland that is lead by a 7th or higher-level explorer has its movement rate increased by 10%.  This bonus does not increase if multiple explorers lead the expidition.

Improved Uncanny Dodge (Ex):  Upon reaching level 8, the explorer can no longer be flanked.  This denies rogues the ability to sneak-attack him by flanking.

Expert Aid:  When the explorer reaches level 9, he can grant allies a +4 to their attack rolls, AC, or skill rolls by performing the aid another action.  He must succeed in an attack/skill roll of DC 20 to do so.

Stonecunning (Ex):  The explorer gains a +2 competence bonus to all search and engineering skill rolls when dealing with unnatural stonework.  If a 10th level explorer even passes within 10 feet of unnatural stonework he can attempt a search roll as if he were actively looking.

Gambler


The gambler is a master of dealing with people.  He has an adventurous spirit, a knack for getting out of trouble, and a flair for the dramatic.  Even though the gambler is a people person, he is quite comfortable in wilderness settings, as fate often flings him into strange places.

Adventurers:  A gambler is an adventurer at heart.  He tempts fate at every turn, beating the odds when he can and trying to survive the odds beating him when he can’t.

Characteristics:  Gamblers are very skilled with a lot of class abilities centered on their luck and people skills.  They have decent combat abilities and hit points, but don’t excel in this area.  

Role:  The gambler will gravitate toward a position in the party where he will do a majority of the interactions with NPCs.  He can also double as a back-up scout, rogue, or scholar, since he has a great deal of skills.

Guilds:  none.  By their nature, gamblers tend to reject authority and organization.  Some groups of gamblers have worked together on occasion, but it usually doesn’t last for long.

	Gambler

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+2
	+2
	Best Effort +2, Friendly Face

	2nd
	+1
	+0
	+3
	+3
	Defense +1, Gambler’s Luck

	3rd
	+2
	+1
	+3
	+3
	Bonus Feat

	4th
	+3
	+1
	+4
	+4
	Gambler’s Luck

	5th
	+3
	+1
	+4
	+4
	Best Effort +4, Defense +2

	6th
	+4
	+2
	+5
	+5
	Gambler’s Luck

	7th
	+5
	+2
	+5
	+5
	Bonus Feat

	8th
	+6
	+2
	+6
	+6
	Defense +3, Gambler’s Luck

	9th
	+6
	+3
	+6
	+6
	Best Effort (2/day)

	10th
	+7
	+3
	+7
	+7
	Gambler’s Luck


Requirements/Limitations:  none.  Mostly only civilized races take on the role of the gambler, with humans, half-elves, and veyans making up the majority.

Abilities:  Gamblers need high charisma scores to augment their people skills.  Intelligence and dexterity will also be useful to give them more skill points and help them out of dangerous situations.

Hit Die:  d8.

Skill Points per Level:  6 + Int mod.

Class Skills:  The class skills of the gambler are Agility (Dex), Appraise (Int), Athletics (Str), Awareness (Wis), Barter (Cha), Bluff (Cha), Craft (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Intimidate (Cha), Intrigue (Cha), Lore (local) (Int), Perform (Cha), Profession (Wis), Ride (Dex), Search (Int), Sense Motive (Wis), Slight of Hand (Dex), Speak Language, Stealth (Dex), Streetwise (Cha), Tinker (Cha), and Use Rope (Dex).

Class Abilities:

Weapon and Armor Proficiency:  Gamblers are proficient in all simple weapons plus the gladius, the bow, and any one other martial weapon of choosing.  They are proficient in light armor but not shields nor helmets.

Best Effort (Ex):  Once per day, the gambler can add a +2 luck bonus to any single skill roll.  Even if this roll fails, the best effort is wasted for the day.  At fifth level, the luck bonus increases to +4, and at ninth level the gambler can use best effort twice per day.

Friendly Face:  The gambler, due to his charming nature, receives a +1 competence bonus to any two charisma-related skills of the player’s choosing.

Defense:  At second level, the gambler gains a +1 dodge bonus to armor class.  This dodge bonus is lost if the gambler is caught flat-footed or is restrained.  At level 5 the bonus increases to +2 and increases further to +3 at level 8.

Gambler’s Luck (Ex):  At level 2 and every even level thereafter, the gambler can select a single ability from the list below:


Against the Odds:  Once per day, the gambler can make a skill roll, saving throw, or attack roll replacing all bonuses with his class level + charisma modifier.  Penalties still apply to the roll, normally.  This ability can be selected more than once, each additional time it grants another use per day of the ability.


Evasion:  Gamblers tend to be in the right place at the right time allowing them to remain relatively safe of danger while others are not.  If a gambler with this ability ever succeeds in a reflex save against an effect that normally deals half damage on a successful save, they take no damage.  This can be selected a second time, granting improved evasion (see Rogue, below for a description of that ability).

Never Fail:  After selecting this ability, the gambler can reroll all natural 1’s for attack rolls, skill rolls, ability checks, or saving throws.  If the reroll also comes up a 1, he does not gain a second reroll.


Obstinate:  The gambler receives a +2 luck bonus on all opposed rolls.


Redoubled Effort:  Once per day, the gambler can reroll any failed attack roll, saving throw, ability check, or skill roll.  This ability can be selected multiple times, each time giving another reroll per day.


Resilient to Fault:  The gambler gains a +1 luck bonus on all saving throws.


Uncanny Dodge:  Due to his unnatural luck a gambler with this ability retains his dexterity bonus to armor class even if caught flat-footed.  The gambler seems to coincidentally step out of the way of danger.  If the gambler already has the uncanny dodge ability from another class or selects this power a second time, he gains the improved uncanny dodge (see Rogue, below for a description of that ability).

Unreasonable Bravery:  The gambler has an almost supernatural bravery.  He receives a +8 morale bonus on will saves against fear effects.  Furthermore, his unwavering confidence grants all allies within 10’ a +2 morale bonus on saves against fear effects.

Bonus Feat:  The gambler can select a feat from the skill feat or talents list (see Chapter 5, Feats).  This is in addition to any other feats the gambler may receive due to level.

Geomancer


A geomancer is a spell caster who is in tune with the natural magical forces around him.  He channels the energies of all things, living and elemental.  Due to their specialized type of magic, geomancers seldom stay in one place for extended periods of time.  They tend to roam the lands, discovering new ways to channel their magic.

Adventurers:  Geomancers seldom have ties to an area, thus can make the transition to adventuring life very easily.  Many geomancers spend a great deal of their lives adventuring in any case, as it offers them an opportunity to test themselves and their magic.

Characteristics:  Geomancers are masters of manipulating raw magical power.  They subtly shift the natural flows of magical energy around them, so they have a much greater potential to cast spells than either an arcanist or wizard.


However, as they are left at the whim of magical energies that surround them, they don’t gain power as quickly as a wizard.  Some wizards also argue that geomancers are not quite as versatile in their spell casting.

Role:  A geomancer is a primary spell caster.  A party probably does not need both a wizard and geomancer together, as they both fill the same role.  Geomancers support combat characters well as well as having utility spells to assist others.

Guilds:  The Geomancer guild remains an unorganized guild that accepts anybody that has geomancer training.  They don’t keep records on their members and only maintain the organization to help protect geomancer interests.

	Geomancer

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Fuel Spell Matrices, Metamagic Mastery, Surge

	2nd
	+1
	+0
	+0
	+3
	Metamagic Pool Bonus

	3rd
	+1
	+1
	+1
	+3
	Heighten Spell, Surge

	4th
	+2
	+1
	+1
	+4
	Metamagic Pool Bonus

	5th
	+2
	+1
	+1
	+4
	Surge

	6th
	+3
	+2
	+2
	+5
	Metamagic Pool Bonus

	7th
	+3
	+2
	+2
	+5
	Overcharge Spell, Surge

	8th
	+4
	+2
	+2
	+6
	Metamagic Pool Bonus

	9th
	+4
	+3
	+3
	+6
	Surge

	10th
	+5
	+3
	+3
	+7
	Metamagic Pool Bonus


Requirements/Limitations:  none.  Any race can learn to become a geomancer.  Humans, elves, and half-elves all have a strong talent for the class.

Abilities:  Geomancers need high charisma scores to fuel their spell matrices.  High constitutions are also useful for concentration and for higher hit points.

Hit Die:  d6.

Skill Points per Level:  2 + Int mod.

Class Skills:  The class skills of the geomancer are Athletics (Str), Concentration (Con), Craft (Int), Heal (Wis), Handle Animal (Cha), Lore (arcana) (Int), Lore (geography) (Int), Lore (local) (Int), Lore (nature) (Int), Profession (Wis), Ride (Dex), Spellcraft (Int), Survival (Wis), and Tinker (Cha).

	Geomancer Spell Matrices
	
	Geomancer Metamagic Pool

	Level
	0th
	1st
	2nd
	3rd
	4th
	5th
	
	Level
	Pool

	1st
	4
	--
	--
	--
	--
	--
	
	1st
	0

	2nd
	5
	2
	--
	--
	--
	--
	
	2nd
	2

	3rd
	5
	3
	--
	--
	--
	--
	
	3rd
	4

	4th
	5
	3
	2
	--
	--
	--
	
	4th
	7

	5th
	6
	4
	3
	--
	--
	--
	
	5th
	10

	6th
	6
	4
	3
	2
	--
	--
	
	6th
	15

	7th
	6
	4
	4
	3
	--
	--
	
	7th
	20

	8th
	6
	5
	4
	3
	2
	--
	
	8th
	27

	9th
	6
	5
	4
	4
	3
	--
	
	9th
	35

	10th
	6
	5
	5
	4
	3
	2
	
	10th
	45


Class Abilities:

Weapon and Armor Proficiency:  Geomancers are proficient in all simple weapons.  They are not proficient in armor, shields, or helmets.

Spell Matrices:  Geomancers do not study spells in the traditional sense.  They instead study the intricate patterns of magic all around them.  At particularly powerful nexuses of magical power, geomancers can imprint these patterns (called matrices) on themselves.  The number of matrices that a geomancer can have imprinted is limited by his level.


There are four types of spell nexuses:  Air, Earth, Fire, and Water.  A geomancer can only imprint a matrix from a nexus of the appropriate type.  A geomancer can replace a matrix that he has imprinted with a matrix of equivalent level.


Imprinting a spell matrix takes an entire day of concentration.  After 8 hours of mediation at the nexus, the geomancer can make a spellcraft roll of 15 + spell level to imprint the spell.  Failure does not prevent him from attempting to imprint the spell, again.


When a geomancer gains a level, he gains the ability to imprint more matrices, but he must still go to nexuses to imprint the matrices.

Fuel Spell Matrices:  Geomancers are masters of metamagic, using it to fuel their spells.  At a given level, their base metamagic pool is listed on the table, above.  When the geomancer wishes to cast a spell, he simply spends a number of points equal to the level of the spell matrix and the spell is cast.


A geomancer must still complete verbal and somatic components if the spell requires them, but he need not supply any material components.  He does still need a focus, if the spell requires one.


Fueling a spell matrix is still considered spell casting for the purposes of attacks of opportunity, spell failure, spell resistance, and all other game mechanics.  However, because of the radically different way of casting, all non-geomancers using spellcraft on a geomancer receive a -4 penalty to recognize spells.


Geomancers fueling a spell matrix are considered arcane casters.  To fuel a spell matrix, a geomancer must have a charisma score of 10 + the spell’s level.  The base save DC for a geomancer’s spell matrix is 10 + the spell matrix level + the geomancer’s charisma modifier.

Metamagic Mastery:  Since the geomancer is using metamagic to fuel his spells, he need not pay the cost of the spell twice when he is augmenting it with a metamagic feat.  Thus, if a geomancer wished to cast a still fireball, he would only need to spend 3+1 or 4 metamagic points.

Surge:  Geomancers refer to 0-level spells as surges.  Surges do not require metamagic points to cast, however, geomancers can only cast a limited number per day.  At first level, he can cast 2 plus his charisma modifier.  Every odd level, this number increases by 1.


If a geomancer wishes to cast a surge and he has expended his total number for the day, he can do so by spending 1 metamagic point.  If a geomancer wishes to augment a surge with a metamagic feat, he must spend the metamagic points required, in addition to expending a surge use that day.

Metamagic Pool Bonus:  At every even level the geomancer gains a bonus to his metamagic pool equal to his charisma modifier.

Heighten Spell:  At third level, geomancers receive the heighten spell feat.  This is in addition to any other feat that he may receive due to level.  If the geomancer already has the heighten spell feat, he may select any other metamagic feat.

Overcharge Spell:  At seventh level, geomancers receive the overcharge spell feat.  This is in addition to any other feat that he may receive due to level.  If the geomancer already has the overcharge spell feat, he may select any other metamagic feat.

Myrmidon


Myrmidons are specialist warriors who have trained in the one place that consistently produces fighters a cut above the rest:  the battlefield.  A dedicated and resilient combatant, the myrmidon scoffs at the uncontrolled rage of the barbarian.  Because the myrmidon knows; when you stop thinking in combat, you stop living.


The myrmidon is not the master of guerrilla warfare that the scout is, either.  The myrmidon prefers a methodical, direct assault where his skill and experience can overwhelm his opponent.

Adventurers:  Myrmidons often find that their tactics and attitudes don’t mesh with society well.  Some become mercenaries; some join a guild for the teamwork and companionship, while others opt for the life of the road.  Those that take the third option often take up adventuring to test their blade against inhuman opponents.

Characteristics:  Myrmidons are heavily-armored, well trained soldiers with a great deal of versatility and combat ability.  They have the best base attack bonus and high hit points.  The myrmidon is a straight-forward “no frills” combatant.

Role:  The myrmidon will quickly take the lead as a melee combatant.  He is more cautious then the barbarian, though, able to construct efficient tactics in skirmishes or on battlefields.  The myrmidon can step back from melee, though, and take a role as an archer if need be.

Guilds:  There are dozens of small mercenary guilds that profess to train myrmidons.  Usually the number of myrmidons in the guilds is quite low, and their bulk is made up of militia and experts (see NPC profession section).

Requirements/Limitations:  The myrmidon must have some military or combat-heavy background.  Not everybody musters the skill required to enter the ranks of the myrmidons.

Abilities:  Myrmidons need only two ability scores:  strength and constitution.  They need these to support their main role; combat.  High intelligence also helps them with some of their skills.

Hit Die:  d10.

Skill Points per Level:  2 + Int mod.

Class Skills:  The class skills of the myrmidon are Athletics (Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Ride (Dex), and Tactics (Int).

Class Abilities:

Weapon and Armor Proficiency:  Myrmidons are proficient in all simple and martial weapons.  Furthermore, they receive proficiency in light and heavy armors, as well as shields and helmets.

Bonus Feat:  The myrmidon gains a bonus feat from the combat feat list (See Chapter 5, Feats).  This is in addition to any other feats he receives due to his level.

Reputation:  At level 3, the myrmidon has earned such a frightening reputation that he receives a +1 bonus on all intimidate skill checks.  Furthermore, the myrmidon can use the intimidate skill in place of bargain when haggling for his hiring price for mercenary work.  Every three levels thereafter, the bonus increases by +1.

Combat Specialist:  This ability allows the myrmidon to select some restricted feats for his standard or bonus feats.  This class ability grants no extra feats, it merely opens up more options for the myrmidon.

Combat Master:  Similar to the combat specialist class ability, combat master opens up more options for the myrmidon’s feat selection.

	Myrmidon

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

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

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

	3rd
	+3
	+3
	+1
	+1
	Reputation +1

	4th
	+4
	+4
	+1
	+1
	Bonus Feat, Combat Specialist

	5th
	+5
	+4
	+1
	+1
	

	6th
	+6
	+5
	+2
	+2
	Bonus Feat, Reputation +2

	7th
	+7
	+5
	+2
	+2
	

	8th
	+8
	+6
	+2
	+2
	Bonus Feat

	9th
	+9
	+6
	+3
	+3
	Combat Master, Reputation +3

	10th
	+10
	+7
	+3
	+3
	Bonus Feat


Mystic


The mystic is in tune with nature like no other.  He does not consider himself to be “surviving” in the wilderness, but rather coexisting with it.  The mystic has a deep understanding of life and the natural way of the world.


Though the mystic has become somewhat estranged from civilization, he usually keeps on good terms with the local populace.  He offers his services as a healer and gives advice about animals and weather.  That way he can use the town to obtain items of luxury he normally could not in the wild.  The mystic is by no means a recluse.

Adventurers:  Mystics make natural adventurers.  They are used to being outside of society and they are extremely self-sufficient.  Their healing skills are unparalleled, making them invaluable to any adventuring party.

Characteristics:  Mystics are wise and have a wide range of skills.  They are one of the few classes to have healing magic and they are not unfamiliar with combat.

Role:  In an adventuring party, the mystic will probably take the roll of party healer and defensive caster.  The mystic has several defense and protective spells that will help in combat, and skills that support tactical approaches to battle.

Guilds:  Though mystics may ally themselves individually with a guild that has affinities with the wilderness, mystics have no organized guild themselves.

Requirements/Limitations:  none.  Any race can become a mystic.  Ork mystics are called “shamans”, while ahyl mystics are called “truth-speakers.”

Abilities:  Mystics will need a high wisdom score, since their entire spell casting is based on wisdom.  A high constitution and charisma are also useful for hit points and skill modifiers.

Hit Die:  d8.

Skill Points per Level:  4 + Int mod.

Class Skills:  The mystic’s class skills are Athletics (Str), Awareness (Wis), Concentration (Con), Craft (Int), Handle Animal (Cha), Heal (Wis), Lore (nature) (Int), Profession (Wis), Ride (Dex), Spellcraft (Int), and Survival (Wis).

	Mystic

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+2
	+0
	+2
	Metamagic, Nature Sense +1, Wild Empathy

	2nd
	+1
	+3
	+0
	+3
	Trackless Step, Woodland Stride

	3rd
	+2
	+3
	+1
	+3
	Herbalism, Nature Sense +2

	4th
	+3
	+4
	+1
	+4
	Tolerate Elements

	5th
	+3
	+4
	+1
	+4
	Immunity (Disease), Nature Sense +3

	6th
	+4
	+5
	+2
	+5
	Low-Light Vision

	7th
	+5
	+5
	+2
	+5
	Immunity (Poison), Nature Sense +4

	8th
	+6
	+6
	+2
	+6
	Resist Elements

	9th
	+6
	+6
	+3
	+6
	Nature Sense +5

	10th
	+7
	+7
	+3
	+7
	The Moon’s Blessing


	Mystic Spells per Day

	Level
	0th
	1st
	2nd
	3rd
	4th
	5th

	1st
	3
	1
	--
	--
	--
	--

	2nd
	4
	2
	--
	--
	--
	--

	3rd
	4
	2
	1
	--
	--
	--

	4th
	5
	3
	2
	--
	--
	--

	5th
	5
	3
	2
	1
	--
	--

	6th
	5
	3
	3
	2
	--
	--

	7th
	6
	4
	3
	2
	1
	--

	8th
	6
	4
	3
	3
	2
	--

	9th
	6
	4
	4
	3
	2
	1

	10th
	6
	4
	4
	3
	3
	2


Class Abilities:

Weapon and Armor Proficiency:  Mystics are proficient in all simple weapons and light armor and hide armor, but not shields or helmets.
Divine Spells (Sp):  Mystics can cast a number of divine spells per day as listed on the table, above (modified by their wisdom scores).  To cast a spell a mystic must have a minimum wisdom of 10 + the spell level.  Mystics receive bonus spells based on their wisdom scores.  The base save DC for a mystic’s spell is 10 + the spell level + the mystic’s wisdom modifier.


Mystics do not prepare spells ahead of time like wizards, but merely cast whichever spell they wish from their list.  Since mystics have a natural affinity with the moon, their spells return every day at dusk.

Metamagic:  As a spell casting class, the mystic has access to metamagic.  Mystics add their class level to their metamagic pool.  More on metamagic and metamagic feats are discussed in Chapter 5, Feats, and Chapter 8, Magic.

Nature Sense:  At first level the mystic gains a +1 competence bonus to all survival and lore (nature) skill rolls.  At every odd level this bonus increases by +1.

Wild Empathy (Ex):  A mystic can use body language and empathy to improve the attitude of animals.  This is just like using diplomacy on humans, except that the mystic rolls a d20 and adds his class level and charisma modifier.  How long it takes to influence an animal is up to the game master (usually around 1 minute).

Trackless Step (Ex):  At second level a mystic leaves no trail in natural surroundings and cannot be tracked.  The mystic can always choose to leave a trail if desired.

Woodland Stride (Ex):  At second level a mystic can move through any sort of undergrowth at his normal movement without taking damage or suffering other ill effects.  This does not apply to magical spells or undergrowth that has been enchanted.

Herbalism:  At third level, the mystic gains a +2 competence bonus to profession (herbalist) and heal skill rolls.

Tolerate Elements (Ex):  At fourth level the mystic becomes slightly resistant to elemental attacks.  The mystic gains 1 point of elemental resistance against fire, cold, electricity, and acid.

Immunity (Ex):  Over time a mystic’s body becomes immune to natural afflictions.  At fifth level, the mystic is so hardy that natural diseases no longer affect him.  At seventh level the mystic becomes immune to natural poisons.

Low-Light Vision (Ex):  Since mystics have an affinity for the moon, they spend a great deal of time outdoors at night.  Since they become accustomed to the light (and some would say more closer to animal kind) they gain low-light vision and can see twice as far in near-darkness conditions.


If the mystic already has low-light vision, then he gains incredibly sharp low-light vision and can see three times as well in near-darkness conditions.

Resist Elements (Su):  As the magical powers of the moon fill the mystic, he becomes even more resistant to the elements.  At this point, the mystic gains 5 points of elemental resistance to fire, cold, electricity, and acid.

The Moon’s Blessing (Ex):  When a mystic receives the blessing of the moon, he becomes immune to all magical diseases, magical poisons, magical aging, and he ceases taking penalties due to aging.  The mystic has his maximum lifespan doubled, but will die when his (new) time is up, regardless of magical effects.

Oracle


Though the gods have forsaken the world that turned against them, they occasionally do take favor in an individual and grant him divine power.  These persons are oracles.


Oracles sit on a dangerous fence; their deity demands faith and devotion, but deific worship is illegal in the Empire of Dracaenas (under punishment of death!).  Thus oracles must attempt to find and recruit others to their faith, but risk execution at every turn.

Adventurers:  Oracles often attempt to find out about their god and thus seek out lost and forbidden knowledge.  This quickly leads them onto the path of the adventurer.  Furthermore, by building life-and-death bonds with others, the oracle seeks companions that will assist him in his quest.

Characteristics:  Oracles begin with a small collection of spells, but these quickly grow.  They are versatile casters with defensive, divination, and even some offensive spells.  Oracles have a descent skill selection, and usually will attempt to mimic another class until they are certain that their traveling companions won’t turn on them.

Role:  A successful oracle is a healer, protector, secondary-line warrior, and secondary spell caster.  However, most oracles find that most of their time is spent protecting their secrets (and their lives)!

Guilds:  none.  Since oracles are executed if the government catches them, they have been unable to form an organized group.  Furthermore, the infighting between oracles is often as violent as any government persecution.

	Oracle

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Disguise Casting, Metamagic, Starting Domains

	2nd
	+1
	+0
	+0
	+3
	New Domain

	3rd
	+2
	+1
	+1
	+3
	

	4th
	+3
	+1
	+1
	+4
	New Domain

	5th
	+3
	+1
	+1
	+4
	

	6th
	+4
	+2
	+2
	+5
	New Domain

	7th
	+5
	+2
	+2
	+5
	

	8th
	+6
	+2
	+2
	+6
	New Domain

	9th
	+6
	+3
	+3
	+6
	

	10th
	+7
	+3
	+3
	+7
	New Domain


Requirements/Limitations:  none.  There are very few oracles in the world since deific worship is outlawed.  The largest concentration seems to be among elves and half-elves.

Abilities:  Oracles need high wisdom scores, as all of their spell casting is based on wisdom.  Furthermore a high charisma skill is recommended to help protect the character’s secrets.

Hit Die:  d8.

Skill Points per Level:  4 + Int mod.

Class Skills:  The class skills of oracles are Awareness (Wis), Barter (Cha), Bluff (Cha), Concentration (Con), Craft (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Lore (arcana) (Int), Lore (local) (Int), Lore (philosophy) (Int), Profession (Wis), Spellcraft (Int), and Streetwise (Cha).

Class Abilities:

Weapon and Armor Proficiency:  Oracles are proficient with all simple weapons and light armor.  They are not proficient with shields or helmets.

Divine Spells (Sp):  An oracle receives a number of divine spells per day (modified by his charisma score) as listed above.  In order to cast a spell the oracle must have a charisma score of 10 + the level of spell.  Oracles do not memorize spells, but may choose from their entire spell list when they wish to cast a spell.  The base save DC of an oracle’s spell is 10 + the spell level + the oracle’s charisma modifier.


To regain their spells, an oracle must be fully rested (8 hours of sleep) and spend 15 minutes in silent prayer.

	Oracle Spells per Day

	Level
	0th
	1st
	2nd
	3rd
	4th
	5th

	1st
	3
	1
	--
	--
	--
	--

	2nd
	4
	2
	--
	--
	--
	--

	3rd
	4
	2
	1
	--
	--
	--

	4th
	5
	3
	2
	--
	--
	--

	5th
	5
	3
	2
	1
	--
	--

	6th
	5
	3
	3
	2
	--
	--

	7th
	6
	4
	3
	2
	1
	--

	8th
	6
	4
	3
	3
	2
	--

	9th
	6
	4
	4
	3
	2
	1

	10th
	6
	4
	4
	3
	3
	2


Metamagic:  As a spell casting class, the oracle has access to metamagic.  Oracles add their class level to their metamagic pool.  More on metamagic and metamagic feats are discussed in Chapter 5, Feats, and Chapter 8, Magic.

Starting Domains:  Though the oracle has faith in his deity, he chooses how to worship the deity.  To determine what spells he can cast, the oracle chooses two aspects of the deity that he identifies most with.  He can then receives the associated ability and the spells from the domains are added to his spell list.

Disguise Casting (Ex):  An oracle learns early on that his method of spell casting; prayer is very unlike that of a mystic or wizard.  Thus he learns to either disguise his spell casting so he appears to be a mystic or wizard, or conceal his spell casting even further so that it appears as though he is performing a mundane action.


To disguise a spell as a mystic or wizard spell, the oracle merely makes a Bluff skill roll.  This roll is opposed by onlookers’ Spellcraft skills (with a –4 penalty if they are arcane spell casters and the oracle is disguising his spell as a mystic spell).  Anybody who rolls higher than the oracle realizes that he’s trying to disguise how he is casting the spell, but they aren’t necessarily sure why without further spellcraft rolls.


To disguise a spell as a mundane action the oracle attempts the same roll, but this time it is opposed by onlookers’ Awareness skills (with a –4 penalty if they have no ranks in spellcraft).  Anybody who rolls higher than the oracle realizes that he is casting a spell.  They will need a spellcraft roll to determine the type of spell, however.


Note that this ability doesn’t disguise spell effects, but spell casting.

New Domain:  When an oracle achieves an even level he gains access to another aspect of his deity.  Remember to select a domain that the oracle identifies best with.  The oracle gains the associated power and the spells are added to his spell list.

Rogue


The rogue is a master of the city streets.  He isn’t necessarily a nefarious criminal, but chances are that he knows a few.  A master of stealth, ambush, and evasion, the rogue is a resourceful ally… or a deadly enemy.

Adventurers:  Rogues make excellent adventurers as they are often faced with adversity.  The quick-thinking and resourcefulness of the class is very useful to have in a dangerous situation.

Characteristics:  Rogues have average combat skills and are a little low on hit points.  Their best attributes are their sneak attack class ability and the huge number of skill points that they receive.  With a proper selection of feats, a rogue can support any warrior, or become a master of stealth and scouting.

Role: 
Rogues generally have a bad reputation since they learned many of their skills through less than legal activities.  However, in an adventuring setting, none can deny their usefulness.  Apart from their skills, rogues are decent second-string fighters, and often take the role of defending the spell casters.

Guilds:  There are no formal guilds of rogues, but many “thieves guilds” have sprung up from time to time, organizing crime in an area of a city.  Also, a lot of merchant guilds hire rogues to sniff out thieves and criminals.

Requirements/Limitations:  none.  Any race and social group can produce a rogue.

Abilities:  Rogues need high dexterity scores since a great many of their skills rely on dexterity.  Also, intelligence and charisma are useful for similar reasons.  One may even consider putting a decent score into constitution to counterbalance the low number of hit points.

Hit Die:  d6.

Skill Points per Level:  8 + Int mod.

Class Skills:  The class skills of the rogue are Agility (Dex), Appraise (Int), Athletics (Str), Awareness (Wis), Barter (Cha), Bluff (Cha), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Intimidate (Cha), Locksmith (Dex), Lore (local) (Int), Profession (Wis), Search (Int), Sense Motive (Wis), Slight of Hand (Dex), Stealth (Dex), Streetwise (Cha), Tactics (Int), and Use Rope (Dex).

	Rogue

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+2
	+0
	Sneak Attack +1d6

	2nd
	+1
	+0
	+3
	+0
	Evasion, Improved Sneak Attack

	3rd
	+2
	+1
	+3
	+1
	Sneak Attack +2d6, Favored City +1

	4th
	+3
	+1
	+4
	+1
	Accurate Sneak Attack, Uncanny Dodge

	5th
	+3
	+1
	+4
	+1
	Sneak Attack +3d6

	6th
	+4
	+2
	+5
	+2
	Favored City +2

	7th
	+5
	+2
	+5
	+2
	Sneak Attack +4d6

	8th
	+6
	+2
	+6
	+2
	Exact Sneak Attack, Improved Uncanny Dodge

	9th
	+6
	+3
	+6
	+3
	Sneak Attack +5d6, Favored City +3

	10th
	+7
	+3
	+7
	+3
	Special Ability


Class Abilities:

Weapon and Armor Proficiency:  Rogues are proficient with all simple weapons plus bows and gladii.  They are proficient with light armor but not shields or helmets.

Sneak Attack:  If a rogue attacks an opponent that is denied his dexterity bonus (whether or not he actually has a bonus) or while he flanks his opponent, he can strike a vital spot for increased damage.  At first level this damage is +1d6 and increases by +1d6 every two levels thereafter.


If the rogue scores a critical hit with a sneak attack, the sneak attack damage isn’t increased.  Ranged attacks can only be sneak attacks if the target is within 30 feet.


With a sap or while unarmed, the rogue can choose for the sneak attack to do subdual damage.  If the rogue is not using a sap and is not unarmed sneak attack damage cannot be subdual damage.


To successfully sneak attack, the rogue must be able to see the target (the target cannot have concealment), and must be able to reach a vital spot of its anatomy.  Thus creatures without discernable anatomies are immune to sneak attacks.

Evasion (Ex):  Rogues develop almost supernatural reflexes, allowing them to safely leap clear of danger while others cannot.  If a 2nd level rogue ever succeeds in a reflex save against an effect that normally deals half damage on a successful save, they take no damage.
Improved Sneak Attack:  The rogue has become adept at attacking evasive targets with his sneak attack.  The Uncanny Dodge class ability is no longer a protection from a 2nd level rogue’s sneak attack.

Favored City:  By third level the rogue has developed a “home turf.”  He can select one city, town, or rural area and he receives a +1 competence bonus to all bargain and streetwise rolls while in that area.  Every three levels thereafter the bonus increases by +1.

Accurate Sneak Attack:  Since the rogue has learned to take the fullest advantage of his sneak attacks, he gains a +2 attack bonus if he performs a full attack action while sneak attacking.

Uncanny Dodge (Ex):  Due to his acute senses the rogue has learned to react to danger before most normally could.  He retains his dexterity bonus to armor class even if caught flat-footed.  If the rogue already has the uncanny dodge ability from another class, he gains the improved uncanny dodge (see below).

Exact Sneak Attack:  By 8th level the rogue has become so adept at reading his opponents’ body language that improved uncanny dodge is no longer a protection from his sneak attack ability.

Improved Uncanny Dodge (Ex):  Upon reaching level 8, the rogue can no longer be flanked.  This denies other rogues the ability to sneak-attack him by flanking.

Special Ability:  When a rogue reaches level 10, he attains a pinnacle of training.  He may select a special ability from the following list:


Crippling Sneak Attack:  By striking at his vitals, the rogue has learned to weaken an opponent.  Whenever the rogue deals damage with a successful sneak attack, the victim suffers 2 points of strength damage.


Improved Evasion:  If the rogue is subjected to an effect that allows half damage on a successful reflex save, and he fails his save, he takes half damage, anyway.


Opportunist:  Once per round the rogue can make an attack of opportunity against any opponent that he threatens that has been struck in melee combat.


Skill Mastery:  The rogue is so confident of his abilities that he can select 3 + his intelligence modifier skills.  When using the selected skills he can take 10 on them regardless of the circumstances.


Slippery Mind:  If the rogue is subjected to an enchantment that allows a save and he fails, he can attempt a second save one round later against the same DC.  If successful, the spell is broken as if he had made the original save.  This can only be attempted once per spell.


Feat:  The rogue receives a bonus feat in addition to any he may receive due to level.  This can be any feat.

Scout


The scout is a warrior adept at spending days in the wilderness.  He is equally confident braving harsh terrain as he is swinging a sword in combat.  The scout prefers to be lightly encumbered, but has trained in heavier armors in case the situation calls for them.

Adventurers:  Scouts are usually trained by a militia or mercenary guild.  However, any warrior who learns the way of the land can learn the ways of the scout.  Scouts make an excellent addition to any adventuring party, since they combine combat abilities with stealth and awareness.

Characteristics:  Scouts have a large number of skills for a combat class.  They also have a lot of versatility with the large number of bonus feats that they get.  With high hit points and a good attack bonus, the scout is a well-rounded class.

Role:  The scout can be a front-line combatant if he is needed there, but his real place is gathering information.  He can stealth ahead, checking out a potential ambush-point before any of the other party members are in put in danger.  His large number of skills helps him support other classes, as well.

Guilds:  The Lumberguard in Trinia trains a great deal of scouts, as does the militias of Caethage and Draconis.  There are also a few mercenary guilds that train scouts.

Requirements/Limitations:  none.  Any race can become a scout, though elves and ahyl are less common.  Ahyl tend toward the barbarian class, except those near human settlements, who sometimes adopt the scout role.

Abilities:  Scouts need a high dexterity score, since they wear lighter armors and prefer stealth and mobility.  High intelligence and wisdom is also useful to support their role as a skilled class, while strength and constitution are useful since they are also a combat-class.

Hit Die:  d8.

Skill Points per Level:  4 + Int mod.

Class Skills:  The class skills of the scout are Athletics (Str), Awareness (Wis), Craft (Int), Handle Animal (Cha), Heal (Wis), Lore (nature) (Int), Profession (Wis), Ride (Dex), Search (Int), Stealth (Dex), Survival (Wis), Tactics (Int), and Use Rope (Dex).

	Scout

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+2
	+2
	+0
	Reaction +1, Track

	2nd
	+2
	+3
	+3
	+0
	Bonus Feat,  Uncanny Dodge

	3rd
	+3
	+3
	+3
	+1
	Fast Movement, Woodland Stride

	4th
	+4
	+4
	+4
	+1
	Bonus Feat

	5th
	+5
	+4
	+4
	+1
	Endurance, Reaction +2

	6th
	+6
	+5
	+5
	+2
	Expert Rider

	7th
	+7
	+5
	+5
	+2
	Bonus Feat

	8th
	+8
	+6
	+6
	+2
	Swift Tracker

	9th
	+9
	+6
	+6
	+3
	Ambush, Fast Movement

	10th
	+10
	+7
	+7
	+3
	Bonus Feat, Reaction +3


Class Abilities:

Armor and Weapon Proficiency:  The scout is proficient in all simple and martial weapons.  They are trained in the use of light and heavy armor, but not shields nor helmets.

Reaction (Ex):  Due to his keen senses, scouts gain a competence bonus on their initiative rolls.  At first level the bonus is +1, but it increases to +2 at level 5 and +3 at level 10.  This bonus stacks with the improved initiative feat.

Track:  At first level, the scout gains the track feat for free.  This is in addition to any other feats he gains due to class or level.

Bonus Feat:  At level 2, level 4, and every three levels thereafter, the scout can select a bonus feat from the list of combat feats.  This is in addition to any other feats he gains due to class or level.

Uncanny Dodge (Ex):  Due to his acute senses the scout has learned to react to danger before most normally could.  He retains his dexterity bonus to armor class even if caught flat-footed.  If the scout already has the uncanny dodge ability from another class, he gains the improved uncanny dodge (see the Barbarian class, above).

Fast Movement:  At third level the scout gains a +10 to his base movement rate if he is wearing light or no armor and is only lightly encumbered.  At 9th level he gains another +10 (for a total of +20) to his movement rate.

Woodland Stride (Ex):  At third level a scout can move through any sort of undergrowth at his normal movement without taking damage or suffering other ill effects.  This does not apply to magical spells or undergrowth that has been enchanted.

Endurance:  At fifth level, the scout gains the endurance feat.  This is in addition to all other feats gained due to level.

Expert Rider (Ex):  At level 6, the scout can no apply his Reaction class ability as a bonus to all ride skill rolls.  Furthermore, he can use his stealth skill while mounted (with a -4 penalty, since the mount is large) and can apply his fast movement ability to his mount.

Swift Tracker:  At level 8 the scout can move at his normal speed while tracking without receiving a penalty.  He receives only a -10 penalty while moving up to double his speed and tracking.

Ambush:  If a level 9 scout attacks a creature or character that is unaware of his presence or is flat-footed, he may add his Reaction class ability to the attack roll.

Warden


A warden is a warrior that is trained to protect.  More defensive minded than myrmidons or scouts, the warden is a bodyguard, city watch, or caravan guard.

Adventurers:  Wardens become adventurers very infrequently.  Usually there is some sort of disturbance in their lives that forces them to take up the road.  Those that do become adventurers are valuable allies.

Characteristics:  A warden has high hit points and a decent skill selection.  He doesn’t have the number of feats that a myrmidon has, nor does he have the number of skills of a scout.  However, a warden is comfortable fighting in the front of a battle with any other warrior.

Role:  The warden makes a good primary warrior.  Even with another combat character, the warden works well in teamwork situations.  The warden can also support combat with ranged attacks.

Guilds:  The Lumberguards in Trinia train a large number of wardens.  Caethage fills a large number of its city watch with wardens.  Wardens are often hired by merchants or nobles for protection, as well.

Requirements/Limitations:  The character must have some military or combat background.  Wardens are more than mere warriors and not all can join their ranks without experience.

Abilities:  Wardens need high strength scores so that they can hit more often in melee and do more damage.  They need high constitution scores so that they can absorb damage.  

Hit Die:  d10.

Skill Points per Level:  4 + Int mod.

Class Skills:  The class skills of the warden are Athletics (Str), Awareness (Wis), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Intimidate (Cha), Lore (law) (Int), Lore (local) (Int), Profession (Wis), Ride (Dex), Search (Int), Sense Motive (Wis), Streetwise (Cha), Tactics (Int), and Use Rope (Dex).

	Warden

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+2
	+0
	+2
	City Watch Training +1, Unarmed Combat

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

	3rd
	+3
	+3
	+1
	+3
	Non-lethal Combat, Improved Unarmed

	4th
	+4
	+4
	+1
	+4
	Bonus Feat

	5th
	+5
	+4
	+1
	+4
	City Watch Training +2, Fearless

	6th
	+6
	+5
	+2
	+5
	Combat Specialist

	7th
	+7
	+5
	+2
	+5
	Bonus Feat

	8th
	+8
	+6
	+2
	+6
	Subdue, Hog Tie

	9th
	+9
	+6
	+3
	+6
	City Watch Training +3

	10th
	+10
	+7
	+3
	+7
	Bonus Feat


Class Abilities:

Weapon and Armor Proficiency:  Wardens are proficient in all simple and martial weapons.  Wardens are trained in light and heavy armors and with shields and helmets.

City Watch Training:  Wardens are trained to keep their eyes and ears open, granting them a +1 competence bonus on all awareness and sense motive skill rolls.  On level 5 and level 9 the bonus increases to +2 and +3, respectively.

Unarmed Combat:  At first level the warden receives the improved unarmed strike feat.  This is in addition to any other feat that the warden may receive due to level.

Bonus Feat:  At 2nd level, 4th level, and then every three levels thereafter, the warden receives a bonus feat from the list of combat feats (See Chapter 5, Feats).  This is in addition to any other feats he receives due to level.

Non-Lethal Combat:  At 3rd level, the warden can add his City Watch Training bonus to all attack rolls he makes while doing non-lethal damage.  This includes his unarmed attacks.

Improved Unarmed:  At third level, the warden receives the improved grapple feat.  This is in addition to any other feat gained due to level.

Fearless (Ex):  At level 5, the warden adds his City Watch Training as a morale bonus to all will save against fear effects.  Furthermore, his level is also increased by the same amount when resisting intimidation skill rolls.

Combat Specialist:  This ability allows the warden to select some restricted feats for his standard or bonus feats.  This class ability grants no extra feats, it merely opens up more options for the warden.

Subdue:  At level 8, the warden may now apply his City Watch Training bonus to all damage rolls when he inflicts non-lethal damage.  This includes unarmed attacks.

Hog Tie:  At eighth level, a warden gains another option during grappling.  If the warden successfully pins an opponent, he can immediately attempt to hog tie that opponent.  The warden must have a piece of rope on his person and he must maintain the pin for three consecutive rounds.  At the end of the third round, his opponent is tied up and immobile (use rope skill roll to set the escape DC).

Wizard


A wizard is a person who has dedicated his life to the pursuit of magical knowledge.  He wishes to unlock the secrets of the universe by studying as much as he can.


Where an arcanist becomes intimately familiar with a few spells and a geomancer studies spell matrices, the wizard fills great volumes with his spell knowledge.  He studies all spells equally, attempting to learn as many as possible.

Adventurers:  Not many wizards become adventurers.  Most spend their days researching magical spells and history, or finding practical application for magic.  Those that do become adventurers do so because they hear tales of lost knowledge buried in ancient catacombs.

Characteristics:  Wizards have one purpose, to cast spells.  They have a great deal of lore skills, but their spell versatility is astounding.  All of their training, however, has left them underdeveloped as far as combat ability.

Role:  The wizard only really has one role; that of a primary spell caster.  With his high intelligence score, a wizard can double as a sage, but he will always fall back to his primary role.

Guilds:  There are two wizard guilds in Dracaena.  The Stargazers are a guild of prophetic wizards who are very influential and political-minded.  The Weavers are a secretive organization of wizards who always wear masks and hoods.

Requirements/Limitations:  To gain training (and thus gain levels) as a wizard, the character must be in good standing with one of the two wizard guilds.  This means that the character must be accepted into the guild in the first place.  More is discussed about these two guilds in Chapter 6, Guilds, Society, and Social Classes.

Abilities:  All of a wizard’s spell casting is based on intelligence, as are many of his skills.  A high constitution is recommended to offset the wizard’s low hit points.

Hit Die:  d4.

Skill Points per Level:  2 + Int mod.

Class Skills:  The wizard’s class skills are Concentration (Con), Craft (Int), Decipher Script (Int), Lore (all skills taken individually) (Int), Profession (Wis), and Spellcraft (Int).

	Wizard

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Guild Training I, Metamagic

	2nd
	+1
	+0
	+0
	+3
	Bonus Feat

	3rd
	+1
	+1
	+1
	+3
	Guild Training II

	4th
	+2
	+1
	+1
	+4
	

	5th
	+2
	+1
	+1
	+4
	Bonus Feat

	6th
	+3
	+2
	+2
	+5
	Guild Training III

	7th
	+3
	+2
	+2
	+5
	

	8th
	+4
	+2
	+2
	+6
	Bonus Feat

	9th
	+4
	+3
	+3
	+6
	Guild Training IV

	10th
	+5
	+3
	+3
	+7
	


	Wizard Spells per Day

	Level
	0th
	1st
	2nd
	3rd
	4th
	5th

	1st
	3
	1
	--
	--
	--
	--

	2nd
	4
	2
	--
	--
	--
	--

	3rd
	4
	2
	1
	--
	--
	--

	4th
	4
	3
	2
	--
	--
	--

	5th
	4
	3
	2
	1
	--
	--

	6th
	4
	3
	3
	2
	--
	--

	7th
	4
	4
	3
	2
	1
	--

	8th
	4
	4
	3
	3
	2
	--

	9th
	4
	4
	4
	3
	2
	1

	10th
	4
	4
	4
	3
	3
	2


Class Abilities:

Weapon and Armor Proficiency:  Wizards are proficient in all simple weapons.  Wizards are not trained in the use of armor, shields, or helms.

Spells:  A wizard can memorize a number of spells per day on the table above.  When a wizard chooses to cast a spell, the spell is mystically wiped from his memory and he has to rest and memorize the spell, again, before he can use it.


Wizards cast arcane spells, and receive bonus spells based on their intelligence score.  To cast a spell, a wizard must have an intelligence score of 10 + the spell’s level.  The base save DC for a wizard’s spell is 10 + the spell level + the wizard’s intelligence modifier.

Spell Books:  Wizards must be fully rested (8 hours of sleep) and study their spell book for 15 minutes to memorize spells.  Thus they have to have their spell book with them in order to memorize spells.


A wizard begins at first level with every cantrip and 8 spells in his spell book, with one additional spell per point of intelligence modifier he has.  Every time he gains another wizard level, the guild will teach him 2 more spells.  Usually, the guild will allow a wizard to select the spells he wishes to learn.

Guild Training:  The Stargazers and Weavers each have secret techniques that they do not share with outsiders.  When the character reaches the appropriate level the secrets are revealed to him.

Stargazer Training:


Stargazer Training I:  At first level, the Stargazers teach wizards how to divine using their magical talents.  Thus all Stargazers can prepare an additional spell at each level so long as that spell is a divination.


Stargazer Training II:  At third level, the guild has assumed that the wizard has mastered the basics of magic and that he should move on to more political matters.  The skills Diplomacy (Cha), Heal (Wis), and Intrigue (Cha), are now class skills for the wizard.


Stargazer Training III:  At sixth level, the guild feels that the wizard is ready to combat their sworn enemy:  religion.  Thus the stargazer gains a +2 morale bonus on saves against divine spells.


Stargazer Training IV:  At 9th level, the guild shows the wizard that to a Stargazer, intelligence and wisdom are not strangers.  The Stargazer can now add his wisdom modifier to his intelligence score to determine what spells he can cast, bonus spells, and base save DCs for his spells.  For example, a 9th level stargazer with an intelligence score of 16 and a wisdom score of 14 has a wisdom modifier of +2.  Thus he receives spells and sets save DCs as if he had a 16+2 or 18 intelligence.

Weaver Training:


Weaver Training I:  Weavers are taught to be wary of others, they receive +2 on all craft (tailoring) skill rolls, and awareness, intimidate, and sense motive are class skills for them.


Weaver Training II:  By third level, the Weavers have cast so many warding spells upon themselves that they have developed a spell resistance of 12 + wizard class level against divination spells.


Weaver Training III:  At sixth level the Weaver guild teaches the wizard the spell mastery feat.  This is in addition to any feat the wizard may receive due to level.


Weaver Training IV:  The highest level Weavers are taught how to mix a geomancer’s style of binding spell matrices with their own style of magic.  The Weaver can use his metamagic pool to fuel a spell that he already has memorized.  By expending the number of metamagic points equal to the level of the spell +2, the Weaver can cast the spell without having it removed from his memory.  Furthermore, the Weaver can add his intelligence modifier to his metamagic pool.

Metamagic:  As a spell casting class, the wizard has access to metamagic. Wizards add their class level to their metamagic pool.  More on metamagic and metamagic feats are discussed in Chapter 5, Feats, and Chapter 8, Magic.

Bonus Feat:  At level 2 and every three levels thereafter, the wizard can select a feat from the item creation feats, magical feats, or metamagic feats.  This is in addition to any feats he normally receives due to level.

Professions


Though the players will be choosing to play characters with classes, a majority of the world is made up of people without classes.  What they have, instead, are called professions.  Professions are not nearly as advantageous as classes, but do not require the dedication and training, either.


There is nothing preventing a player from choosing to learn a profession instead of a class, but there is no compensation, either.

Aristocrat

An aristocrat is a man born of noble birth.  He has a great deal of wealth and leisure time that he spends hob-knobbing with other nobles.  Aristocrats often train in basic combat to keep themselves in shape.

Requirements/Limitations:  Only humans and half-elves can be aristocrats.  Furthermore, players cannot multi-class into aristocrat unless their first level was in the aristocrat profession.

Hit Die:  d8.

Skill Points per Level:  4 + Int mod.

Profession Skills:  The class skills of an aristocrat are Appraise (Int), Athletics (Str), Awareness (Wis), Barter (Cha), Bluff (Cha), Diplomacy (Cha), Disguise (Cha), Forgery (Int), Handle Animal (Cha), Intimidate (Cha), Intrigue (Cha), Lore (all skills taken individually) (Int), Perform (Cha), Ride (Dex), Sense Motive (Wis),  Speak Language, and Survival (Wis).

	Aristocrat

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Bonus Perk

	2nd
	+1
	+0
	+0
	+3
	Allowance

	3rd
	+2
	+1
	+1
	+3
	Reputation +2

	4th
	+3
	+1
	+1
	+4
	

	5th
	+3
	+1
	+1
	+4
	

	6th
	+4
	+2
	+2
	+5
	Well Read

	7th
	+5
	+2
	+2
	+5
	Reputation +4

	8th
	+6
	+2
	+2
	+6
	

	9th
	+6
	+3
	+3
	+6
	

	10th
	+7
	+3
	+3
	+7
	


Class Abilities:

Weapon and Armor Proficiency:  Aristocrats are proficient in all simple and martial weapons.  They are proficient in light and heavy armor, helmets and shields.

Bonus Perk:  At first level, the aristocrat receives 1 bonus perk point (see Chapter 6, Society and Social Classes).

Allowance:  By second level the aristocrat has made several wise investments and he receives dividends of 1d6 silver drachma per character level every month.

Reputation:  By level 3, the aristocrat has earned himself a reputation, and receives a +2 competence bonus on all diplomacy and intrigue skill rolls.  At level 7, this bonus increases to +4.

Well Read:  At level 6, the aristocrat has become so familiar with academic topics that he can attempt lore skill rolls even if he has no ranks.

Commoner


Commoners make up the bulk of society.  Commoners run shop, build homes, and produce goods.  They are skilled in their one vocation, and have little desire to expand their world.

Requirements/Limitations:  none.

Hit Die:  d4.

Skill Points per Level:  2 + Int mod.

Profession Skills:  The class skills of a commoner are Athletics (Str), Awareness (Wis), Craft (Int), Handle Animal (Cha), Profession (Wis), Ride (Dex), and Use Rope (Dex).

	Commoner

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+0
	Regional Feat

	2nd
	+1
	+0
	+0
	+0
	

	3rd
	+1
	+1
	+1
	+1
	Skill Focus

	4th
	+2
	+1
	+1
	+1
	

	5th
	+2
	+1
	+1
	+1
	

	6th
	+3
	+2
	+2
	+2
	Greater Skill Focus

	7th
	+3
	+2
	+2
	+2
	

	8th
	+4
	+2
	+2
	+2
	

	9th
	+4
	+3
	+3
	+3
	

	10th
	+5
	+3
	+3
	+3
	


Class Abilities:

Weapon and Armor Proficiency:  Commoners are proficient in one simple weapon.  They are not proficient in any armor, shield, or helmets.

Regional Feat:  Commoners receive a regional feat from the region in which they live.  This is in addition to all other feats that they receive due to level.

Skill Focus:  At level 3, the commoner receives the skill focus feat for any single skill he already has ranks in.

Greater Skill Focus:  At level 6, the commoner gains another +3 competence bonus on a skill that he already has skill focus in.  This stacks with the skill focus feat.

Expert

An expert is more than a mere commoner.  An expert has a wide range of skills, something required for a more in depth career.  Barristers, librarians, skilled smiths, merchants, and the city watch are all examples of experts in their fields.

Requirements/Limitations:  none.

Hit Die:  d6.

Skill Points per Level:  6 + Int mod.

Profession Skills:  The expert can choose any 10 skills to be class skills, but they all must be related to some occupation.  The game master has final say over what selections of skills are viable.

Class Abilities:

Weapon and Armor Proficiency:  Experts are proficient in all simple weapons.  They are proficient in light armor, but not shields nor helmets.

Improved Skill Focus:  Whenever an expert gains the Skill Focus feat (whether as a bonus or though the normal means), he receives a +4 bonus to the skill instead of the usual +3.

	Expert

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Improved Skill Focus

	2nd
	+1
	+0
	+0
	+3
	Bonus Focus

	3rd
	+2
	+1
	+1
	+3
	

	4th
	+3
	+1
	+1
	+4
	

	5th
	+3
	+1
	+1
	+4
	Bonus Focus

	6th
	+4
	+2
	+2
	+5
	

	7th
	+5
	+2
	+2
	+5
	

	8th
	+6
	+2
	+2
	+6
	

	9th
	+6
	+3
	+3
	+6
	

	10th
	+7
	+3
	+3
	+7
	Bonus Focus


Bonus Focus:  At first level, fifth level, and tenth level, the Expert gains a free Skill Focus feat that he can apply toward any of his class skills.

Laborer


The laborer is an unskilled dock worker, construction worker, or other labor-intensive job that requires little education.

Requirements/Limitations:  none.

Hit Die:  d8.

Skill Points per Level:  2 + Int mod.

Profession Skills:  The class skills of the laborer are Athletics (Str), Intimidate (Cha), and Use Rope (Dex).

	Laborer

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+2
	+0
	+0
	Resilience

	2nd
	+1
	+3
	+0
	+0
	

	3rd
	+2
	+3
	+1
	+1
	Resilience

	4th
	+3
	+4
	+1
	+1
	

	5th
	+3
	+4
	+1
	+1
	Resilience

	6th
	+4
	+5
	+2
	+2
	

	7th
	+5
	+5
	+2
	+2
	Resilience

	8th
	+6
	+6
	+2
	+2
	

	9th
	+6
	+6
	+3
	+3
	Resilience

	10th
	+7
	+7
	+3
	+3
	


Class Abilities:

Weapon and Armor Proficiency:  Laborers are proficient in one simple weapon.  They are not proficient in any armor, shield or helmet.

Resilience:  At first level and every two levels thereafter, the laborer can choose a bonus feat from the following list:  Die Hard, Endurance, Great Fortitude, Iron Will, Run, or Toughness.

Militia

A militia is a trained military combatant without the skill and ability of a myrmidon, scout, or warden.  The make up a majority of militias, militaries, and guard posts on caravans.

Requirements/Limitations:  none.

Hit Die:  d8.

Skill Points per Level:  2 + Int mod.

Profession Skills:  The class skills of the Militia are Athletics (Str), Handle Animal (Cha), Intimidate (Cha), and Ride (Dex).

Class Abilities:

Weapon and Armor Proficiency:  Militias are trained in the use of all simple and martial weapons, as well as light and heavy armors, shields, and helmets.
Tactical Advantage:  At second level, if the militia is being directed by a commanding officer with the tactics skill, the militia can use the tactics skill as if he had half the number of ranks as the commanding officer.

Group Attack:  Though the militias aren’t trained as well as a myrmidon, scout, or warden, they learn to work well together.  A 6th level militia gains a +3 to hit while flanking instead of the usual +2.

Combat Specialist:  This ability allows the milita to select some restricted feats for his standard or bonus feats.  This class ability grants no extra feats, it merely opens up more options for the militia.

	Militia

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+2
	+0
	+0
	

	2nd
	+2
	+3
	+0
	+0
	Tactical Advantage

	3rd
	+3
	+3
	+1
	+1
	

	4th
	+4
	+4
	+1
	+1
	

	5th
	+5
	+4
	+1
	+1
	

	6th
	+6
	+5
	+2
	+2
	Group Attack

	7th
	+7
	+5
	+2
	+2
	

	8th
	+8
	+6
	+2
	+2
	

	9th
	+9
	+6
	+3
	+3
	

	10th
	+10
	+7
	+3
	+3
	Combat Specialist


	Chapter IV:  Skills


Skill Points (Classes)

	Class
	Skill Points at 1st Level
	Skill Points per Level Past 1st
	Abbreviation

	Arcanist
	(6 + Int modifier) x4
	6 + Int modifier
	Arc

	Barbarian
	(2 + Int modifier) x4
	2 + Int modifier
	Brb

	Explorer
	(8 + Int modifier) x4
	8 + Int modifier
	Exp

	Gambler
	(6 + Int modifier) x4
	6 + Int modifier
	Gmb

	Geomancer
	(2 + Int modifier) x4
	2 + Int modifier
	Geo

	Myrmidon
	(2 + Int modifier) x4
	2 + Int modifier
	Myr

	Mystic
	(4 + Int modifier) x4
	4 + Int modifier
	Mys

	Oracle
	(4 + Int modifier) x4
	4 + Int modifier
	Ora

	Rogue
	(8 + Int modifier) x4
	8 + Int modifier
	Rog

	Scout
	(4 + Int modifier) x4
	4 + Int modifier
	Sct

	Warden
	(4 + Int modifier) x4
	4 + Int modifier
	Wrd

	Wizard
	(2 + Int modifier) x4
	2 + Int modifier
	Wiz


Skill Points (Professions)

	Profession
	Skill Points at 1st Level
	Skill Points per Level Past 1st
	Abbreviation

	Aristocrat
	(4 + Int modifier) x4
	4 + Int modifier
	Ast

	Commoner
	(2 + Int modifier) x4
	2 + Int modifier
	Cmn

	Expert
	(6 + Int modifier) x4
	6 + Int modifier
	Exp

	Laborer
	(2 + Int modifier) x4
	2 + Int modifier
	Lbr

	Militia
	(2 + Int modifier) x4
	2 + Int modifier
	Mil


Profession Skills

	Skills
	Ast
	Cmn
	Exp*
	Lbr
	Mil
	Untrained
	Ability

	Appraise
	C
	
	
	
	
	Yes
	Int

	Athletics*
	C
	C
	
	C
	C
	Yes
	Str

	Awareness**
	C
	C
	
	
	
	Yes
	Wis

	Barter
	C
	
	
	
	
	Yes
	Cha

	Bluff
	C
	
	
	
	
	Yes
	Cha

	Craft
	
	C
	
	
	
	Yes
	Int

	Diplomacy
	C
	
	
	
	
	Yes
	Cha

	Disguise
	C
	
	
	
	
	Yes
	Cha

	Forgery
	C
	
	
	
	
	Yes
	Int

	Handle Animal
	C
	C
	
	
	C
	No
	Cha

	Intimidate
	C
	
	
	C
	C
	Yes
	Cha

	Intrigue
	C
	
	
	
	
	Yes
	Cha

	Lore (all)
	C
	
	
	
	
	No
	Int

	Perform
	C
	
	
	
	
	Yes
	Cha

	Profession
	
	C
	
	
	
	No
	Wis

	Ride
	C
	C
	
	
	C
	Yes
	Dex

	Sense Motive
	C
	
	
	
	
	Yes
	Wis

	Speak Language
	C
	
	
	
	
	No
	--

	Survival
	C
	
	
	
	
	Yes
	Wis

	Use Rope
	
	C
	
	C
	
	Yes
	Dex


* Armor Check penalty applies to these skills.

** Helmet Check penalty applies to these skills.

Class Skills

	Skills
	Arc
	Brb
	Exp
	Gmb
	Geo
	Myr
	Ora
	Mys
	Rog
	Sct
	Wrd
	Wiz
	Untrained
	Ability

	Agility*
	
	
	C
	C
	
	
	
	
	C
	
	
	
	No
	Dex

	Appraise
	C
	
	C
	C
	
	
	
	
	C
	
	
	
	Yes
	Int

	Athletics*
	
	C
	C
	C
	C
	C
	
	C
	C
	C
	C
	
	Yes
	Str

	Awareness**
	C
	C
	C
	C
	
	
	C
	C
	C
	C
	C
	
	Yes
	Wis

	Barter
	
	
	C
	C
	
	
	C
	
	C
	
	
	
	Yes
	Cha

	Bluff
	
	
	C
	C
	
	
	C
	
	C
	
	
	
	Yes
	Cha

	Concentration
	C
	
	
	
	C
	
	C
	C
	
	
	
	C
	Yes
	Con

	Craft
	C
	C
	C
	C
	C
	C
	C
	C
	C
	C
	C
	C
	Yes
	Int

	Decipher Script
	C
	
	C
	
	
	
	
	
	C
	
	
	C
	No
	Int

	Diplomacy
	C
	
	C
	C
	
	
	
	
	C
	
	C
	
	Yes
	Cha

	Disguise
	
	
	C
	C
	
	
	C
	
	C
	
	
	
	Yes
	Cha

	Escape Artist*
	
	
	C
	C
	
	
	C
	
	C
	
	
	
	Yes
	Dex

	Forgery
	C
	
	C
	C
	
	
	C
	
	C
	
	
	
	Yes
	Int

	Engineering
	C
	
	C
	
	
	
	
	
	
	
	
	
	No
	Int

	Handle Animal
	
	C
	
	
	C
	C
	
	C
	
	C
	C
	
	No
	Cha

	Heal
	C
	
	
	
	C
	
	
	C
	
	C
	
	
	Yes
	Wis

	Intimidate
	
	C
	
	C
	
	C
	
	
	C
	
	C
	
	Yes
	Cha

	Intrigue
	
	
	
	C
	
	
	
	
	
	
	
	
	Yes
	Cha

	Locksmith
	
	
	C
	
	
	
	
	
	C
	
	
	
	No
	Dex

	Lore
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	-- Arcana
	C
	
	
	
	C
	
	C
	
	
	
	
	C
	No
	Int

	-- Architecture
	C
	
	C
	
	
	
	
	
	
	
	
	C
	No
	Int

	-- Geography
	C
	
	C
	
	C
	
	
	
	
	
	
	C
	No
	Int

	-- History
	C
	
	
	
	
	
	
	
	
	
	
	C
	No
	Int

	-- Law
	C
	
	
	
	
	
	
	
	
	
	C
	C
	No
	Int

	-- Local
	C
	
	C
	C
	C
	
	C
	
	C
	
	C
	C
	No
	Int

	-- Nature
	C
	
	C
	
	C
	
	
	C
	
	C
	
	C
	No
	Int

	-- Nobility
	C
	
	
	
	
	
	
	
	
	
	
	C
	No
	Int

	-- Philosophy
	C
	
	
	
	
	
	C
	
	
	
	
	C
	No
	Int

	Perform
	C
	
	C
	C
	
	
	
	
	
	
	
	
	Yes
	Cha

	Profession
	C
	
	C
	C
	C
	
	C
	C
	C
	C
	C
	C
	No
	Wis

	Ride
	
	C
	C
	C
	C
	C
	
	C
	
	C
	C
	
	Yes
	Dex

	Search**
	C
	
	C
	C
	
	
	
	
	C
	C
	C
	
	Yes
	Int

	Sense Motive
	C
	
	
	C
	
	
	
	
	C
	
	C
	
	Yes
	Wis

	Slight of Hand
	
	
	
	C
	
	
	
	
	C
	
	
	
	No
	Dex

	Speak Language
	C
	
	C
	C
	
	
	
	
	
	
	
	
	No
	--

	Spellcraft
	C
	
	
	
	C
	
	C
	C
	
	
	
	C
	No
	Int

	Stealth*
	
	
	C
	C
	
	
	
	
	C
	C
	
	
	Yes
	Dex

	Streetwise
	
	
	C
	C
	
	
	C
	
	C
	
	C
	
	Yes
	Cha

	Survival
	
	C
	C
	
	C
	
	
	C
	
	C
	
	
	Yes
	Wis

	Tactics
	
	
	
	
	
	C
	
	
	C
	C
	C
	
	Yes
	Int

	Tinker
	C
	
	C
	C
	C
	
	
	
	
	
	
	
	No
	Cha

	Use Rope
	
	
	C
	C
	
	
	
	
	C
	C
	C
	
	Yes
	Dex


* Armor Check penalty applies to these skills.

** Helmet Check penalty applies to these skills.

New Skills and Rewritten Skills

Agility
 (Dex; Trained Only; Armor Check Penalty)


Agility represents the character’s acrobatic training.  It is used to balance on narrow ledges and attempt feats of tumbling and dodging.


Check:  With a check the character can balance on narrow ledges, retain his footing on uneven or slippery surfaces, tumble past enemies, and fall great distances while remaining unharmed.


While attempting to keep your footing, a success means that you can move at half speed.  If you fail by 4 or less, you cannot move for 1 round.  If you fail by 5 or more, you fall prone.


Being Attacked while Balancing:  If you are attacked while you are attempting to keep your footing, you are considered flat-footed.  If you have 5 or more ranks in Agility, you can overcome this penalty ever round in which you succeed in an agility check.  If you are struck while you have unsure footing, even if you take no damage, you must immediately make another agility check.


Charging on Uneven Ground:  To run or charge on sloped or uneven ground, the character must succeed in an agility check with DC 10 (adding appropriate modifiers).  If he fails by 4 or less, he cannot run or charge.


Tumbling in Combat:  While moving in combat, a character can tumble to avoid attacks of opportunity.  While doing so, the character can only move at half his speed and must make a tumble check for each attack of opportunity he provokes, with a cumulative +2 to the DC.


Accelerated Movement:  You can move your normal movement when you use agility, but you suffer a -5 penalty to checks to keep your balance, and -10 to checks to avoid attacks of opportunity.

	Walking Narrow Surface
	Agility DC

	Between 7 – 12 in
	10

	Between 2 – 6 in
	15

	Less than 2 in
	20

	
	

	Tumbling
	

	Treat a fall as if it were 10’ shorter
	15

	Tumble to avoid attacks of opportunity
	15

	Tumble to move through an enemy’s location
	20


	Situational Modifiers
	DC Modifier

	Lightly Obstructed Surface (light rubble)
	+2

	Severely Obstructed (natural cavern floor)
	+5

	Lightly Slippery (wet)
	+2

	Severely Slippery (ice)
	+5

	Sloped or Angled
	+2



Special:  If you have 5 or more ranks in Agility, you are not considered flat-footed while attempting to keep your footing.


With 5 or more ranks of Agility, you receive a +3 bonus to AC while fighting defensively, instead of +2.  When using the full defense option, you receive a +6 to AC instead of +4 (with 5 ranks of Agility).


Synergy:  If you have 5 or more ranks in Athletics, you receive a +2 bonus on Agility.

Athletics (Str; Armor Check Penalty)


Athletics is the character’s physical training.  It represents how long the character can perform strenuous activity, such as running, jumping, climbing, and swimming.


Check:  With a check, the character can continue strenuous activity, determine how far he can jump, see whether he falls while climbing, or keep from drowning.


When you make an athletics check while climbing, you can move up to half your speed.  If you fail the athletics check by 4 or less, you cannot move for a round.  If you fail by 5 or more, you fall.


You can roll an athletics test to see how far you can jump.  If you do not get a running start of at least 20 feet, all of the jumping DCs are doubled.


When you make an athletics check while swimming, you can move up to one-quarter your speed.  If you fail the check by 4 or less, you make no progress for the round.  If you fail by 5 or more, you go underwater (See the PHB page 84 for rules on holding your breath).


Being Attacked While Climbing:  You cannot use a shield while climbing and are considered flat-footed.  If you are struck while climbing, you must immediately make another climb check.


Falling:  If you have time to attempt to catch yourself while falling, the DC to do so is the standard DC +20.  If you are attempting to catch somebody else, you have to be in reach, and the DC is that standard DC +10.


Accelerated Climbing:  You can climb at your normal movement rate if you take a -5 penalty on your athletics skill checks.


Long Jump:  This is a jump where the character attempts to leap as far as he can.  At the midpoint of the jump, the character reaches a height of ¼ the total distance of the jump.  If you don’t beat the DC by 5 or more, you land prone after jumping.


High Jump:  This is a jump where the character attempts to gain a certain height.


Hop Up:  With an athletics test with DC 15, a character can hop up a ledge or table that is waist height.  This counts as 10 feet of movement.


Jump Down:  With an athletics test (DC 15), a character can intentionally leap down from a ledge, treating the fall as if it were 10 feet less.  This does not require a running start and can be used in combination with an agility skill roll to further reduce the falling distance.


Accelerated Movement and Its Effects on Jumping:  For every 10 feet that your base movement rate exceeds 30 feet, you receive a +4 bonus on all jumping-related athletics rolls.  However, for every 10 feet your movement rate is less than 30, you receive a -6 penalty on all jumping-related athletics rolls.  This stacks with armor-check penalties, thus jumping in heavy armor is very difficult.  

	Climbing
	Athletics DC

	Steep slope
	0

	Knotted rope
	5

	A surface with ledges
	10

	A surface with handholds and footholds
	15

	Uneven surface with narrow handholds
	20

	Rough surface such as a brick wall
	25

	An overhang or ceiling with handholds
	25

	Perfectly smooth surface
	--


	Climbing Situational Modifiers
	DC Modifier

	Climbing when you can brace between 2 surfaces
	-10

	Climbing a corner when you can brace against perpendicular walls
	-5

	Slippery surface (wet, icy)
	+5


	Jumping
	Athletics DC

	Long Jump,
	5 feet
	5

	
	10 feet
	10

	
	15 feet
	15

	
	20 feet
	20

	
	+5 feet
	+5

	High Jump,
	1 foot
	4

	
	2 feet
	8

	
	3 feet
	12

	
	4 feet
	16

	
	+1 foot
	+4


	Swimming
	Athletics DC

	Calm Water
	10

	Rough Water
	15

	Stormy Water
	20*


* You cannot take 10 in stormy water


Special:  If you have the Run feat, you receive a +4 bonus on all jumping-related athletics checks when you can get a running start.


Swimming-related athletics checks are subject to double the normal armor check penalty and encumbrance penalty.


Every 5 ranks in athletics grants you a +2 on constitution rolls to continue running (PHB, page 144), avoid non-lethal damage from a forced march (PHB, page 164), hold your breath (PHB, page 84), avoid non-lethal damage from hunger or thirst (DMG 304), fortitude saves to resist non-lethal damage from hot or cold environments (DMG, page 302), and fortitude saves to resist suffocation (DMG, page 304).


Synergy:  A character with 5 or more ranks in Use Rope receives a +2 bonus on Athletics rolls to climb ropes.


Characters with 5 or more ranks in Agility receive a +2 bonus on Athletics skill rolls.

Awareness (Wis; Helmet Check Penalty)


This skill is a measure of how well trained the character is at noticing his surroundings.  The skill is used to hear approaching enemies, eavesdrop on conversations, 


Check:  Awareness checks are made against DCs that are based on how difficult something is to notice, whether sound, sight, touch, or smell.


Special:  A sleeping character cannot make sight-based awareness checks.  Furthermore, sleeping imposes a -10 penalty to sight-based awareness checks.  If a sleeping character succeeds at an awareness check, he is immediately awakened.

	Listening
	Awareness DC

	A battle
	-10

	People talking*
	0

	A person in heavy armor walking
	5

	An unarmored person walking
	10

	People whispering*
	15

	A cat stalking
	19

	An owl gliding in for the kill
	30


* If you beat the DC by 10 or more, you can hear what is being said. 

	Listening Situational Modifiers
	DC Modifier

	Listening through a door
	+5

	Listening through a stone wall
	+15

	Per 10 feet of distance
	+1

	Listener Distracted
	+5


	Sight
	Awareness DC

	A large fire
	-10

	Something glowing
	0

	An average person standing next to a wall
	5

	An average person standing in the shadows
	10

	An average person attempting to hide
	15

	A mouse hiding in the grass
	20

	Evidence of an invisible creature
	20


	Sight Situational Modifiers
	DC Modifier

	Per 10 feet of distance
	+1

	Observer Distracted
	+5


	Smell
	Awareness DC

	Old cheeses, urine
	-10

	Smoke, baking apple pie
	0

	Spices, baking bread
	5

	Pine sap
	10

	Sweat
	15

	A single wisp of smoke
	20


	Smell Situational Modifiers
	DC Modifier

	Per 10 feet of distance
	+1

	Per 10 minutes since the source of the smell left the area
	+1

	Smeller has a cold
	+10


	Touch
	Awareness DC

	Violent shaking
	-10

	Determine whether a person is alive or dead
	0

	Carved letters*
	5

	Slight vibration (i.e. from a stampede nearby)
	10

	Subtle imperfections in a wall or crafted item
	15


* If you beat the DC by 10, you can make out what the letters say.

Barter (Cha)


Barter allows you to haggle with other characters, obtaining the best price for services and items.


Check:  You can make a check whenever you sell an item or purchase and item.  You can also make barter checks when negotiating for a hiring price, diplomatic negotiations, or bartering for your life.


There are two major circumstances that affect how easy it is to barter.  The first is how well the people you are bartering with like you.  It’s a good idea to chat and get to know your merchants before you buy from them.  The other circumstance is how large of a concession you are asking for.

	Purchasing
	Barter DC

	2% discount
	5

	5% discount
	10

	10% discount
	15

	15% discount
	20

	20% discount
	25


	Selling / Hiring
	Barter DC

	2% increase
	10

	5% increase
	15

	10% increase
	20

	15% increase
	25


	Barter Situational Modifiers
	DC Modifier

	Negotiator is
	Hostile
	+10

	
	Unfriendly
	+5

	
	Indifferent
	+0

	
	Friendly
	-2

	
	Helpful
	-5

	Purchaser needs products / goods
	+2 / -2*


*This always goes in favor of the seller

	Negotiation – Concessions
	Barter DC

	Minor
	Retrieval of bodies
	5

	Small
	Non-aggression pact
	10

	Moderate
	Safe passage
	15

	Major
	Assistance in battle/war
	20

	Great
	Unconditional surrender
	25



Special:  Barter can be used to bribe individuals in place of bluff.


If both the seller and purchaser wish to haggle, then have them both attempt barter checks.  Subtract the lower result from the higher and compare it to the appropriate table.


If the negotiators do not share a common language, both sides receive a penalty of -5 to their barter rolls.


Synergy:  Characters with 5 or more ranks in appraise receive a +2 bonus on barter skill rolls when purchasing.


Characters with 5 or more ranks in bluff receive a +2 bonus on barter skill rolls when selling or negotiating.


Characters with 5 or more ranks in diplomacy receive a +2 bonus on barter skill rolls.

Engineering (Int; Trained Only)


With this skill, you can set and disable traps, construct siege engines, determine the strength of a structure, and have a general working knowledge of construction materials and methods.


Check:  If you are attempting to set or jam a mechanical device, and you fail by 4 or less, you don’t succeed, but you don’t break the device.  If you fail by 5 or more, something goes wrong.

	Engineering
	Engineering DC*

	Jam a simple lock
	10

	Sabotage a wagon wheel
	15

	Disarm, set a mechanical trap
	20

	Clever sabotage
	25


	Engineering Situational Modifiers
	DC Modifier

	Leave no traces of Tampering
	+5

	Reduce time to 1d4 rounds
	+5

	Reduce time to 1 round
	+10

	Unfamiliar construction
	+5



Synergy:  Having 5 or more ranks in Engineering gives the character a +2 on all Lore (architecture) skill rolls.  Further he can then attempt Lore (architecture) skill rolls even if untrained.


Characters with 5 or more ranks in Lore (architecture) receive a +2 bonus on all engineering checks related to construction.

Intrigue (Cha)


Intrigue is a skill representing how in touch the character is with the political ins and outs of society.  It includes such things as rumor mongering, proper terms on address, knowledge of political alliances, as well as mundane things such as fashion.


Check:  The character can attempt an intrigue check when meeting somebody to attempt to recognize them (or at least recognize their social class).  Also, the character can use this skill to gather information about politics, economics, or nobility.  Lastly, intrigue can be used to spread rumors.

	Society
	Intrigue DC

	Recognize a local politician
	10

	Recognize a local noble
	15

	Recognize a local merchant / guild official
	20

	Recognize a person’s current social class
	10

	Recognize a person’s birth social class
	15

	Recognize what guild affiliation a person has
	15


	Rumor Mongering
	Intrigue DC

	Finding stereotypes
	5

	Finding general information, common rumors
	10

	Starting a rumor about a politician
	20

	Starting a rumor about a noble
	15



Special:  Stranger rumors, more difficult information, and sensitive information require higher DCs, set by the game master.  Race and social class may become a boundary in some societies (i.e. It would be difficult for an elven slave to use Intrigue with a group of Caethaginian nobles).


Rumor mongering generally takes 1d4+1 hours.  Checking the validity of a rumor requires at least as long and increases the DC by +10.


Synergy:  Characters with 5 ranks of diplomacy receive a +2 bonus on intrigue rolls.  Similarly, characters with 5 ranks of intrigue receive a +2 on diplomacy when dealing with nobility, politicians, and guilds.


Characters with 5 ranks of Lore (local) in the appropriate area receive +2 to intrigue rolls.  Characters with 5 ranks of Lore (nobility) receive a +2 bonus to all intrigue rolls.

Locksmith (Dex; Trained Only)


Locksmith is the same skill as the Open Locks skill in the PHB.  However, it also includes the manufacture of locks.  All of the appropriate rules for both the Craft and Open Locks skill apply to Locksmith, depending upon how the character is using the skill.


Lore (Int; Trained Only)


Lore is the Dracaenan analog to the Knowledge skill from the PHB.  However, instead of being hard and fast knowledge, the skill is called Lore because it represents knowledge to the extent that the Dracaenan people know it.


Arcana:  This skill is a basic knowledge about magic in general.  It does not represent a practical application of magic (that is spellcraft), but instead represents knowledge about the magical organizations, history of magic, the different ways magic manifests in the world, and magical items.


Architecture:  The Dracaenan people pride themselves upon their architecture.  Knowledge of how arches, columns, and construction materials are made is considered a very respectable occupation.


Geography:  The Empire of Dracaena is a sprawling place.  Not many people have been more than 20 miles from their home.  Thus, knowledge of where the other cities are, what their cultures are like, and what types of climates they are in can come in handy for an adventurer.


History:  Though historians only have the past 700 years on record, not many people know the details of those times.  Lore (history) includes knowledge of such things as the religious purge, the guild war between Diabolists and Stargazers, the merchant annexation of Caethage, and other historical matters.


Law:  The law is different in every city.  It is assumed that every character knows the laws of his own city, but those who travel had better become versed in the laws of other cities, too.


Local:  Knowledge about a character’s own city is useful, because it is a great deal more specific than most other lore skills.  Local lore will tell a character which shops to frequent for the freshest foods, what the political climate is at the time, and how to get from one side of the city to the other.  Each city has its own Lore (local) skill.


Nature:  Lore (nature) represents a character’s knowledge about nature.  This includes when certain crops are in season, how to predict the weather, and what the different climates are in different areas of the empire.


Nobility:  This is general knowledge about the upper class society in Dracaena.  A character well-versed in Lore (nobility) knows who is related to whom, what the political and economic structures are of each city, and what long-standing rivalries exist between noble families.


Philosophy:  With a large void left by the removal of religion from the Dracaenan society, a road was paved for wizard-philosophers.  These openings lead the way to the formation of the Stargazer Guild.  This Lore represents the character’s basic understanding of the Stargazer philosophy.


Synergy:  
If you have 5 or more ranks in Lore (arcana), you gain a +2 bonus on all Spellcraft rolls.


Characters with 5 or more ranks in Lore (architecture) receive a +2 bonus on Engineering skill rolls related to construction and a +2 bonus on all search rolls to find secret or hidden doors.  Having 5 or more ranks in Engineering gives the character a +2 on all Lore (architecture) skill rolls.  Further he can then attempt Lore (architecture) skill rolls even if untrained.


If you have 5 or more ranks of lore (geography) you receive a +2 bonus to survival rolls to avoid natural hazards and to avoid getting lost.


If you have 5 or more ranks of lore (nature), you receive a +2 bonus to all survival rolls in natural, above ground environments.  If you have 5 or more ranks in survival, you gain a +2 bonus on all lore (nature) checks.


Characters with 5 or more ranks of Lore (local) in the appropriate area receive +2 to intrigue and streetwise rolls.  


Characters with 5 or more ranks of Lore (nobility) receive a +2 bonus to all intrigue rolls and diplomacy checks.

Stealth (Dex; Armor Check Penalty)


This skill is used to avoid being noticed by others.  It is opposed by awareness.


Check:  With a stealth check, your character can move half his movement rate and remain unseen and unheard.  You need some sort of concealment or cover to stealth, and you cannot attempt to stealth if you are being observed.


Accelerated Stealth:  You can move your full movement rate while attempting to stealth, but you suffer a -5 penalty to the skill roll.  If you attempt to run or charge, the penalty becomes -20.


Sniping:  If you attack somebody while you are attempting to stealth, you receive a -20 to your stealth roll.


Diversion:  A character can use bluff to attempt to create a diversion so they can hide.  See the bluff skill in the PHB.

	Stealth Situational Modifiers
	DC Modifier

	Noisy terrain (scree, undergrowth)
	-2

	Very noisy terrain (snow, creaky floorboards)
	-5

	Opening a door
	-10


Speak Language


The following languages exist in Dracaena:

	Language
	Speaker

	Aievic
	Ahyl

	Aquan1
	Water Elementals

	Aural1
	Air Elementals

	Caethinian
	Caethage

	Common
	Explorers, Merchants

	Diabolic2
	Outsiders

	Draconic2
	Arak, Ophidians

	Evian2
	-none-

	Gennic
	Goblins, Kobalds, Gnolls

	Ghoric
	Orks

	Ignan1
	Fire Elementals

	Illunian
	Illumin

	Jotun
	Giants, Ogres

	Latin
	Barristers, Draconis, Wizards

	Terran1
	Earth Elementals

	Thassalonian
	Thassalonica

	Trinian
	Trinia

	Valaan
	Valcaa

	Ven
	Veyans

	Wemic
	Wemics


1) This is a rare and magical language.  Only arcanists, geomancers, oracles, mystics, and wizards may select it as a bonus language.

2) This is a lost language, only arcanists and wizards may select it as a bonus language.

Streetwise (Cha)


Streetwise is the character’s knowledge of how to survive on the streets.


Check:  With a Streetwise skill check, the character can find out common or specific rumors that are prevalent on the streets, he can find rare or illegal goods, or find a safe house or other place to hide.

	Street Reputation
	Intrigue DC

	Recognize a local thug
	15

	Recognize a local gang leader
	20

	Recognize a local merchant / guild official
	20

	Recognize a person’s current social class
	10

	Recognize what guild affiliation a person has
	15


	Rumor Mongering
	Intrigue DC

	Finding stereotypes
	5

	Finding general information, common rumors
	10



Special:  Stranger rumors, more difficult information, and sensitive information require higher DCs, set by the game master.  The DC to find rare or illegal items should always be set by the game master.  Race and social class may become a boundary in some societies (i.e. It would be difficult for a Thassalonican Senator to use Streetwise with a group of Caethaginian thieves).


Rumor mongering generally takes 1d4+1 hours.  Checking the validity of a rumor requires at least as long and increases the DC by +10.


Synergy:  Characters with 5 ranks of Diplomacy receive a +2 bonus on Streetwise rolls.  Similarly, characters with 5 ranks of Streetwise receive a +2 on Diplomacy when dealing with criminals, merchants, and the poor.


Characters with 5 ranks of Lore (local) in the appropriate area receive +2 to Streetwise rolls.

Tactics (Int)


Tactics is a skill of battlefield knowledge, both in grand scale and in smaller skirmishes.


Check:  With a check, a character can assess a current battle, plan the best route of attack, or create an ambush.


Assess a Battle:  By spending a full round action, the character can attempt a Tactics skill check.  Depending upon the success of the roll, the character then receives a one-time bonus to a single attack roll during the battle.  Once he uses the bonus, it is gone until he re-assesses the battle.  A character can have only one tactics bonus at a time, and if he does not use it by the end of the battle, it is lost.


Create an Ambush:  If the character has 10 minutes or more, he can attempt to create an ambush situation.  He rolls a single tactics roll, modified by the situation, which sets the DC for awareness checks to notice the ambush.

	Assessing a Battle
	Tactics DC

	+1 Tactics bonus
	10

	+2 Tactics bonus
	15

	+3 Tactics bonus
	20

	+4 Tactics bonus
	25

	+5 Tactics bonus
	30





	
Tactics (Assessing) Situational Modifiers
	DC Modifier

	Fighting an Unfamiliar Opponent
	-5

	Dim Lighting
	-2


	Tactics (Ambush) Situational Modifiers
	DC Modifier

	Cover
	None
	-10

	
	Little
	-5

	
	Moderate
	0

	
	Lots
	+2

	Concealment
	None
	-5

	
	Little
	+0

	
	Moderate
	+2

	
	Lots
	+5

	Per additional person in the ambush
	-2



Special:  Your Tactics bonus cannot exceed your base attack bonus.


Synergy:  Characters with 5 or more ranks in Tactics gain a +2 synergy bonus to Awareness to spot ambushes.

Tinker (Cha; Trained Only)


This is the Use Magic Device skill, renamed to better fit in with the setting.  See the PHB for rules.

	Chapter V:  Feats



Note on Feats:  All of the feats that are available in Dracaena are listed below under their respective categories (in alphabetical order).  New feats and revised feats are then described below.  If a feat is not described, it has not changed from its original printing in the source material (PHB).

	Combat Feats
	Requirements
	

	Armor Proficiency (light)
	
	No armor check penalty on attack rolls

	Armor Proficiency (heavy)
	Armor Proficiency (light)
	No armor check penalty on attack rolls

	Blind Fight
	
	Reroll miss chance for concealment

	Combat Expertise
	Int 13+
	Trade base attack for AC bonus

	Combat Reflexes
	
	Additional attacks of opportunity

	Cleave
	Power Attack
	Extra melee attack after dropping foe

	Dodge
	Dex 13+
	+1 dodge AC

	Exotic Weapon Proficiency
	Base Attack +1
	Gain proficiency in exotic weapon

	Far Shot
	Point Blank Shot
	Increase range increment by 50%/100%

	Flurry
	Base Attack +1
	Multiple attacks per round

	Great Cleave
	Cleave
	No limit on cleaving in a round

	Greater Weapon Focus
	Combat Mastery, Weapon Focus
	+2 on attacks with chosen weapon

	Greater Weapon Specialization
	Combat Mastery, Weapon Specialization
	+4 damage with chosen weapon

	Helmet Proficiency
	Armor Proficiency (hvy)
	No helmet check penalty on attack rolls

	Improved Bull Rush
	Power Attack
	+4 on bull rush; no attack of opp.

	Improved Critical
	Prof., Base Attack +8
	Double threat range

	Improved Disarm
	Combat Expertise
	+4 on disarms; no attack of opportunity

	Improved Feint
	Combat Expertise
	Feint becomes a move action

	Improved Flurry
	Flurry, Base Attack +5
	Reduce flurry penalty to -2

	Improved Grapple
	Dex 13, Improved Unarmed Strike
	+4 on grapple checks; no attack of opportunity

	Improved Initiative
	
	+4 to initiative rolls

	Improved Overrun
	Power Attack
	+4 on overrun; no attack of opportunity

	Improved Rapid Shot
	Rapid Shot, Base Atk +5
	Reduces penalties for rapid shot

	Improved Shield Bash
	Shield Proficiency
	Keep AC when shield bashing

	Improved Sunder
	Power Attack
	+4 on sunder; no attack of opportunity

	Improved Trip
	Combat Expertise
	+4 on trips; no attack of opportunity

	Improved Unarmed Strike
	
	1d4 dmg, no attacks of opportunity

	Martial Arts
	Improved Unarmed Strike
	Considered armed while unarmed

	Martial Weapon Proficiency
	
	Gain proficiency in martial weapon

	Mobility
	Dodge
	+4 AC versus attacks of opportunity

	Mounted Archery
	Mounted Combat
	Half penalties for ranged attacks

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

	Point Blank Shot
	
	+1 dmg on ranged attacks within 30’

	Precise Shot
	Point Blank Shot
	No –4 penalty for firing into melee

	Power Attack
	Str 13+
	Sacrifice base attack for damage

	Quick Draw
	Base Attack +1
	No action to draw weapons

	Ride-By Attack
	Mounted Combat
	Move before and after mounted charge

	Rapid Shot
	Point Blank Shot
	Make an extra ranged attack per round


	Shield Proficiency
	
	No armor check penalty on attack rolls

	Simple Weapon Proficiency
	
	Gain proficiency in simple weapon

	Skirmish (Shot on the Run)
	Dodge, Point Blank Shot, Base Attack +4
	Move before and after ranged attack

	Spirited Charge
	Ride-By Attack
	Double damage with mounted charge

	Spring Attack
	Mobility, Base Attack +4
	Move before and after melee attack

	Trample
	Mounted Combat
	Target cannot avoid mounted overrun

	Two-Weapon Defense
	Dex 15+
	Off-hand weapon gives +1 shield bonus

	Two-Weapon Fighting
	Dex 15+
	Reduce penalties for 2 weapon fighting

	Weapon Finesse
	Base Attack +1
	Use Dex instead of Str when attacking

	Weapon Focus
	Prof., Base Attack +1
	+1 on attacks with chosen weapon

	Weapon Specialization
	Combat Specialist, Weapon Focus
	+2 damage with chosen weapon

	Whirlwind Attack
	Combat Expertise, Spring Attack, Base Attack +4
	Attack all opponents in range


	Item Creation Feats
	Requirements
	

	Brew Potions
	Caster level 3rd
	Create magical potions

	Craft Magic Arms and Armor
	Caster level 5th
	Create magical armor and weapons

	Craft Wand
	Caster level 5th
	Create magical wands

	Craft Wondrous Item
	Caster level 3rd
	Create magical items

	Scribe Scroll
	Caster level 1st
	Create magical scrolls


	Magic Feats
	Requirements
	

	Augment Summoning
	Spell Focus (Conjuration)
	Summoned creatures:  +4 Str, +4 Con

	Combat Casting
	
	+4 concentration when fight defensive

	Domain Focus
	
	+1 save DC for one domain

	Elemental Focus
	
	+1 save DC for one element

	Greater Domain Focus
	Domain Focus
	+1 save DC for one domain

	Greater Elemental Focus
	Elemental Focus
	+1 save DC for one element

	Greater Spell Focus
	Spell Focus
	+1 save DC for one school

	Greater Spell Penetration
	Spell Penetration
	+2 on caster checks vs. spell resistance

	Metamagician
	Metamagic Pool: 1
	Increases metamagic pool

	Spell Focus
	
	+1 save DC for one school

	Spell Mastery
	Wizard Level 1+
	Prepare spells without spellbook

	Spell Penetration
	
	+2 on caster checks vs. spell resistance


	Metamagic Feats
	Requirements
	

	Empower Spell
	Metamagic Pool:  2
	Increase spell variables by 50%

	Enlarge Spell
	Metamagic Pool:  1
	Double spell’s range

	Extend Spell
	Metamagic Pool:  1
	Double spell’s duration

	Heighten Spell
	Metamagic Pool:  1
	Cast spells at higher level

	Maximize Spell
	Metamagic Pool:  3
	Maximize spell’s variable effects

	Overcharge Spell
	Metamagic Pool:  1
	Cast as higher caster level

	Quicken Spell
	Metamagic Pool:  4
	Cast spell as free action

	Silent Spell
	Metamagic Pool:  1
	Cast spells without verbal component

	Still Spell
	Metamagic Pool:  1
	Cast spells without somatic component

	Widen Spell
	Metamagic Pool:  3
	Double spell’s area


	Skill Feats
	Requirements
	

	Acrobatic
	
	+2 on Athletics and Agility checks

	Alertness
	
	+2 on Awareness and Search checks

	Animal Affinity
	
	+2 on Handle Animal and Ride checks

	Cosmopolitan
	
	Gain 2 class skills

	Deceitful
	
	+2 on Disguise and Forgery checks

	Deft Hands
	
	+2 on Sleight of Hand and Use Rope

	Diligent
	
	+2 on Appraise and Decipher Script

	Investigator
	
	+2 on Sense Motive and Streetwise

	Magical Aptitude
	
	+2 on Spellcraft and Tinker checks

	Mechanical Aptitude
	
	+2 on Engineering and Locksmith

	Minstrel
	
	+2 on Intrigue and Perform checks

	Negotiator
	
	+2 on Bargain and Diplomacy

	Persuasive
	
	+2 on Bluff and Intimidate checks

	Self-Sufficient
	
	+2 on Heal and Survival

	Sergeant-At-Arms
	
	+2 on Concentration, Tactics, +1 Init

	Skill Focus
	
	+3 bonus on checks with selected skill

	Stealthy
	
	+2 on Escape Artist and Stealth checks


	Regional Feats
	
	

	Animal Lover
	Must be 1st level
	+1 handle animal, ride, +2 lore (nature)

	Artist
	Must be 1st level
	+2 craft (art), +1 search, awareness

	Educated
	Must be 1st level
	1 skill becomes class skill

	Farmer’s Life
	Must be 1st level
	+2 lore (nature), heal

	Guilded
	Must be 1st level
	+2 diplomacy, intrigue

	Hunter
	Must be 1st level
	+2 awareness, survival

	Lumberguard
	Must be 1st level
	+2 athletics, survival, +1 hit point

	Pathfinder
	Must be 1st level
	+2 survival, +1 fort saves, Arak defense

	Quarryman
	Must be 1st level
	+2 agility, survival

	Riverman
	Must be 1st level
	+1 agility, athletics, +2 profess (sailor)

	Shifty Merchant
	Must be 1st level
	+2 barter, sense motive

	Swamp Rat
	Must be 1st level
	+2 heal, search

	Wanderer
	Must be 1st level
	+2 diplomacy, appraise


	Talents
	Requirements
	

	Die Hard
	Endurance
	+4 on saves to avoid unconsciousness

	Endurance
	
	+4 on checks to avoid exhaustion

	Great Fortitude
	
	+2 on fortitude saves

	Iron Will
	
	+2 on will saves

	Lightning Reflexes
	
	+2 on reflex saves

	Pack Mule
	
	+2 str for carrying, forced march resist

	Run
	
	Run at 5 times normal speed

	Toughness
	
	Gain bonus hit points

	Track
	
	Use survival skill to track


Acrobatic [Skill Feat]

You have excellent body awareness and coordination.

Benefit:  You gain a +2 bonus on all Athletics and Agility skill rolls.

Alertness [Skill Feat]

You have highly attuned senses.

Benefit:  You receive a +2 bonus on all Awareness and Search skill checks.

Animal Lover [Background Feat]
You have grown up around animals.

Regions:  Caethage, Shivermare, Illumin

Benefit:  You gain a +1 bonus to all Handle Animal and Ride checks, and a +2 bonus on all Lore (nature) skill checks.  

Special:  This feat can only be taken at first level.

Artist [Background Feat]
You have a talent for creating and an eye for detail.

Regions:  Draconis, Trinia

Benefit:  You receive a +2 bonus on all Craft (art) and a +1 on all Search and Awareness rolls.

Special:  This feat can only be taken at first level.

Cosmopolitan [Skill Feat]
Your exposure to other cultures has allowed you to learn more than most.

Benefit:  You can select two skills.  Those skills are always class skills for you.

Die Hard [Talent]

You refuse to give up, even when you are nearing death.

Prerequisites:  Endurance

Benefit:  You receive a +4 bonus to your fortitude save to avoid falling unconscious when your hit points are reduced to 0 or when non-lethal damage exceeds your hit points.

Dodge [Combat Feat]

You have become exceptionally good at dodging incoming attacks.

Prerequisite:  Dex 13+

Benefit:  You gain a +1 dodge bonus to armor class.  Anything that negates dexterity bonus to armor class also negates this bonus.  Dodge can only be performed while in light or no armor, and while unencumbered.

Domain Focus [Magic Feat]
In a faithless world, your deity has empowered your spells as a reward for your service.

Prerequisite:  Able to cast domain spells

Benefit:  The save DC of spells you cast from one domain is increased by +1.  This does not stack with Elemental Focus or Spell Focus.

Special:  This feat can be taken multiple times.  Each time it is selected, it must be applied to a different domain.

Educated [Background Feat]
You have attended one of the universities, taking classes on general subjects.

Regions: Draconis, Thassalonica, Trinia

Benefit:  All Lore skills are class skills for you, and you receive a +1 bonus on all Lore skills. 

Special:  This feat can only be taken at first level.

Elemental Focus [Magic Feat]

Your affinity with one element strengthens your spells.

Benefit:  Select one element.  Any spell with your chosen elemental subtype or any spell matrix in that elemental category that you cast has its save DC increased by +1.  This does not stack with Domain Focus or Spell Focus.

Special:  you can gain this feat multiple times.  Each time you do, it applies to a different element.

Farmer’s Life [Background Feat]
You have learned to live off the land.

Regions:  Eidendown, Illumin

Benefit:  You receive a +2 bonus on all Lore (nature) and Heal checks.

Special:  This feat can only be taken at first level.

Flurry [Combat Feat]

You have learned to attack multiple times per round at the cost of attack accuracy.

Benefit:  Using the flurry feat requires a full round action.  You can attempt two melee attacks against the same opponent, but suffer a -5 penalty to each attack roll.

Greater Domain Focus [Magic Feat]

Choose a domain that you have already selected for Domain Focus.  Your spells from that domain become even more potent.

Prerequisite:  Domain Focus

Benefit:  When you cast a spell from the chosen domain, its save DC is increased by another +1 (total +2).  This does not stack with Elemental Focus or Spell Focus.

Special:  This feat can be chosen multiple times.  Its effects do not stack.  Each time, it is instead applied to a different domain that you have already applied the domain focus feat to.

Greater Elemental Focus [Magic Feat]

Choose an element that you have already selected for Elemental Focus.  Your spells of that element become even more potent.

Prerequisite:  Elemental Focus

Benefit:  When you cast a spell with the chosen elemental subtype or spell matrix from the chosen elemental category, its save DC is increased by another +1 (total +2).  This does not stack with Domain Focus or Spell Focus.

Special:  This feat can be chosen multiple times.  Its effects do not stack.  Each time, it is instead applied to a different element that you have already applied the elemental focus feat to.

Guilded [Background Feat]
You are familiar with the inner-workings of the guilds.

Benefit:  You receive a +2 bonus to Diplomacy and Intrigue when dealing with those who are members of a guild.

Special:  This feat can only be selected at first level.

Heighten Spell [Metamagic Feat]

You cast a spell as though it were higher level than it actually is.

Prerequisite:  Metamagic Pool: 1

Benefit:  When a player chooses to heighten a spell, he must decide to what spell level he wishes to heighten it.  He cannot heighten it past the highest spell level that he can currently cast.


A heightened spell behaves just as if it were a spell of its heightened level.  Its saving throw DCs, whether or not it is affected by a minor globe of invulnerability, and all other level-dependent aspects of the spell are improved.


Heightening a spell costs a number of metamagic points equal to the heightened level of the spell.

Helmet Proficiency [Combat Feat]

You have learned how to fight effectively while wearing a helmet.

Prerequisite:  Armor Proficiency (heavy)

Benefit:  When you wear a helmet, the helmet check penalty applies only to awareness and search.

Normal:  When you wear a helmet, the helmet check penalty applies to attack rolls and any skill check that involves perception, including Ride.

Hunter [Background Feat]
Nothing gets your blood racing like the thrill of the hunt.

Regions:  Ahyl, Eiderdown, Shivermare

Benefit:  You receive a +2 bonus on all Awareness and Survival checks.

Special:  This can only be selected at first level.

Improved Flurry [Combat Feat]

You have learned to increase the accuracy of your attacks while attacking multiple times in one round.

Prerequisite:  Flurry, Base Attack +5

Benefit:  When you use the flurry feat, you suffer only a -2 penalty with each attack you make.  Furthermore, you can direct your flurry attacks against different opponents.

Improved Rapid Shot [Combat Feat]

You have learned to fire more accurately while attacking multiple times in one round.

Prerequisite:  Rapid Shot, Base Attack +5

Benefit:  When you use the rapid shot feat, you suffer only a -2 penalty with each attack you make.  Furthermore, you can direct your rapid shot attacks against different opponents.

Improved Unarmed Strike [Combat Feat]

You are so skilled with your unarmed attacks that you can avoid counterattacks.  Furthermore, you have learned to hit harder than most.

Benefit:  Your unarmed damage increases to 1d4 and you do not provoke attacks of opportunity while making unarmed attacks.

Normal:  Normally, you provoke attacks of opportunity while attacking armed attackers and you only do 1d3 damage.

Investigator [Skill Feat]

You have an eye for detail.

Benefit:  You receive a +2 bonus on all Sense Motive and Streetwise skill checks.

Lumberguard [Background Feat]
You have lived where lumber is as valuable as gold.

Regions:  Antium, Ironwode, Trinia

Benefit:  You receive a +2 bonus to Athletics and Survival checks.  Furthermore, you gain 1 extra hit point, due to your hardy lifestyle.

Special:  This feat can only be selected at first level.

Martial Arts [Combat Feat]

You have become so dangerous with your hands that you are considered armed even when you don’t have a weapon.

Benefit:  If you are attacked by an unarmed attacker, you are considered to be armed.  Thus, those who attack you unarmed provoke attacks of opportunity from you as if you were carrying a weapon (unless they have the Improved Unarmed Strike feat).  Also, you can do lethal damage with your unarmed attacks with no penalty.

Mechanical Aptitude [Skill Feat]

You are good with all devices that have moving parts.

Benefit:  You receive a +2 bonus on all Engineering and Locksmith skill checks.

Metamagician [Magic Feat]

You have improved your control over magical forces, increasing your adaptability.

Prerequisite:  Metamagic Pool: 1

Benefit:  Your metamatic pool is increased by 3.

Minstrel [Skill Feat]

Your charisma and charm have given you performances in quite a range of audiences.

Benefit:  You gain a +2 bonus on all Intrigue checks and one Perform skill of your choice.

Mobility [Combat Feat]

You are skilled at dodging past opponents and avoiding blows.

Benefit:  You gain a +4 dodge bonus to your armor class against attacks of opportunity incurred while moving within or out of threatened areas.  A condition that makes you lose your dexterity bonus to AC also makes you lose dodge bonuses to AC.


Furthermore, you receive that armor class bonus from the dodge feat even while wearing heavy armor.

Negotiator [Skill Feat]

You are good at talking to others and reaching compromises.

Benefit:  You receive a +2 bonus on all Bargain and Diplomacy skill checks.


Overcharge Spell [Magic Feat]

You can use your metamagical talents to put more power into your spells.

Prerequisite:  Metamagic Pool:  1

Benefit:  When you overcharge a spell, it increases your caster level for the purposes of casting this spell, only.  Therefore range, damage, and how difficult the spell is to dispel are all calculated as if you were one level higher.


To overcharge a spell the character must spend a number of metamagic points equal to the level of the spell plus 1.

Pack Mule [Talent]
You have trained to lift heavy weights and carry them significant distances.

Benefit:  You can lift and carry weight as if your strength score were 2 points higher.  Furthermore, you have one point of damage reduction that only applies to reducing damage from forced marches.

Special:  this feat can be selected multiple times.  Each time, its effects stack.

Pathfinder [Background Feat]
You have grown up in the jungles, and know your way around the “Deepwood”.

Regions:  Everwood, Manaza, Veyan

Benefit:  You receive a +2 bonus on all Survival rolls while in the jungles and a +1 bonus on all Fortitude saves.  Furthermore, you receive a +1 dodge bonus to your armor class against Arak, due to your familiarity with encountering them.

Special:  This feat can only be taken at first level.

Quarryman [Background Feat]
You have seen your ways around the mountains, inside and out.

Regions:  Orks, Stoneshore

Benefit:  You receive a +2 bonus on all Agility skill checks and Survival checks when in the mountains.

Special:  This feat can only be taken at first level.

Rapid Shot [Combat Feat]

You can attack with ranged weapons very quickly.

Prerequisite:  Point Blank Shot

Benefit:  Using this feat requires a full round action.  You can make two ranged attacks against the same opponent, but each attack suffers a -5 penalty to hit.

Riverman [Background Feat]
You have spent a great deal of time on the river.

Regions:  Draconis, Illumin, Thassay

Benefit:  You gain a +1 bonus to all Agility, Athletics, and a +2 bonus to Profession (sailor) skill checks.

Special:  This can only be selected at first level.

Sergeant-At-Arms [Skill Feat]

You are good at keeping your cool on the battlefield.

Benefit:  You receive a +2 on all Concentration and Tactics skill rolls.  You also receive a +1 bonus to initiative rolls (this stacks with improved initiative).

Shifty Merchant [Background Feat]
You are accustomed to dealing with the people of Caethage and their guilds.

Regions:  Caethage, Eastmarch

Benefit:  You receive a +2 bonus to Barter and Sense Motive skill rolls.

Special:  This feat can only be selected at first level.

Swamp Rat [Background Feat]
The great swamp near Draconis hides many great treasures, and you know where to look to find them.

Regions:  Draconis

Benefit:  You receive a +2 bonus on all Heal and Search checks.

Special:  This feat can only be selected at first level.

Toughness [Talent]
You are exceptionally tough, able to withstand greater damage.

Benefit:  You receive a +2 bonus to your hit points.  Furthermore, you add your base fortitude save to your maximum hit points.  Thereafter, every time your base fortitude save increases, your maximum hit points increase by the same amount.

Wanderer [Background Feat]
You have traveled all over the empire.

Regions:  any

Benefit:  You receive a +2 bonus on all Diplomacy rolls and Appraise rolls.

Special:  This can only be selected at first level.

Weapon Finesse [Combat Feat]

You are especially skilled with weapons that can benefit from dexterity as much as from strength.

Prerequisite:  Base Attack +1

Benefit:  While unarmed, using a light weapon, a xiphos or whip, you may use your dexterity modifier instead of your strength modifier on attack rolls.  If you carry a shield, its armor check penalty applies to attack rolls.

	Chapter VI:  Description


Racial Height and Weight Table

	
	Height
	
	Weight

	
	Male Base
	Female Base
	Modifier
	
	Male Base
	Female Base
	Modifier

	Ahyl
	5’ 6”
	5’ 4”
	+2d12
	
	150 lb.
	140 lb.
	x(2d6)

	Elf
	4’ 5”
	4’ 5”
	+2d6
	
	85 lb.
	80 lb.
	x(1d6)

	Half-Elf
	4’ 7”
	4’ 5”
	+2d8
	
	100 lb.
	80 lb.
	x(2d4)

	Human
	4’ 10”
	4’ 5”
	+2d10
	
	120 lb.
	85 lb.
	x(2d4)

	Ork
	4’ 10”
	4’ 4”
	+2d10
	
	120 lb.
	85 lb.
	x(2d6)

	Veyan
	4’ 7”
	4’ 7”
	+2d8
	
	140 lb.
	140 lb
	x(1d6)

	
	
	
	
	
	
	
	


Random Starting Ages

	
	Adulthood
	Barbarian, Gambler, Oracle, Rogue 
	Explorer, Myrmidon, Mystic, Scout, Warden
	Arcanist, Geomancer, Wizard

	Ahyl
	13
	+1d4
	+1d6
	+1d8

	Elf
	13
	+1d6
	+1d8
	+1d10

	Half-Elf
	15
	+1d4
	+1d6
	+1d8

	Human
	15
	+1d4
	+1d6
	+1d8

	Ork
	17
	+1d4
	+1d6
	+1d8

	Veyan
	26
	+2d4
	+2d6
	+2d8

	
	
	
	
	


Racial Aging Effects

	
	Middle Age
	Old Age
	Venerable
	Maximum

	Ahyl
	30
	45
	60
	+2d12

	Elf
	60
	90
	120
	+3d20

	Half-Elf
	50
	75
	100
	+2d20

	Human
	35
	53
	70
	+2d20

	Ork
	50
	75
	100
	+2d20

	Veyan
	75
	100
	150
	+3d20

	
	
	
	
	


Alignment
Good vs. Evil:  Morality

Morality, “of or relating to principles of right and wrong in behavior”

-- Merriam-Webster Dictionary


In the most basic sense, a question of whether a person is good or evil depends on their moral upbringing.  Though there is a great deal of choice on how to behave, the fundamental belief in ones actions determines whether a person is good or evil.


That is to say, good people can do bad things without making them bad people.  There must be a fundamental belief in the right of goodness and the choice to go against it for there to be evil.

Goodness

· Avoids lies and deception

· Doesn’t take advantage of a disadvantaged foe

· Never torture, unless absolutely necessary

· Doesn’t kill unless forced to (then only in self-defense)

· Won’t allow killing to occur unless absolutely necessary

· Doesn’t steal or kidnap others

· Seldom, if ever, violates his ethics

Neutrality

· Deceives when forced to

· Might take advantage of a disadvantaged foe (especially if that’s the only way to win)

· Tortures if left with no other alternative

· Kills only in self-defense, but may allow others to kill

· May steal, but won’t kidnap others

· Rarely violates his ethics

Evil

· Lies and deceives when it suits him 

· Enjoys taking advantage of a disadvantaged foe

· Tortures (either as a tool or as enjoyment)

· Kills at a whim

· Steals or kidnaps when it suits him

· Violates his ethics when they get in the way

Law vs. Chaos:  Ethics

Ethics, “the discipline dealing with what is good and bad and with moral duty and obligation”

-- Merriam-Webster Dictionary


While morality deals with basic questions of right and wrong and how the character was raised in regards to these beliefs, ethics deal with how closely a character adheres to these beliefs.  Morals are derived from a sense of society, so that individuals can coexist in safety and harmony.


Ethics, on the other hand, are an adherence to that sense of “societal” morality.  Thus it becomes a question of whether an individual is more important than the social construct or whether the societies ideals are paramount.

Lawful

· Has a high regard for honor (is trustworthy)

· Keeps his word

· Treat “equals” with respect

· Believes in “Innocence”

· Will not directly harm women, children and those he perceives to be “innocent”

· Works well with others

· Never betray a friend

Neutrality

· May respect honor, but does not completely understand it

· Will attempt to keep their word

· Believes in “Innocence,” to an extent

· Try to avoid harming women, children, and those he perceives to be “innocent”

· Not underestimate others (Treat as equals until proven otherwise)

· Works well in groups as long as they are not leading

· Evaluates friends carefully

Chaotic

· Have a high regard for individualism

· Won’t expect honor in others

· Won’t consider “Innocence” (may not understand)

· Treat all as equals

· Not work well in groups, not even as leader

· Consider his needs first

	Chapter VII:  Society and Social Classes



Social class is very important in Dracaena.  The people have a strong belief in the organization of their philosophies and governments.  Those who stray outside this system are seen as outcasts and rebels.


When first creating a character, his social class must be determined.  To do so roll the dice listed for his race, below, and add the modifier from the character’s class.  This determines the character’s “birth” social class; that is, the social class of his family.


The character can then choose to lower his personal social class if he wishes (receiving fewer perks).


Non-elves cannot be slaves or escaped slaves.  If they roll that low, they are instead indentured servants.

Social Class Dice
Social Classes

	Race
	Social Class Dice
	
	Roll
	Social Class
	Perks

	Ahyl
	2d4+2
	
	01
	Slave
	0

	Elf
	1d6
	
	02
	Escaped Slave
	0

	Half-Elf
	2d6+2
	
	03
	Indentured Servant
	0

	Human
	2d6+4
	
	04-05
	Freeman
	0

	Ork
	2d4+2
	
	06-08
	Peasant
	1

	Veyan
	2d4+2
	
	09-10
	Tradesman
	2

	
	
	
	11-13
	Military
	3

	Class
	Modifier
	
	14-17
	Guilded Tradesman
	3

	Arcanist
	+1d6
	
	18-19
	Merchant
	5

	Barbarian
	0
	
	20
	Landed Nobility
	6

	Explorer
	+1d6
	
	21
	Esteemed Military
	6

	Gambler
	+1d8
	
	22
	Displaced Nobility
	7

	Geomancer
	+1d4
	
	23
	Nobility
	8

	Myrmidon
	+1d4
	
	24
	Senate
	10

	Mystic
	0
	
	
	
	

	Oracle
	0
	
	
	
	

	Rogue
	0
	
	
	
	

	Scout
	+1d3
	
	
	
	

	Warden
	+1d3
	
	
	
	

	Wizard
	+1d6
	
	
	
	

	
	
	
	
	
	

	Profession
	Modifier
	
	
	
	

	Aristocrat
	+1d8
	
	
	
	

	Commoner
	0
	
	
	
	

	Expert
	+1
	
	
	
	

	Laborer
	-2
	
	
	
	

	Militia
	+1
	
	
	
	


Slave


Slaves are at the bottom of the economic ladder.  Though different areas have different laws upon the quality an owner must treat a slave with, a slave is still property.  Slaves are not allowed to make important decisions without their owner, cannot own land, and cannot become citizenry; though some places offer the opportunity for slaves to eventually work their way to freedom.

Escaped Slave

The character’s family used to be slaves.  A few generations ago some member of his family (perhaps just the character) escaped with him.  He and his family have been on the run since.  Any non-elf that rolls this result is instead an indentured servant.

Indentured Servant

For some reason or another, the character’s family has accumulated a tremendous debt.  Whether by taxes, gambling or just poor business sense, the family must now pay the debt off through labor.  Though not looked down on, this economic position is undesirable at best.

Freeman


A freeman is as poor as the previous social levels, but has the advantage of being completely free.  Whether the family just worked off debt, was recently freed from slavery, or is just down on their luck, the character starts from the bottom and works up.

Peasant

Peasants work hard and live life free.  They do menial work, but their lot is cast.  They don’t have to worry about where their next meal comes from or what army is attacking whom.  Their worries only consist of waking with the cows and feeding the chickens.  Though they seldom own the land they work on, they live an honest life.

Tradesman

Many peasants are unhappy with their lives, but are comfortable with where they are.  They want more for their children, however, and send them away to learn a trade.  Those who have trained with the local blacksmith or carpenter are represented in this social class.  This class isn’t much better off than the peasant, but at least the work allows for some measure of individuality.

Military

The disgruntled peasants who don’t send their children to a tradesman often send them to the military.  The military offers free training, free room, and free meals, and that is something that many peasants can’t offer their children.  So as soon as the children are of age, they are learning to swing a sword.

Guilded Tradesman

Some peasants manage to scrape up enough money to send their children to a university or a family of tradesman receives sponsorship from a guild.  Those that manage either of these paths are considered Guilded Trades.  Educated tradesmen are almost guaranteed a place in one of the guilds.  Life is still hard, but there is recognition.

Merchant

There are many merchants in the world.  Some merchants are small shopkeepers who run their businesses from the streets, making barely enough to pay taxes.  Others are wealthy landowners whose economic empires span entire cities.  Though most merchants aren’t exceptionally wealthy, they are considered to be high on the economic scale because they don’t make anything, nor perform any services.

Landed Nobility

Landed nobility is similar in essence to merchants, though they represent the truly successful merchants.  Landed nobility has used their accumulated wealth and influence to buy their way into nobility.  Though still not true nobility, as the ‘true nobles’ will be quick to point out, the landed nobility has similar power and resources.

Esteemed Military

Some families display impressive military backgrounds, with exemplary service and elevated ranks given throughout the entire family.  Those few families that actually become wealthy from the military are of the most powerful lot.

Displaced Nobility

Just as merchants can climb the ladder up to landed nobility, so too can nobility fall down the ladder.  The displaced nobility is a group of nobles who have lost their land and influence for various reasons.  The most prominent method is debt and taxes.  Displaced nobility cannot begin with land, unless it is displaced and currently owned by somebody else.

Nobility

The truly influential people of Dracaenas fall into this category.  Nobles are affluent, commanding dozens of slaves, earning more in a season than a tradesman sees in his entire lifetime.  These are the ranks of the elite, though their throne is not granite.  The tides can quickly turn for even the wealthiest.

Senate

This slot is reserved for important professional politicians.  Most are nobility to begin with, and often the wealthiest of the nobility.  This social class has the wealth and influence of the state backing their desires.

Perks
	Perk
	Cost
	
	
	Perk
	Cost

	Allowance
	1+
	
	
	Land—Small Farm
	1

	Ally
	1 – 3
	
	
	Land—Small Shop
	2

	Apprentice
	1
	
	
	Land—Large Farm
	4

	Bad Reputation
	1
	
	
	Land—Large Building
	6

	Citizenry
	1
	
	
	Land—Manor
	10

	Contacts
	1 – 3
	
	
	Legacy
	2

	Fame
	1 – 3
	
	
	Legend
	1

	Friends
	2
	
	
	Marriage
	1 or 2

	Good Reputation
	1
	
	
	Mentor
	1 – 3

	Heirloom—Weapon/Armor
	1
	
	
	Personal Slave
	1 – 3

	Horse
	1 or 2
	
	
	Social Mobility
	2 or 6

	Journeyman
	1+
	
	
	Stalwart Defender
	1

	Inheritance
	1
	
	
	Wealth
	0+

	Irreproachable
	2
	
	
	Well Educated
	1


Perk Listings


Many social classes allow for ‘Perks,’ that represent family birthrights.  When a character determines his social class, he receives a number of points that he may spend on perks.  The perks and their costs are listed above, while the descriptions follow.

Allowance (1+ points)


Because of wise investments or your wealthy family, you receive a monthly stipend.  You receive 3d6 silver drachma for every point you put into allowance every month.


You cannot put more points into allowance then you put into wealth.

Ally (1-3 points)


This represents a political ally that the family has either made acquaintance with or has earned the sympathy of.  The ally will attempt to aid the character in any given opportunity, but will not risk their life or political position.  Remember that an ally is not a friend, just somebody who looks kindly on the character’s family.


For one point, the ally is a minor noble or law enforcement individual.  For two points, the character is in a moderate position of power, such as a noble or guild official.  For three points the ally is a major noble or high-ranking military official.


This perk may be taken multiple times, but each time it is taken, it applies to a different ally in a different area.  No two allies can be in the same city.

Apprentice (1 point)


The character has acquired an apprentice from his guild.  This apprentice is young (between 8 and 14) and is very willing and happy to serve the character’s every whim.  However, the young lad is rather incompetent, as he hasn’t been trained any skills, yet (Level 1 commoner, who earns one-tenth the experience the character does).


The character must be guilded to take this perk.

Bad Reputation (1 point)


The character or his family has earned a feared reputation in one of the cities.  When dealing with anybody from the appropriate city, the character receives a +2 to all intimidate skill checks.


The city that the reputation applies to must be selected when the perk is taken.  A character cannot have Bad Reputation and Good Reputation in the same city.


Citizenry (1 point)


The character is a citizen in his home city.  If he is inapplicable, than one or both of his parents are citizens.  If the character’s parents are also inapplicable then the character cannot take the perk.  This may only be selected once.

Contacts (1-3 points)


This represents a few people the character knows who specialize in obtaining goods.  For every point spent on this perk, he gains a +2 bonus on streetwise and barter rolls to acquire rare, illegal, or untaxed items.


The bonus only applies to one city.

Fame (1-3 points)


The character’s family is relatively famous in his hometown.  He gains a +2 bonus on all charisma-related rolls while in that city.  For a small town, this costs one point.  A medium-sized town costs two, while a city costs 3 points.


This can be selected more than once, but each selection must apply to a different town, city, or area.

Friends (2 points)


The character has a number of friends from his social class equal to his starting charisma modifier.  These friends are always from a similar background as the character.  Unlike allies, friends don’t necessarily have influence or power, but they are much more willing to risk themselves for the character.

Good Reputation (1 point)


Either your character or his family has a good reputation in a city.  While in that city, the character enjoys a +2 bonus on all Diplomacy skill rolls.


The city that the reputation applies to must be selected when the perk is taken.  A character cannot have Bad Reputation and Good Reputation in the same city.

Heirloom—Weapon/Armor (1 point)


A favored weapon or suit of armor has been passed down from generation to generation in the character’s family.  This is a special heirloom, and is never accidentally damaged or lost.  This may only be selected once.

Horse (1 or 2 points)


The character begins with a horse of choice, tack and harness.


If the character spends two points on this perk, he may start with a carriage or wagon with two horses or two horses with full tack.

Journeyman (1 point)


The character has completed an apprenticeship under a tradesman.  At first level, he gains the bonus feat Skill Focus, which he can only select a craft or profession skill to apply it to.


This perk can only be selected by those of the trades and guilded trades social classes.

Inheritance (1 point)


For characters that purchase this perk, a distant branch of the family is wealthier than their branch.  If that part of the family line dies out, the character’s family inherits the money.  This may or may not benefit the character directly.  This may only be selected once.

Irreproachable (2 points)


Your family is renowned for its adherence to the law.  Their devout support of the empire has given you firm belief in yourself.  You receive a +2 morale bonus on all will saves to resist magical influence from arak, known criminals, and divine spell casters.


If you ever willingly commit a criminal act or learn divine magic, you lose the benefit of this perk.


Land—Small Farm (1 point)


The character’s family owns a small farm and some livestock.  This may only be selected once.

Land—Small Shop (2 points)


The character’s family owns a small building in a large town or city.  This may only be selected once.

Land—Large Farm (4 points)


The character’s family owns a large farm, a large farmhouse, several servants, and has great amounts of livestock.  This may only be selected once.

Land—Large Building (6 points)


The character’s family owns a large building in a large town or city.  This may only be selected once.

Land—Manor (10 points)


The character’s family owns a plot of land that encompasses many large farms.  Peasants, servants, and slaves tend the field, while the family lives in a huge house.  This may only be selected once.

Legacy (2 points)


The character is from a long line of family members that have lived in the area.  The character receives a bonus feat at first level that he must select from one of the appropriate background feats.


This bonus feat is in addition to all other feats the character receives at start.

Legend (1 points)


This perk gives the character a dark legend about his background.  The nature of the legend is left to the game master and player to collaborate about.  If the character also selects fame, then it is a well-known legend, and his charisma skill bonus from that perk increases to +3.  This may only be selected once.

Marriage (1 or 2 points)


One of the family members is in an arranged marriage to somebody of the next higher social class.  Though this grants no immediate benefit, the other family could be approached more easily for favors.  For two points, the character themselves is in the arranged marriage.  This may only be selected once.

Mentor (1 – 3 points)


You have acquired a mentor.  He looks kindly upon you and will assist you by giving you advice, helping you out when he can, and helping you train.  For 1 point, the mentor is level three, he is fourth level if you spend 2 points, and fifth level if you spend 3.

Personal Slave (1 – 3 points)


The character was raised with a slave.  The slave knows what the character likes and what the character dislikes, and will take care of the character’s comforts.


Though the character may think of the slave as a sibling, the slave is still a slave.  The slave will put up with almost any abuse the character gives, and will take direct orders without question.


Note that this slave has no appreciable skills (Level 1 Laborer).  Slaves are not taught combat skills, magic, stealth, or even how to read in most places.  The only thing the slave has ever had to know is how to take care of the character.


If the character spends 2 points, then the slave has been taught some basic skills (Level 1 Commoner).  If the character spends 3 points, then the slave has been trained in a trade (Level 1 Expert).


In any case, the slave receives one-tenth the experience of the character.

Social Mobility (2 or 6 points)


Through some quirk of fate, the character has advanced up the social ladder.  If the character spends 2 points, he moves up 1 rank on the social class chart.  If he spends 6 points, he can move up 2 ranks.


The character’s family, however, is not any higher on the social ladder.  Thus the character receives no extra perks for being from a higher social class.

Stalwart Defender (1 point)


You are descended from a long line of proud military men.  Even when you were young, your family taught you about how to fight your sworn enemies.  Thus you gain a +1 morale bonus on attack rolls against one type of enemy listed by your home area:


Ahyl:  Wemic.


Caethage:  Arak, Vagosh, Wemic.


Draconis:  Arak.


Illumin:  Arak, Gnolls, Kobalds


Ork:  Dwarves, Kobalds, Ogres.


Thassalonica: Arak.


Trinia:  Arak.


Veyan:  Arak, Ophidians.

Wealth (0+ points)

If a character doesn’t spend any points on this perk, he still receives it, although at a rating of 0.  Every character begins with 2d6 x10 silver drachma.  For every point spent on wealth, the character receives another 2d6 x10 silver drachma to spend on starting equipment.

Well Educated (1 point)


You have gone to a university and learned a bit about the world.  You receive the Skill Focus feat in a lore skill of your choice.  This is in addition to all other feats you receive at start.


You must be a guilded tradesman, merchant, esteemed military, or nobility to take this perk.

	Chapter VIII:  Economy and Equipment


Economy


The economy of the Dracaenan Empire is based on the silver drachma.  This coin is small, with approximately a one-inch diameter.  Fifty of these coins weigh a pound.


Only the Republic Mint in Draconis City, and to a lesser extent, the Thassalonian Mint in Thassalonica, has a charter to mint these coins.  This is because their value is based partially upon the empire’s economy.  Each coin is double its base value as silver bullion.


The prices of most items are placed in the range of these silver coins.


This is in part because of the scarcity of gold.  It is seldom used as a coin in the Dracaenan Empire, but is always accepted at its bullion value.  One gold drachma is worth 5 silver drachmas.  Gold is more commonly found as part of jewelry, decoration on armor, or in bullion.


Platinum is also extremely rare.  Platinum coins are almost unheard of, with the metal usually being reserved for bullion or jewelry.  Its value is considered to be ten times that of gold.


Copper is the most common coin, and copper drachmas are valued only for their metal.  Unlike drachma, copper coins, or cuprins, can be minted by anybody and are only valued by their weight.  Twenty copper drachmas are equivalent to one silver drachma.

Standards of Measure


Because the silver drachma has become the standard of economy, its weight is used as the standard unit of measuring weight.  There are thirty silver drachmas in a pound.

Equipment and Materials

Copper is by far the most common metal used in the Dracaenan Empire.  It is plentiful, somewhat durable, and lightweight.  Most items with metal components are composed of copper.  The notable exception to this is weapons and armor.


Copper weaponry and armor has been antiquated by the appearance of bronze.  Though bronze was discovered three centuries previous to modern day, copper weapons are still sometimes used simply because of the low cost in making and purchasing copper.


Bronze weapons and armor are standard issue in the army of every city-state.  Most self-respecting mercenaries have bronze weapons, and even butchers and lumberjacks use bronze implements.  Bronze is more durable than copper and can maintain a much keener edge for longer.  Thus any weapon or armor purchased at standard price is made of bronze components.

Armor

Armor takes many forms in Dracaena.  However, the purpose of armor remains the same:  to protect those wearing it, while hindering their movement as little as possible.


Aspis:  An aspis is a rounded shield approximately three feet in diameter.  They are crafted from wood and bound in copper.


Cuirass:  A cuirass is a solid, molded piece of metal that fits over the chest and back.  It is often worn with leather straps hanging from the waist and shoulders to further protect the wearer.  The breast piece is complimented by metal greaves on the shins.  A suit of subarmalis or thoracomachus is worn underneath to protect the wearer from chaffing.


Galae:  The Galae is a large helmet used to protect the head.  Every city has its own fashion when it comes to galae.  Draconis outfits its soldiers in galae with large headdresses, while Caethage uses a closed-face galae.


Hide Armor:  Hide armor is a heavier version of a thoracomachus.  Thick hides are layered over vulnerable areas.


Lorica:  Lorica is a cured leather breastplate that offers more protection than a simple thoracomachus.

Lorica Hamata:  Lorica Hamata is an armor made from small, interlocking metal rings.  A suit of subarmalis is worn under the armor to help cushion blows and protect the wearer from chaffing.  The breast piece is worn with metal greaves on the shins.  Also, a plated belt is worn to help distribute part of the weight of the armor. 

Lorica Segmentata:  Lorica Segmentata is a lacquered suit of metal plates, riveted together and attached to a thoracomachus.  It is worn with metal greaves to protect the legs.


Lorica Squamata:  Lorica Squamata, or “feathered” armor, is composed of small metal plates that resemble scales or feathers.  The plates are woven together and stitched to a thoracomachus.  Metal greaves are optional.


Scutum:  A scutum is a curved shield between three and four feet tall.  They are more effective when used in a group, but still turn blows away individually.  The scutum is crafted from three individual pieces of wood, bound in copper, and lacquered.

Subarmalis:  Subarmalis is a padded coat that is worn under armor.  By itself, it does help protect against blows, but not nearly as well as lorica or a cuirass.


Thoracomachus:  Thoracomachus is a hardened leather coat that heavier armor is oven attached to.  It offers minimal protection by itself and doesn’t tend to turn away blows very effectively.

	Armor Type
	Base Price
	Defense Bonus
	Maximum Dex
	Armor Check
	Arcane Spell Fail
	Weight

	Galae
	250s
	+1
	--
	-2*
	10%
	4 lb

	Light Armor
	
	
	
	
	
	

	
	Lorica
	120s
	+3
	+5
	-1
	15%
	15 lb

	
	Subarmalis
	25s
	+1
	+8
	0
	5%
	5 lb

	
	Thoracomachus
	50s
	+2
	+6
	0
	10%
	7 lb

	Heavy Armor1
	
	
	
	
	
	

	
	Cuirass
	1,000s
	+5
	+3
	-4
	25%
	30 lb

	
	Hide Armor
	80s
	+3
	+4
	-3
	20%
	25 lb

	
	Lorica Hamata
	500s
	+4
	+4
	-2
	20%
	20 lb

	
	Lorica Segmentata
	800s
	+5
	+2
	-4
	30%
	25 lb

	
	Lorica Squamata
	300s
	+4
	+3
	-4
	25%
	25 lb

	Shields
	
	
	
	
	
	

	
	Aspis
	15s
	+1
	--
	-1
	5%
	7 lb

	
	Scutum
	35s
	+2
	--
	-2
	15%
	10 lb


* Galae have a Helmet Check Penalty, which is applied to all awareness and search skill rolls while it is worn.

1)  Heavy armor reduces the character’s movement rate by 10 feet.

Weapons


Weapons are made for several purposes, tools, hunting, and warfare.  The Dracaenan people have a great deal of respect for weaponry, and most know the names of each on sight.


Bola:  Bolas is a weighted piece of rope that wraps around a victim, doing non-lethal damage.  A bolas can be used to trip.


Bow:  Bows require two hands to fire.  Firing a bow from horseback incurs a penalty of –4 to hit.

Cestus:  The cestus is a metal gauntlet that can be outfitted with spikes.


Club:  The listed price is for a club that is balanced for throwing.  If a simple club that cannot be thrown is desired, one can be picked up in any wooded area for free.


Dart:  Darts resemble shortened arrows that are weighted a bit more.  They can be thrown with ease.

Falcata:  A falcata is a sword with a curved blade of medium length.  They can be balanced for thrusting and slashing, but most blows from a falcata will be chopping.

Gladius:  A gladius is a wide-bladed shorter sword.  Though they can be used to cut with, most blows from a gladius will be thrusting.

Hatchet:  Hatchets are small hand-axes usually used for chopping wood.  Usually an improvised weapon, the hatchet is still quite dangerous.


Mace:  A mace is a club with a metal cap.  The metal end unbalances the club, making it ineffective when thrown.


Morning Star:  This is a heavier version of a mace with knobs or spikes.  The type of morning star that is chosen must be selected when purchased (which determines the damage type).


Net:  
Nets are woven from rope and affixed with many small barbs.  Using a net is described on page 119, in the PHB.


Pike:  A pike is a long spear that is used against cavalry.  Pikes have a range of ten feet.  Pikes are reach weapons.  If you set a pike to receive a charge you do double damage with a successful hit.

Pilum:  A pilum is a weighted javelin.  It is a common sight on battlefields in Dracaena.


Pugio:  Pugio are long-bladed knives that can be used to slash or pierce with.


Quarterstaff:  Quaterterstaves are long, shod sections of wood.  They can range between three and six feet long.  
Sling:  A sling is a humble piece of cloth that is used to fling stones and bullets with deadly speed and accuracy.  Heavy, round stones from the ground can be used, or bullets shaped from lead.


Stiletto:  This is a long, thin knife forged of solid metal.  They are ideal for puncturing armor.

Spatha:  A spatha is a long, balanced blade with a keen edge.  The spatha is quickly replacing the gladius as the back-up weapon on the battlefield.  Some military units are even using the spatha as a primary weapon since it can be easily used from horseback.


Trident:  A trident is a three-pronged spear.  The weapon can be thrown, but at a shorter range than a pilum.  If you set a trident to receive a charge you do double damage on a successful hit.


Xiphos:  A short, slim and balanced blade, the xiphos was made popular in Caethage.  Now it is often found as a secondary weapon among mercenaries.


Whip:  This is a standard leather whip.  Whips are considered ranged weapons with a maximum range of 15 feet.  They do no damage to creatures with a natural armor bonus of +1 or more.  Whips can be used to trip. 

	Simple Weapons
	Base Price
	Damage
	Critical
	Range
	Weight
	Type

	Unarmed Attacks
	
	
	
	
	
	

	
	(Unarmed)
	---
	1d31
	x2
	---
	---
	Bludgeon

	
	Cestus
	10s
	1d3
	x2
	---
	1 lb
	Bludgeon

	
	Cestus, Spiked
	25s
	1d4
	x2
	---
	1 lb
	Piercing

	Light Melee Weapons
	
	
	
	
	
	

	
	Mace
	25s
	1d6
	x2
	---
	4 lbs
	Bludgeon

	
	Pugio
	10s
	1d4
	19-20/x2
	10 feet
	1 lb
	Slashing

	
	Stiletto
	20s
	1d4
	x3
	10 feet
	1 lb
	Piercing

	One-Handed Melee Weapons
	
	
	
	
	
	

	
	Club
	1s
	1d6
	x2
	10 feet
	3 lbs
	Bludgeon

	
	Morning Star
	40s
	1d8
	x2
	---
	8 lbs
	Bludgeon (Piercing)

	
	Pilum
	5s
	1d6
	x2
	20 feet
	3 lbs
	Piercing

	Two-Handed Melee Weapons
	
	
	
	
	
	

	
	Pike2
	25s
	1d8
	x3
	---
	9 lbs
	Piercing

	
	Quarterstaff3
	---
	1d6
	x2
	---
	4 lbs
	Bludgeon

	Ranged Weapons
	
	
	
	
	
	

	
	Dart
	3s
	1d4
	x2
	20 feet
	½ lb
	Piercing

	
	Sling
	---
	
	
	50 feet
	
	

	
	-- Bullets (10)
	10c
	1d4
	x2
	
	5 lbs
	Bludgeon

	
	-- Stones (10)
	---
	1d3
	x2
	
	5 lbs
	Bludgeon


	Martial Weapons
	Base Price
	Damage
	Critical
	Range
	Weight
	Type

	Light Melee Weapons
	
	
	
	
	
	

	
	Aspis
	special
	1d3
	x2
	---
	special
	Bludgeon

	
	Gladius
	70s
	1d6
	19-20/x2
	---
	2 lb
	Pierce or Slash4

	
	Hatchet
	30s
	1d6
	x3
	10 feet
	3 lb
	Slashing

	
	Sap
	5s
	1d61
	x2
	---
	2 lb
	Blugeon

	One-Handed Melee Weapons
	
	
	
	
	
	

	
	Falcata
	80s
	1d8
	x3
	---
	5 lb
	Slashing

	
	Scutum
	special
	1d4
	x2
	---
	special
	Blugeon

	
	Spatha
	90s
	1d8
	19-20/x2
	---
	4 lb
	Slashing

	
	Trident
	70s
	1d8
	x2
	10 feet
	4 lb
	Piercing

	
	Xiphos
	100s
	1d6
	18-20/x2
	---
	2 lb
	Piercing

	Ranged Weapons
	
	
	
	
	
	

	
	Bow
	150s
	
	
	60 feet
	3 lb
	

	
	-- Arrows (20)
	5s
	1d6
	x3
	
	3 lb
	Piercing


	Exotic Weapons
	Base Price
	Damage
	Critical
	Range
	Weight
	Type

	One-Handed Weapons
	
	
	
	
	
	

	
	Whip
	5s
	1d31
	x2
	special
	2 lb
	Slashing

	Ranged Weapons
	
	
	
	
	
	

	
	Bolas
	25s
	1d41
	x2
	10 feet
	2 lb
	Bludgeon

	
	Net
	100s
	--
	--
	10 feet
	6 lb
	---


1) This weapon does non-lethal damage

2) This is a reach weapon

3) This is a double weapon

4) The player can decide how to attack (at the time of the attack)

	Goods and Services

	Adventuring Gear
	Cost
	Weight
	
	Containers
	Cost
	Weight

	Bedroll
	10c
	5 lb
	
	Backpack
	10s
	2 lb

	Bell
	5s
	---
	
	Barrel
	10s
	30 lb

	Blanket, winter
	3s
	3 lb
	
	Basket
	2s
	1 lb

	Caltrops
	5s
	2 lb
	
	Bottle, glass
	10s
	---

	Canvas (1 sq yd)
	10c
	1 lb
	
	Bucket
	3s
	2 lb

	Chain (10 ft)
	150s
	2 lb
	
	Case (map, scroll)
	5s
	½ lb

	Chalk (1 piece)
	1c
	---
	
	Chest
	10s
	25 lb

	Crowbar
	10s
	5 lb
	
	Flask
	3c
	1-½ lb

	Firewood (per day)
	1c
	20 lb
	
	Jug, clay
	3c
	9 lb

	Fishhook
	10c
	---
	
	Mug, tankard
	2c
	1 lb

	Fishing Net (25 sq ft)
	20s
	5 lb
	
	Pitcher, clay
	2c
	5 lb

	Grappling Hook
	5s
	4 lb
	
	Pot, copper
	3s
	10 lb

	Hammer
	3s
	2 lb
	
	Pouch, belt
	5s
	½ lb

	Ink (1 oz vial)
	40s
	---
	
	Sack
	10c
	½ lb

	Inkpen (Quill)
	10c
	---
	
	Vial (ink)
	5s
	---

	Ladder, 10’
	5c
	20 lb
	
	Waterskin
	5s
	4 lb

	Lock
	
	
	
	
	
	

	   Simple
	100s
	1 lb
	
	
	
	

	   Average
	200s
	1 lb
	
	Clothing
	Cost
	Weight

	   Good
	400s
	1 lb
	
	Artisan’s Outfit
	5s
	4 lb

	Manacles
	80s
	2 lb
	
	Courtier’s Outfit
	150s
	6 lb

	Mirror, small
	50s
	½ lb
	
	Entertainer’s Outfit
	15s
	4 lb

	Oil (1 pt flask)
	10c
	1 lb
	
	Explorer’s Outfit
	50s
	8 lb

	Paper (sheet)
	2s
	---
	
	Noble’s Outfit
	400s
	10 lb

	Parchment (sheet)
	1s
	---
	
	Peasant’s Outfit
	10c
	2 lb

	Pick (miner’s)
	15s
	10 lb
	
	Scholar’s Outfit
	25s
	6 lb

	Piton
	10c
	½ lb
	
	Traveler’s Outfit
	5s
	5 lb

	Pole, 10’
	1s
	8 lb
	
	
	
	

	Rations (Trail)
	3s
	1 lb
	
	
	
	

	Rope, hemp (50 feet)
	5s
	10 lb
	
	Illumination
	Cost
	Weight

	Sealing Wax
	5s
	1 lb
	
	Candle
	1c
	---

	Sewing Needle
	3s
	---
	
	Lamp, common
	10c
	1 lb

	Sledge
	5s
	10 lb
	
	Lantern (hooded)
	35s
	2 lb

	Soap (per lb)
	3s
	1 lb
	
	Torch
	1c
	1 lb

	Spade or Shovel
	10s
	8 lb
	
	
	
	

	Tent
	50s
	20 lb
	
	
	
	

	Tinderbox
	5s
	---
	
	
	
	

	Whetstone
	2c
	1 lb
	
	
	
	


	Goods and Services

	Lodging
	Cost
	Weight
	
	Services
	Cost
	

	Ale, Common
	
	
	
	Barge Passage
	2c / mile
	

	   Gallon
	1s
	8 lb
	
	Coach Cab
	3c / mile
	

	   Pint (mug)
	4c
	1 lb
	
	Ferry
	1s
	

	Bread (per loaf)
	2c
	½ lb
	
	Hireling, Guilded
	2s / day
	

	Cheese
	10c
	½ lb
	
	Hireling, Trained
	30c /day
	

	Inn Stay
	
	
	
	Hireling, Untrained
	10c /day
	

	   Good
	10s
	---
	
	Messenger
	2c / mile
	

	   Common
	3s
	---
	
	Rivership Passage
	10c/mile
	

	   Poor
	1s
	---
	
	Toll
	2c
	

	Meals
	
	
	
	
	
	

	   Good
	2s
	---
	
	Tool Kits
	Cost
	Weight

	   Common
	1s
	---
	
	Artisan’s Tools
	25s
	5 lb

	   Poor
	10c
	---
	
	Climber’s Kit
	400s
	5 lb

	Meat (chunk of)
	15c
	½ lb
	
	Disguise Kit
	250s
	8 lb

	Wine
	
	
	
	Healer’s Kit
	250s
	1 lb

	   Common (pitcher)
	1s
	6 lb
	
	Hourglass
	150s
	1 lb

	   Fine (bottle)
	50s
	1-½ lb
	
	Musical Instrument
	25s
	3 lb

	
	
	
	
	--Fine quality
	500s
	3 lb

	Mounts and Gear
	
	
	
	Scale, Merchant’s
	10s
	1 lb

	Bit and Bridle
	10s
	1 lb
	
	Spell Comp. Pouch
	25s
	2 lb

	Dog
	
	
	
	Blank Spellbook
	80s
	3 lb

	   Guard
	125s
	---
	
	Thieves’ Tools
	150s
	1 lb

	   Hunting
	80s
	---
	
	
	
	

	   Untrained
	5s
	---
	
	Transport
	Cost
	Weight

	Donkey or Mule
	40s
	---
	
	Barge
	500s
	20 T

	Feed (per day)
	5c
	10 lb
	
	Bireme
	100,000s
	120 T

	Horse
	
	
	
	Carriage
	500s
	600 lb

	   Draft Horse
	1,000s
	---
	
	Cart
	75s
	200 lb

	   Pony
	150s
	---
	
	Rivership
	15,000s
	40 T

	   Riding Horse
	350s
	---
	
	Rowboat
	250s
	100 lb

	   Warhorse
	750s
	---
	
	   Oar
	10s
	10 lb

	Saddle
	
	
	
	Trireme
	150,000s
	150 T

	   Military
	100s
	30 lb
	
	Wagon
	100s
	400 lb

	   Pack
	25s
	15 lb
	
	
	
	

	   Riding
	50s
	25 lb
	
	
	
	

	Saddlebags
	20s
	8 lb
	
	
	
	

	Stabling (per day)
	3s
	---
	
	
	
	


Notes About Equipment

Mounts and Gear:  Warhorses are only trained in Caethage and its surrounding areas.  Though they are rugged, they are trained more for speed and endurance than actual combat.

Transports:  The Bireme is a smaller galley that can carry 120 tons of cargo or 180 soldiers.  A Bireme requires a crew of 150 to man.  A Trireme is a full galley.  Riverships are smaller vessels equipped with a single mast and oars.  Riverships can carry 40 tons (or 100 troops) with a crew of 8.

Trade Goods 

	Cost
	Item

	1c
	One pounds of wheat

	2c
	One pound of flour or 1 chicken

	10c
	One pound of tin or lead

	50c
	One pound of copper

	4s
	One pound of bronze

	5s
	One pound of cinnamon or 1 goat

	10s
	One pound of ginger or pepper

	15s
	One pig

	20s
	One square yard of linen

	25s
	One pound of salt or silver

	50s
	One square yard of silk or 1 cow

	75s
	One ox

	250s
	One pound of gold

	2,500s
	One pound of platinum

	10,000s
	One pound of iron

	30,000s
	One pound of steel



Hardness of Equipment 

	Material
	Harness
	hp/inch

	Paper, Cloth
	0
	2

	Rope
	0
	2

	Glass
	1
	1

	Ice
	0
	3

	Leather
	2
	5

	Wood
	5
	10

	Copper
	6
	30

	Stone
	8
	15

	Bronze
	8
	30

	Iron
	10
	30

	Steel
	10
	30


Copper Vs. Bronze


Though the base material of weapons and armor is bronze, a player may wish to purchase copper equipment.  This is fine, as the price is somewhat lower, but the performance of such weapons is rather poor.


Copper weapons and armor cost 25% less then their bronze equivalents.  First off, copper equipment has reduced harness.  All attack rolls made with a copper weapon suffer a -1 penalty, while copper armor provides 1 less point of armor bonus.  For more advanced rules, see The World of Dracaena.
	Chapter IX:  Combat


Combat Basics


The combat in Dracaenas is very similar to Dungeons and Dragons.  Except where noted below, follow the rules in the PHB.

Hit Points


Hit points work slightly differently than in standard Dungeons and Dragons when you reach 0 or fewer hit points.  Any damage beyond 0 hit points is converted into temporary Constitution damage.  As long as you have a positive Constitution score you are still alive.


When you suffer damage that reduces you to 0 hit points (or suffer damage while at 0 hit points), you must make a fortitude save with a DC of 15 or fall unconscious.  If you succeed at this save, you remain conscious.


If your Constitution score reaches 0, you are dead.


When you are out of hit points, a deceased constitution score does not affect your current hit points (they cannot go below 0).  However, the reduced constitution score certainly reduces your maximum hit points.  Furthermore, remember that if a character with 0 hit points suffers damage for any reason, it is immediately converted to temporary constitution damage.

Non-Lethal Damage


When your non-lethal damage equals or exceeds your remaining hit points, rather than immediately falling unconscious, the character can attempt a fortitude save to shake off the trauma.  The DC for the fortitude save is 15.


Every time the character is struck for non-lethal damage afterwards, he suffers 1 point of temporary constitution damage (it is possible to beat a person to death), and he must attempt the save again.


If he fails the save, he falls unconscious until his non-lethal damage is reduced below his current hit points.


If a character has suffered more non-lethal damage than he has hit points remaining and he suffers normal (lethal) damage, he suffers the damage as normal, but still must attempt the fortitude save (DC 15) or fall unconscious.

Attacks


As you may have noticed, the listings under the classes have only a single attack bonus, even when the bonus surpasses +5.  This is because in Dracaena, nobody receives multiple attacks in one round as a standard or full attack.

	Chapter X:  Magic


Magic Basics


The magic system is also similar to the system presented in the PHB.  Except where noted below, the rules are the same as those found in the PHB.  

Metamagic


Metamagic is handled slightly different in Dracaena then in standard Dungeons and Dragons.


Metamagic Pool:  Every spell caster receives a metamagic pool.  This represents the character’s ability to manipulate the magical energies around him and bring about changes in the nature of his spells.


Starting Metamagic Pool:  Every spell caster, except the geomancer, begins with a metamagic pool equal to their charisma modifier.  Furthermore, they add their level in spell casting classes to their total metamagic pool.  Thus a character that has 3 levels of wizard and 3 levels of myrmidon and a charisma score of 13 would have a metamagic pool of 1+3 or 4.


For rules on geomancers and metamagic progression, see the class description.


Metamagic Feats:  In order to take advantage of his metamagic pool, a spell caster must learn metamagic feats.  These are the techniques he uses to manipulate the magical energies.


Using Metamagic:  To modify spells, the character must select a spell to cast and a metamagic feat to modify the spell with.  The character then spends a number of metamagic points equal to the level of the spell, modified by the metamagic feat (listed below).  If a character does not have enough metamagic points, he cannot modify the spell.

	Metamagic Feats
	Metamagic Cost

	Empower Spell
	Spell Level +2

	Enlarge Spell
	Spell Level +1

	Extend Spell
	Spell Level +1

	Heighten Spell
	Heightened spell level

	Maximize Spell
	Spell Level +3

	Overcharge Spell
	Spell Level +1

	Quicken Spell
	Spell Level +4

	Silent Spell
	Spell Level +1

	Still Spell
	Spell Level +1

	Widen Spell
	Spell Level +3


Recovering Metamagic Points:  Every time that a character gets a full night’s rest, he regains all of his metamagic points.


Increasing Metamagic Pool:  Each spell casting class gains metamagic pool as detailed under their individual descriptions.  Also, certain feats can increase metamagic pool.

Spell Matrices and Spell Nexuses


When a geomancer wishes to imprint a new spell matrix on himself, or replace one of his current matrices, he must first travel to a place of concentrated magical energy; a nexus.  A nexus can have a physical manifestation, but does not need to.  Anybody can attempt a spellcraft roll (DC 15) to identify a nexus, but geomancers have an innate sensitivity to them.


Each nexus has four ratings, one for each element.  The ratings list how much magical energy of each type is flowing through the nexus.  The ratings range from 0 to 5.


The elemental rating of the nexus determines the highest level spell matrix that can be imprinted from it (of the appropriate element).  Thus a nexus listed as A/E/F/W: 0020 can be used to imprint level 0, 1, or 2 fire spells, but only level 0 air, earth, and water spells.  Any nexus can be used to imprint any 0-level spell.


The game master is encouraged to create adventures around finding spell nexuses for a geomancer to be able to change matrices.

	Sample Natural Nexuses
	Ratings (A/E/F/W)

	Bonfire
	0/0/1/0

	Farm Field
	0/1/0/0

	Mountains
	0/2/0/0

	Ocean
	0/0/0/2

	Storm
	2/0/1/1

	Swamp
	0/1/0/1

	Tornado
	4/0/0/0


	Sample Known Nexuses
	Ratings (A/E/F/W)

	Swamp Keep
	0/2/0/3

	The Tower of Order
	2/2/2/2

	The Tree of Life
	0/5/0/1

	The Wastes
	-/-/-/-*


* This is the only known place where level 0 matrices cannot be imprinted.

Geomancers and Magical Items


Geomancers cannot use certain magical items that were crafted for wizards and arcanists.  This is because of the very nature of their spell casting is inherently different than that of the other arcane spell casters.


Geomancers cannot use any item triggered by spell completion.  Their spell casting requires a manipulation of basic and raw magical energy, not the channeled and prepared spells of a wizard.


Geomancers also cannot use any item triggered by spell trigger.  Even if the geomancer has the spell on his spell list, his style of activation is very different from that of a wizard.


That being said, geomancers have found use for a few items that are beyond their ability to activate in a standard way.


Geomancers on Scrolls and Wands:  Since scrolls are spell completion activated and wands are spell triggered, geomancers cannot use them.  However, they can use scrolls and wands as miniature nexuses.


If a geomancer acquires a scroll or wand that has a spell from the geomancer list on it, he can imprint that spell matrix as if he were at an appropriate nexus.  Doing so consumes the scroll or wand, however.


Geomancers cannot scribe scrolls or craft wands.

Elemental Magic


All:  Some spells are universal to each element.  They represent basic magic that can be imprinted from any nexus of sufficient power, or matrices represented by all four elements.


Air:  Air magic is intangible, flighty and manipulative.  Illusions, charms, and any spell related to the air fall under air magic.


Earth:  Earth magic is the magic of conjuration and necromancy.  It is powerful, yet subtle and also includes any spell that directly influences the earth.


Fire:  Immediate and powerful effects are the earmark of fire magic.  Evocations, transmutations and spells related to elemental fire are all found within the realm of fire magic.


Water:  Protective, persistent, and aware, water represents the schools of abjuration and divination, and some transmutations.  Also, any spell related to water, ice, or healing falls into the category of water magic.

Geomancer Spell Matrices

	Level 0 Spell Matrices (Surges)

	All
	Detect Magic

	
	Resistance

	Air
	Daze

	
	Ghost Sound

	
	Message

	Earth
	Disrupt Undead

	
	Mending

	
	Ray of Fatigue

	
	Virtue

	Fire
	Dancing Lights

	
	Flare

	
	Light

	Water
	Create Water

	
	Detect Poison

	
	Purify Food and Drink

	
	Read Magic

	
	Ray of Frost


	Level 1 Spell Matrices

	All
	Endure Elements

	
	Identify

	Air
	Charm Person

	
	Disguise Self

	
	Erase

	
	Expeditious Retreat

	
	Feather Fall

	
	Silent Image

	
	Sleep

	Earth
	Entangle

	
	Grease

	
	Jump

	
	Mage Armor

	
	Magic Stone

	
	Pass Without Trace

	
	Ray of Enfeeblement

	Fire
	Burning Hands

	
	Cause Fear

	
	Faerie Fire

	
	Magic Weapon

	
	Produce Flame

	Water
	Comprehend Languages

	
	Cure Minor Wounds

	
	Obscuring Mist

	
	Remove Fear

	
	Shillelagh

	
	Speak with Animals

	
	True Strike





	Level 2 Spell Matrices

	All
	Resist Energy

	Air
	Blur

	
	Daze Monster

	
	Eagle’s Splendor

	
	Gust of Wind

	
	Invisibility

	
	Levitate

	
	Minor Image

	
	Mirror Image

	
	Whispering Wind

	Earth
	Alter Self

	
	Barkskin

	
	Bear’s Endurance

	
	Delay Poison

	
	False Life

	
	Glitterdust

	
	Make Whole

	
	[Melf’s] Acid Arrow

	
	Protection from Arrows

	
	Soften Earth and Stone

	
	Warp Wood

	Fire
	Flame Blade

	
	Fox’s Cunning

	
	Heat Metal

	
	Pyrotechnics

	
	Scare

	
	Scorching Ray

	
	Shatter

	Water
	Bull’s Strength

	
	Chill Metal

	
	Cure Light Wounds

	
	Fog Cloud

	
	Locate Object

	
	Obscure Object

	
	Owl’s Wisdom

	
	Remove Paralysis


	Level 3 Spell Matrices

	All
	Arcane Sight

	
	Dispel Magic

	
	Protection from Energy

	Air
	Blink

	
	Deep Slumber

	
	Displacement

	
	Fly

	
	Gaseous Form

	
	Haste


	
	Hold Person

	
	Major Image

	
	Suggestion

	
	Wind Wall

	Earth
	Keen Edge

	
	[Leomund’s] Tiny Hut

	
	Meld Into Stone

	
	Plant Growth

	
	Ray of Exhaustion

	
	Remove Disease

	
	Slow

	
	Spike Growth

	
	Stinking Cloud

	
	Stone Shape

	Fire
	Continual Flame

	
	Daylight

	
	Explosive Runes

	
	Fireball

	
	Flame Arrow

	
	Magic Weapon, Greater

	
	Quench

	Water
	Clairaudience/Clairvoyance

	
	Create Food and Water

	
	Cure Moderate Wounds

	
	Nondetection

	
	Remove Blindness/Deafness

	
	Restoration, Lesser

	
	Sleet Storm

	
	Tongues

	
	Water Breathing

	
	Water Walk


	Level 4 Spell Matrices

	All
	Remove Curse

	Air
	Air Walk

	
	Charm Monster

	
	Confusion

	
	Freedom of Movement

	
	Hallucinatory Terrain

	
	Invisibility, Greater

	Earth
	Dimension Door

	
	[Leomund’s] Secure Shelter

	
	Minor Creation

	
	Neutralize Poison

	
	[Otiluke’s] Resilient Sphere

	
	Polymorph

	
	Spike Stones

	
	Stoneskin

	Fire
	Fear

	
	Fire Shield

	
	Fire Trap

	
	Spell Immunity

	
	Wall of Fire


	Water
	Arcane Eye

	
	Control Water

	
	Cure Serious Wounds

	
	Globe of Invulnerability, Lesser

	
	Ice Storm

	
	Locate Creature

	
	Solid Fog

	
	Wall of Ice


	Level 5 Spell Matrices

	All
	Break Enchantment

	
	Permanency

	
	True Seeing

	
	Wall of Force

	Air
	Control Winds

	
	Hold Monster

	
	Mirage Arcana

	
	Overland Flight

	
	Persistent Image

	
	Prying Eyes

	
	Seeming

	
	Sending

	Earth
	Baleful Polymorph

	
	Cloudkill

	
	Disrupting Weapon

	
	Fabricate

	
	Major Creation

	
	Passwall

	
	Teleport

	
	Transmute Mud to Rock

	
	Transmute Rock to Mud

	
	Wall of Stone

	
	Waves of Fatigue

	Fire
	Flame Strike

	
	Fire Seeds

	
	Spell Resistance

	Water
	Cone of Cold

	
	Cure Critical Wounds

	
	Mind Fog

	
	Resotration

	
	Wall of Thorns


Mystic Spell Lists

	 Level 0 Mystic Spells (Orisons)

	Create Water

	Cure Minor Wounds

	Detect Magic

	Detect Poison

	Flare

	Guidance

	Know Direction

	Light

	Mending

	Purify Food and Drink

	Read Magic

	Resistance

	Touch of Fatigue

	Virtue


	Level 1 Mystic Spells

	Animate Rope

	Calm Animals

	Cause Fear

	Charm Animal

	Charm Person

	Comprehend Languages

	Cure Light Wounds

	Detect Animals or Plants

	Detect Snares and Pits

	Endure Elements

	Enlarge Person

	Entangle

	Feather Fall

	Goodberry

	Hide From Animals

	Longstrider

	Magic Fang

	Magic Stone

	Magic Weapon

	Obscuring Mist

	Pass Without Trace

	Reduce Person

	Sanctuary

	Shillelagh

	Sleep

	Speak With Animals

	Summon Nature’s Ally I


	Level 2 Mystic Spells

	Aid

	Alter Self

	Animal Messenger

	Animal Trance

	Augury

	Barkskin

	Bear’s Endurance

	Bull’s Strength

	Calm Emotions

	Cat’s Grace

	Cure Moderate Wounds

	Delay Poison

	Gust of Wind

	Hold Animal

	Locate Object

	Owl’s Wisdom

	Protection From Arrows

	Pyrotechnics

	Reduce Animal

	Resist Energy

	Restoration, Lesser

	Soften Earth and Stone

	Status

	Summon Nature’s Ally II

	Summon Swarm

	Touch of Idiocy

	Tree Shape

	Warp Wood

	Whispering Wind

	Wood Shape


	Level 3 Mystic Spells

	Blindness/Deafness

	Clairaudience/Clairvoyance

	Create Food and Water

	Cure Serious Wounds

	Daylight

	Deep Slumber

	Diminish Plants

	Dispel Magic

	Dominate Animal

	[Leomund’s] Tiny Hut

	Magic Fang, Greater

	Magic Weapon, Greater

	Meld Into Stone

	Neutralize Poison

	Nondetection

	Plant Growth

	Poison

	Prayer

	Protection from Energy

	Quench

	Remove Disease

	Shrink Item

	Snare

	Speak with Plants

	Stone Shape

	Summon Nature’s Ally III

	Water Breathing

	Water Walk


	Level 4 Mystic Spells

	Air Walk

	Antiplant Shell

	Charm Monster

	Command Plants

	Control Water

	Cure Critical Wounds

	Death Ward

	Divination

	Enlarge Person, Mass

	Freedom of Movement

	Giant Vermin

	Globe of Invulnerability, Lesser


	[Leomund’s] Secure Shelter

	Locate Creature

	Minor Creation

	Polymorph

	Ray of Exhaustion

	Reduce Person, Mass

	Remove Curse

	Repel Vermin

	Restoration

	Summon Nature’s Ally IV

	Tongues


	Level 5 Mystic Spells

	Animal Growth

	Awaken

	Baleful Polymorph

	Break Enchantment

	Commune with Nature

	Control Winds

	Cure Critical Wounds

	Cure Light Wounds, Mass

	Insect Plague

	Major Creation

	Stoneskin

	Summon Nature’s Ally V

	Transmute Mud to Rock

	Transmute Rock to Mud

	Tree Stride

	True Seeing

	Wall of Stone

	Wall of Thorns

	Waves of Fatigue


Oracle Domains


Restricted Domains:  Some domains cannot be selected if you have already selected a radically different domain.  For example, an oracle cannot both have the good and evil domains.  Thus when an oracle wishes to gain access to a domain, he must check to make sure that he doesn’t have access to a restricted domain (listed under the new domain).


Requirements:  Some domains have specific requirements that must be met.  If there are any, they are listed in the description of the domain.




	Air Domain

	Restricted Domains:  none.

	Granted Powers:  Gain a +2 sacred bonus on all initiative rolls and reflex saves.

	0
	Feather Fall

	1
	Obscuring Mist

	2
	Wind Wall

	3
	Gaseous Form

	4
	Air Walk

	5
	Control Winds


	Animal Domain

	Restricted Domains:  none.

	Granted Powers:  The oracle gains the Wild Empathy class ability (see mystic) and lore (nature) is now a class skill.

	0
	Calm Animals

	1
	Charm Animal

	2
	Hold Animal

	3
	Dominate Animal

	4
	Summon Nature’s Ally IV

	5
	Commune with Nature


	Celerity Domain

	Restricted Domains:  none.

	Granted Powers:  Your speed is +10 feet faster for your race.  This bonus is lost if you are wearing heavy armor or are carrying a medium or heavy load.

	0
	Virtue

	1
	Expeditious Retreat

	2
	Cat’s Grace

	3
	Blur

	4
	Haste

	5
	Wind Walk


	Chaos Domain

	Requirements:  Must be chaotic.

	Restricted Domains:  Law.

	Granted Powers:  You gain the Overcharge Spell metamagic feat for free.

	0
	Protection from Law

	1
	Shatter

	2
	Magic Circle against Law

	3
	Chaos Hammer

	4
	Dispel Law

	5
	Animate Objects


	Cold Domain

	Restricted Domains:  none.

	Granted Powers:  You gain 5 points of energy resistance against cold.

	0
	Chill Touch

	1
	Chill Metal

	2
	Sleet Storm

	3
	Wall of Ice

	4
	Ice Storm

	5
	Cone of Cold


	Community Domain

	Restricted Domains:  Chaos, Destruction, Undeath.

	Granted Powers:  You can use Calm Emotions as a spell-like ability 1/day; and gain +2 on diplomacy checks.

	0
	Bless

	1
	Status

	2
	Prayer

	3
	Tongues

	4
	[Rary’s] Telepathic Bond

	5
	Heroes’ Feast


	Competition Domain

	Restricted Domains:  none.

	Granted Powers:  You receive a +1 sacred bonus on all opposed rolls.

	0
	Remove Fear

	1
	Aid

	2
	Prayer

	3
	Divine Power

	4
	Righteous Might

	5
	Find the Path


	Creation Domain

	Restricted Domains:  Destruction.

	Granted Powers:  3/day you can overcharge a spell from the creation domain even if you do not have the Overcharge Spell feat.  Overcharging creation skills with this power does not cost any metamagic points.

	0
	Create Water

	1
	Minor Image

	2
	Create Food and Water

	3
	Minor Creation

	4
	Major Creation

	5
	Heroes’ Feast





	Death Domain

	Requirements:  Cannot be good.

	Restricted Domains:  Good, Healing

	Granted Powers:  The oracle can cast Darkness and Vampiric Touch 1/day as a spell-like ability.

	0
	Cause Fear

	1
	Death Knell

	2
	Blindness/Deafness

	3
	Death Ward

	4
	Enervation

	5
	Slay Living


	Destruction Domain

	Requirements:  Cannot be good or lawful.

	Restricted Domains:  Good, Law, Healing

	Granted Powers:  You gain the smite power, a supernatural ability.  You can declare a single melee attack per day to receive a +4 sacred bonus to hit and a bonus to damage equal to your oracle level.  If the attack misses, it is wasted for the day.

	0
	Inflict Light Wounds

	1
	Shatter

	2
	Warp Wood

	3
	Contagion

	4
	Inflict Critical Wounds

	5
	Fireball


	Divination Domain

	Restricted Domains:  none.

	Granted Powers:  Gain a +1 insight bonus to all saves.

	0
	Read Magic

	1
	Identify

	2
	Augury

	3
	Divination

	4
	Scrying

	5
	Commune


	Domination Domain

	Restricted Domains:  none.

	Granted Powers:  You gain the Spell Focus (Enchantment) feat for free.

	0
	Command

	1
	Enthrall

	2
	Suggestion

	3
	Hold Person

	4
	Dominate Person

	5
	Greater Command


	Dream Domain

	Restricted Domains:  none.

	Granted Powers:  You are immune to fear effects.

	0
	Daze

	1
	Sleep

	2
	Augury

	3
	Deep Slumber

	4
	Phantasmal Killer

	5
	Nightmare


	Earth Domain

	Restricted Domains:  none.

	Granted Powers:  Receive +3 bonus hit points and a +2 sacred bonus on all fortitude saves.

	0
	Magic Stone

	1
	Soften Earth and Stone

	2
	Stone Shape

	3
	Spike Stones

	4
	Stoneskin

	5
	Wall of Stone


	Evil Domain

	Requirements:  Must be evil.

	Restricted Domains:  Good, Healing

	Granted Powers:  You gain the Empower Spell metamagic feat for free.

	0
	Protection from Good

	1
	Desecrate

	2
	Magic Circle against Good

	3
	Unholy Blight

	4
	Dispel Good

	5
	Symbol of Pain


	Fire Domain

	Restricted Domains:  none.

	Granted Powers:  Gain 5 points of energy resistance (fire).

	0
	Flare

	1
	Burning Hands

	2
	Produce Flame

	3
	Flame Arrow

	4
	Wall of Fire

	5
	Fire Shield





	Force Domain

	Restricted Domains:  none.

	Granted Powers:  Once per day you may reroll a single damage roll as a free action (weapon, spell, or other) and keep the better of the two rolls.  This is a supernatural ability.

	0
	[Tenser’s] Floating Disk

	1
	Mage Armor

	2
	Magic Missile

	3
	Helping Hand

	4
	[Otiluke’s] Resilient Sphere

	5
	Wall of Force


	Glory Domain

	Restricted Domains:  Evil, Undeath.

	Granted Powers:  Receive a +1 sacred bonus on all attack and damage rolls against undead and outsiders.

	0
	Disrupt Undead

	1
	Bless Weapon

	2
	Searing Light

	3
	Holy Smite

	4
	Holy Sword

	5
	Flame Strike


	Good Domain

	Requirements:  Must be good.

	Restricted Domains:  Death, Destruction, Evil, Undeath

	Granted Powers:  You gain the Empower Spell metamagic feat for free.

	0
	Protection from Evil

	1
	Aid

	2
	Magic Circle against Evil

	3
	Holy Smite

	4
	Dispel Evil

	5
	Righteous Might


	Healing Domain

	Restricted Domains:  Death, Destruction, Undeath

	Granted Powers:  3/day you can maximize a spell from the healing domain even if you do not have the Maximize Spell feat.  Maximizing healing spells with this power does not cost any metamagic points.

	0
	Cure Minor Wounds

	1
	Cure Light Wounds

	2
	Cure Moderate Wounds

	3
	Cure Serious Wounds

	4
	Cure Critical Wounds

	5
	Cure Light Wounds, Mass


	Knowledge Domain

	Restricted Domains:  none.

	Granted Powers:  All lore skills become class skills for you.  3/day you can overcharge a spell from the knowledge domain even if you do not have the Overcharge Spell feat.  Overcharging knowledge skills with this power does not cost any metamagic points.

	0
	Guidance

	1
	Detect Secret Doors

	2
	Detect Thoughts

	3
	Clairaudience/Clairvoyance

	4
	Divination

	5
	True Seeing


	Law Domain

	Requirements:  Must be lawful.

	Restricted Domains:  Chaos, Destruction.

	Granted Powers:  You gain the Overcharge Spell metamagic feat for free.

	0
	Protection from Chaos

	1
	Calm Emotions

	2
	Magic Circle against Chaos

	3
	Order’s Wrath

	4
	Dispel Chaos

	5
	Hold Monster


	Luck Domain

	Restricted Domains:  none.

	Granted Powers:  1/day as an extraordinary ability, you can reroll one skill check, attack roll, or saving throw.  However, you must keep the second roll, even if it is worse.

	0
	Entropic Shield

	1
	Aid

	2
	Protection from Arrows

	3
	Prayer

	4
	Freedom of Movement

	5
	Mislead


	Magic Domain

	Restricted Domains:  none.

	Granted Powers:  Tinker is now a class skill for you.  Also, you receive a +1 sacred bonus to all saving throws versus magical effects.

	0
	Detect Magic

	1
	Identify

	2
	Magic Missile

	3
	Dispel Magic

	4
	Scrying

	5
	Spell Resistance


	Plant Domain

	Restricted Domains:  none.

	Granted Powers:  The Oracle receives the Trackless Step or Woodland Stride class ability (player’s choice; see the Mystic class).  Lore (nature) is also now a class skill.

	0
	Entangle

	1
	Barkskin

	2
	Plant Growth

	3
	Speak with Plants

	4
	Command Plants

	5
	Wall of Thorns


	Protection Domain

	Restricted Domains:  Destruction.

	Granted Powers:  The Oracle can cast status and sanctuary each 1/day as a spell-like ability.

	0
	Resistance

	1
	Shield of Faith

	2
	Protection from Energy

	3
	Magic Vestment

	4
	Spell Immunity

	5
	Spell Resistance


	Strength Domain

	Restricted Domains:  none.

	Granted Powers:  Feat of Strength (Su):  You gain an enhancement bonus to your strength equal to your Oracle level that lasts for 1 round.  You can do this 1/day.

	0
	Virtue

	1
	Enlarge Person

	2
	Bull’s Strength

	3
	Spell Immunity

	4
	Divine Power

	5
	Righteous Might


	Summoning Domain

	Restricted Domains:  none.

	Granted Powers:  Receive the Augment Summoning feat for free.

	0
	Unseen Servant

	1
	Summon Monster I

	2
	Summon Monster II

	3
	Summon Monster III

	4
	Summon Monster IV

	5
	Summon Monster V


	Sun Domain

	Restricted Domains:  none.

	Granted Powers:  The Oracle can cast daylight 1/day as a spell-like ability.  Also, you receive a +2 sacred bonus on all saves against darkness and negative-energy effects.

	0
	Light

	1
	Endure Elements

	2
	Heat Metal

	3
	Searing Light

	4
	Fire Shield

	5
	Flame Strike


	Travel Domain

	Restricted Domains:  none.

	Granted Powers:  The Oracle can cast Discern North as a spell-like ability 3/day.  Also, survival is now a class skill.

	0
	Feather Fall

	1
	Longstrider

	2
	Locate Object

	3
	Fly

	4
	Dimension Door

	5
	Teleport


	Trickery Domain

	Restricted Domains:  none.

	Granted Powers:  The Oracle receives a +2 sacred bonus on all charisma-linked skill rolls.

	0
	Disguise Self

	1
	Silent Image

	2
	Invisibility

	3
	Nondetection

	4
	Confusion

	5
	Mislead


	Undeath Domain

	Restricted Domains:  Good, Healing.

	Granted Powers:  The Oracle will not be attacked by mindless undead unless he makes hostile action first (gm discretion)

	0
	Chill Touch

	1
	Desecrate

	2
	Ghoul Touch

	3
	Animate Dead

	4
	Enervation

	5
	Unhallow





	War Domain

	Restricted Domains:  none.

	Granted Powers:  Gain the Martial Weapon Proficiency and Weapon Focus feats in one weapon of your choice.

	0
	Guidance

	1
	Magic Weapon

	2
	Spiritual Weapon

	3
	Magic Vestment

	4
	Divine Power

	5
	Flame Strike


	Water Domain

	Restricted Domains:  none.

	Granted Powers:  Receive a +2 sacred bonus on all will saves and cast Endure Elements 1/day as a spell-like ability.

	0
	Obscuring Mist

	1
	Fog Cloud

	2
	Water Breathing

	3
	Control Water

	4
	Ice Storm

	5
	Wall of Ice


	Weather Domain

	Restricted Domains:  none.

	Granted Powers:  Rain does not penalize your awareness checks, while wind affects you as if you were one size category larger.  You receive a +2 circumstance bonus on all survival rolls.

	0
	Obscuring Mist

	1
	Gust of Wind

	2
	Sleet Storm

	3
	Call Lightning

	4
	Ice Storm

	5
	Control Winds


Wizard and Arcanist Spell Lists


Wizards and Arcanists use the Wizard/Sorcerer spell lists from the Player’s Handbook.

	Chapter XI:  Setting and Geography


Biomes of Dracaena


A biome is a large geographical area of distinctive plant and animal life.  The climate and rainfall determine the biomes, and each affects life within drastically.

Alpine
	Seasons
	Average Daytime Temp

	
	Year-Round
	10° – 30°F

	Average Yearly Rainfall
	< 12 in.

	
	

	Unique Animals

	
	Alpaca, Chinchilla, Mountain Goat, Snow Leopard, Snow Owl

	Unique Plants

	
	Alpine Bitterroot, Bear Grass, Bristlecone Pine, Purple Fringe, Wild Potato



The highest parts of the mountains have an alpine climate.  The peaks are covered with snow, and cold winds tear through barren rock faces.  There are no distinct seasons in these areas and the only plant life is small shrubs that require little minerals and carbon dioxide to survive.  Very few animals inhabit the alpine biome.

Forest

	Seasons
	Average Daytime Temp

	
	Spring
	60° – 70°F

	
	Summer
	65° – 75°F

	
	Autumn
	60° – 70°F

	
	Winter
	55° – 65°F

	Average Yearly Rainfall
	50 in

	
	

	Unique Animals

	
	Black Bear, Chipmunk, Squirrel, Weasel, White-Tailed Deer

	Unique Plants

	
	Ash, Beech Tree, Carpet Moss, Fern, Maple, White Birch, White Oak, Yew



The hardwood forests of Dracaena house a large variety of animals and plants.  The animals have adapted to surviving in the biome by camouflaging their skin and fur.  They obtain food and water from the trees, as well as shelter.


The months are simply a cycle of animal and plant life.  Fruits and seeds are borne in the spring, and many young plants and animals flourish in the summer.  The cooler autumn and winter sees a decrease in plant and animal activity, but the trees never actually lose their leaves.

Prairie
	Seasons
	Average Daytime Temp

	
	Spring
	65° – 80°F

	
	Summer
	70° – 85°F

	
	Autumn
	65° – 80°F

	
	Winter
	60° – 75°F

	Average Yearly Rainfall
	30 in



The prairie is a belt of fertile grassland between the savanna and the rainforest.  The land is kept moist and the Dracaenan River regulates the temperature throughout the year.  Though there are four distinct seasons, there is very little difference between them.


Because of the warm temperatures and year-round presence of water, the wild grasses on the prairie can grow to an astonishing twelve to fifteen feet if left unchecked.  In most civilized areas, the grasses are kept in check, as they can lead to a very real possibility of brush fire.

Rainforest

	Seasons
	Average Daytime Temp

	
	Summer
	75° – 90°F

	
	Winter
	70° – 85°F

	Average Yearly Rainfall
	100 in

	
	

	Unique Animals

	
	Chimpanzee, Gibbon, King Cobra, Orangutan, Sloth, Tiger, Vampire Bat

	Unique Plants

	
	Curare, Coconut Tree, Fig Tree



The rainforest is always hot, always humid.  Even during its short winter season, the rainfall decreases a few inches below the average (18-20 inches in the three-month period instead of the usual 26-28 inches).


The high temperatures, humidity, and affluence of life make the rainforest a difficult biome to live in.  The area is rife with insects, disease, and dangerous predators.  Thus a great deal of the rainforest is unexplored.

Savanna

	Seasons
	Average Daytime Temp

	
	Summer
	78° – 86°F

	
	Winter
	68° – 78°F

	Average Yearly Rainfall
	25 in

	
	

	Unique Animals

	
	Baboon, Black Mamba, Elephant, Emu, Lion, Mongoose, Zebra

	Unique Plants

	
	Baobab, Manketti Tree, Umbrella Thorn Acacia, Whistling Thorn, Wire Grass



The great savannas to the south of the Empire of Dracaena are very similar to their earth counterparts.  They have a long, dry season (summer, lasting 9 months), followed by a short, rainy season.  The animals attempt to conserve energy and water during the dry season, and mate during the rainy season.


Since there is very little water and food during a great majority of the year, life on the savanna is difficult.  Also, there are a large number of large, and dangerous, animals on the savanna, preventing large migrations of citizens into the area.

City-States of Dracaena

Caethage

Government:


The republican government of Caethage is made of a 3-member council.  The council is composed of one member elected from the Merchant’s Guild, one member is from the Shipping Guild, and the last is a high-ranking military official.


Each of the elected officials presides for 2 years, but there is no limit on the number of terms that they can be elected to.  Each has three advisors one from each of the citizenry, the Stargazers, and the nobles.

Major Exports:  Fish, Horses, Ink,
Livestock

Major Imports:  Boats, Lumber, Oil, Slaves, Weapons

Politics:


Up until recently, the military and nobility were the ruling power of Caethage.  The Points East Trading Company and the Shipping guild managed an economic coup of the city, and now control all major government functions.  This has actually straightened much of the city out and increased the trade and revenue of Caethage.  Thus, Draconis has, for the most part, left the new government alone.  Thassalonica is keeping a watchful eye downriver, however.

Population: 8,400
+ 1,170 slaves


Approval Rating: 52%


Citizen Percentage: 41%


Literacy: 22%


Per Capita Income: 34s /month

Standing Militia: 800

Caethage at a Glance:


Caethage suffers a great deal of criticism about its harsh laws and cruel justice system, but it has the lowest crime rate in the empire.  The streets are narrow, short and straight, exemplifying the entire city’s outlook.


The city is currently under massive renovations.  There are no direct roads from the docks to the heart of the city.  When the city was originally founded, this helped protect it from bandit raids.  The new rulers, however, find this a major inconvenience.

Draconis

Government:


Draconis is divided into 13 districts with 3 officials appointed by the guilds in the districts.  These officials are a speaker, who is trained in politics, a military officer, and a citizen, who must be part of a guild.  The three officials govern their districts, with the thirteen speakers gathering twice per week in a citywide council, which the emperor presides over.  The council appoints the emperor, whose term is for life.

Major Exports:  Fruit, Oil, Peat, Silk, Slaves

Major Imports: Grain, Ink, Metals, Livestock, Tools

Politics:


Draconis is the capital city, so they make it their point to keep in touch with the other cities.  They are a mediating force between disputes, and the emperor enjoys the support of the other city-states.


Though the council of Draconis makes laws that affect the entire empire, it is left up to the individual cities to enforce these laws.

Population: 14,100
+ 1,490 slaves


Approval Rating: 77%


Citizen Percentage: 30%


Literacy: 42%


Per Capita Income: 39s /month

Standing Militia: 720

Draconis at a Glance:


Draconis has a very relaxed atmosphere.  The streets are narrow, yet clean.  The wider streets, known as vistas, wind their way through the city.  Visitors are recommended to stay in the Hospite Inn and enjoy in the breath-taking view of the council building, which is made completely of imported Illumin marble.


The Emperor takes an active role in running the city, and often gives speeches, holds public hearings, and mediates disputes.  Draconis also holds public festivals at least once per month.

Illumin

Government:


Illumin doesn’t have a strong, centralized government.  Its legislative power is as spread out as the city itself.  The city is divided into 12 districts, each with its own elected officials.  Each district is a mini-democracy with the officials gathering into a council to form the republic.  Each official is elected to 5-year terms.

Major Exports: Grains, Metals, Lumber, Ore, Textiles

Major Imports: Oil, Parchment, Peat, Slaves, Tools

Politics:


Illumin retains relatively few political connections to the other city-states.  Draconis; however keeps a close eye on Illumin, since it is the source of many raw materials for the Empire.


Recently, Thassalonica has placed 100 trained soldiers in Illumin, due to increased raids on shipping.  This is due partially to an increase in Arak activity, one of the Empire’s long-standing enemies.

Population: 6,200
+ 1,200 slaves


Approval Rating: 74%


Citizen Percentage: 46%


Literacy: 48%


Per Capita Income: 28s /month

Standing Militia: 100 (+100)

Illumin at a Glance:


Illumin is a huge city with no definite boundaries.  Its long, winding roads are often little more than dirt paths.  Throughout the city, function is obviously higher priority than appearance, for the buildings are made of wood and earth, rather than stone.


Travelers are advised to stay in the larger eighth and ninth districts, or to rent a horse for the duration of their stay.


In the mountains just west of Illumin are the ruins of an ancient civilization.  There are several tours that take those curious enough to venture into the mountains.  Just heed the tour-guide’s advice when he suggests you bring a weapon.

Thassalonica

Government:


The Republic of Thassalonica has an elected counsel and twelve-member senate.  The senate appoints 15 diplomats to deal with imperial affairs, while the senators preside as judges, dealing with city affairs.  The counsel is judge advocate over the senate, and proposes new legislature.

Major Exports: Grain, Textiles, Trade Goods

Major Imports:  Granite, Oil, Lumber, Peat, Trade Goods

Politics:


Thassalonica sees itself as the cornerstone of the empire.  They believe that their presence holds up the economy and peace.  They are constantly taking steps to strengthen their position in the empire, and thus, in their opinion, strengthen the empire.

Population: 10,600
+ 1060 slaves


Approval Rating: 62%


Citizen Percentage: 14%


Literacy: 39%


Per Capita Income: 38s /month

Standing Militia: 920

Thassalonica at a Glance:


Where Draconis is a relaxed, happy place, Thassalonica is a somber, quiet city.  Though there is no pervasive atmosphere, the whole city seems somewhat depressed.  The streets are wide, clean, and ordered, and the important buildings are carved from imported granite.  Orange clay is then put over the stone.  Thassalonicans seem distrustful of outsiders, and travelers are recommended to stay at the nearby sub-city of Thassay.


Also, it is advised to be aware of the laws in the city of Thassalonica.  The sentencing for even minor crimes seems to be more harsh here than the rest of the Empire.  However, it is a great place to feel safe at night.

Trinia

Government:

The government of Trinia is a democratic assembly.  Speakers are elected to 4-year terms, with a maximum of two terms being served consecutively.  Any citizen can be elected as an official.  The speakers also serve as ranking officials in the militia and city guard.

Major Exports: Boats, Carts, Coral, Dye, Lumber, Medicine

Major Imports: Grain, Parchment, Peat, Oil, Textiles

Politics:


Trinia sees itself as the cultural center of the Empire.  From this perspective, they have passed several liberal laws concerning human rights and proper treatment of slaves.  This has caused some friction with Caethage in the past.  It will be interesting to see how the new government of Caethage deals with Trinia.


In most other cases, Trinia remains relatively distant from the other city-states, reserving their opinion until it is needed.

Population: 7,940
+ 680 slaves


Approval Rating: 88%


Citizen Percentage: 61%


Literacy: 67%


Per Capita Income: 41s /month

Standing Militia: 580

Trinia at a Glance:


Trinia seems to be a relaxed, friendly city.  Its streets are clean and wide.  Walls are covered with murals and plants seem to dominate the city.  There are few stray animals, and life is valued high, here.  It is against the law to mistreat an animal or a slave.


Most buildings are made from wood.  The streets are cobblestone, and the government buildings are made from imported Illumin marble.

Towns of Dracaena


Though the towns of Dracaena rival the city-states in size, they are considered “owned” by the city-state that founded them.  Their parent city-state dictates the government of the town, and influences all major decisions involving the town.  Each town has several diplomats in its parent city-state to attempt to influence the politics surrounding the town.

Antium

Parent City-State:  Illumin.
Government:


The city of Antium enjoys almost full autonomy.  Illumin allows it to elect its own leaders, and Antium is the largest working democracy in the entire empire.  Officials merely preside over referendums.  Consequently, the politics of Antium are slow and the social system is stagnant.


Anybody who is living in or near Antium (even temporarily) is welcome to vote at the referendums.

Major Exports:  Grain, Lumber, Textiles

Major Imports:  Oil, Tools

Politics:


The politics of Antium are isolated because of its location on the edge of the empire.  Most politicians and guild members are interested only in things that go on within the walls of Antium.

Population: 2,400 
+ 490 slaves


Approval Rating: 76%


Literacy: 13%


Per Capita Income: 31s /month

Standing Militia: 85

Antium at a Glance:


Antium is a hard-working city, almost a total reflection of Illumin, except it lies outside of the political influence of Thassalonica and Draconis.  Though the citizens are friendly, they are often absorbed in their own work and lives to take much interest in visitors.


One obvious difference between Antium and Illumin, however, is that Antium is more compact and is surrounded by a wooden palisade.  Their militia is a bit smaller, but better trained.  This is because attack by Arak, ogres, and giants is more common.

Coldmare

Parent City-State:  Caethage.
Government:


Caethage handles all of its towns in a similar fashion; the city council appoints a governor (or dux) for life.  The governor has almost totalitarian control over the towns, but the city council of Caethage keeps a close eye on the productivity.


For the most part, governors have ruled with a light touch, allowing the guilds to police themselves, and appointing experienced officials to enforce the laws of Caethage.


The governor of Coldmare has been a decorated ranking military official in the past, but the new government of Caethage has yet to appoint a new town governor.

Major Exports:  Horses, Leather, Livestock

Major Imports:  Grain, Lumber, Slaves

Politics:


The guilds of Caethage have always been given preferential treatment in Coldmare.  The current governor, however, is beginning to feel that the guilds are treating Caethage and its towns as merely an economic acquisition.  So he has begun to put laws in place to help even the playing field.  Lately, Trinian guilds have been encouraged to conduct business in Coldmare.

Population:  2,800 
+ 480 slaves


Approval Rating: 54%


Literacy: 11%


Per Capita Income: 28s /month

Standing Militia: 70

Coldmare at a Glance:


Coldmare is an open land of ranches where farmers raise cattle, goats, and horses.  The town center sees cattle every day, as ranchers take them to the marketplace.  Because of the significant lack of construction materials in the area, most houses are low and squat.


Coldmare gets its name because of the large number of underground springs in the area.  Thus it is always easy to find cold, refreshing water in the area.

Eastmarch
Parent City-State:  Caethage.
Government:


Similar to Coldmare, Eastmarch has a governor (or dux) appointed by Caethage.  In Eastmarch, however, it is customary for the governor to take on three advisors from the local population.  In the past, guild officials, city militia, dock masters, ship captains, farmers, and artisans have all been taken as advisors.

Major Exports: Coral, Grains, Granite, Pearls, Sea Salt

Major Imports:  Boats, Lumber

Politics:


The current governor of Eastmarch has been petitioning Caethage to build seaworthy vessels to begin exploration of the seas.  Though the local guilds are in favor of this position, previously the government of Caethage has refused, unwilling to commit resources and men to an unexplored area that is inhabited with known hostiles (barbarians).


However, since the guilds have taken control of the Caethage government, it is unknown if the governor will get his wish or not.

Population: 2,150
+ 280 slaves


Approval Rating: 68%


Literacy: 13%


Per Capita Income: 36s /month

Standing Militia: 50

Eastmarch at a Glance:


The southernmost outpost of the Empire of Dracaena, Eastmarch enjoys a naturally bountiful location.  It sits on the edge of the ocean and is surrounded by fertile grasslands.  Large evaporating ponds lie along the shores of Eastmarch, where the Sea’s Bounty Guild extracts salt from seawater.


For its small size, the town if fairly cramped, as the lack of building materials has caused construction to be built upward, rather than outward.

Eiderdown

Parent City-State:  Thassalonica.
Government:


Eiderdown is a republic, with a senate.  Each senator is elected to preside over one facet of the town; agriculture, city works, civil rights, diplomacy, economics, education, and military.  The diplomatic senator holds the title of consul, and reports directly to the Thassalonican ambassador.

Major Exports:  Grain, Textiles

Major Imports:  Lumber, Slaves, Tools, Trade Goods

Politics:


With the election of a very influential senate, politics in Eiderdown become quite heated every time an election is held.  The guilds take particular interest in the election of the senators of agriculture, diplomacy, and economics.  Even a large percentage of the farming population comes in from the fields to vote for the senator of agriculture.

Population: 4,700
+ 280 slaves


Approval Rating:  68%


Literacy: 13%


Per Capita Income: 27s /month

Standing Militia: 120

Eiderdown at a Glance:


Eiderdown is the largest town, both in population and in area.  In fact, its area rivals that of Trinia and Caethage.


Unlike the sprawling lands of Illumin and Antium, however, the lands of Eiderdown are not privately owned farms, but instead massive plantations.  The “nobility” of the town, who are often wealthy guild officials who realized the money in Eiderdown is in the land, owns these plantations.

Evermoor

Parent City-State:  Draconis.
Government:


The government of Evermoor is modeled after Draconis itself.  The large town is divided into 7 districts, though, instead of 13.  The elected leader of the town is given the title of Imperator.

Major Exports:  Feathers, Fruit, Lumber, Oil, Peat, Silk, Spice

Major Imports:  Cattle, Grain, Slaves

Politics:


The city of Evermoor supplies the empire with fine goods, including the raw materials for jewelry and spices for exotic foods.  To a lesser extent, they also supply exotic game and animals for entertainment and as exotic pets.


With in mind, the Imperator of Evermoor has signed the charter for several guilds, the Hunter’s Guild, the Wild Harvest, and Eagle’s Nest; to foray into the jungles and return with exotic goods.


Often, the Imperator extends the guild charters of other guilds to perform the same tasks if his quotas are not being filled for the year.  This has caused some competition among the guilds.

Population: 4,200
+ 100 slaves


Approval Rating: 74%


Literacy: 31%


Per Capita Income: 35s /month

Standing Militia: 200

Evermoor at a Glance:


A wooden palisade surrounds the town, and archer towers are spaced within bowshot of each other.  The town seems to be nestled inside its cocoon of protection, and there are several barracks that train the militia constantly.


The town is fairly welcoming to outsiders, but they make sure to warn everybody of the dangers of both the jungle and the swamps.

Ironwood
Parent City-State:  Trinia.
Government:


The government of Ironwood is a republic with elected senate and judicial branches.  The senate is responsible for making laws and handling the town’s politics and economic affairs, while the judicial branch is responsible for enforcing the laws and handling civil affairs.  A single governor (or dux), appointed by Trinia, oversees the senate.

Major Exports:  Lumber, Medicine

Major Imports:  Carts, Grain, Horses, Textiles

Politics:


The guilds are constantly vying for favor of the senate.  The lucrative lumber business in Ironwood has made more than one man a fortune.


With the large numbers of bandits in the area, the guilds are constantly pressuring the senate to allow them the right to raise their own guild militias.  As is, only the Lumberguard of Trinia and mercenaries are the only protection that lumberjacks have from bandits.  And oftentimes the mercenaries can be as bad as the bandits.

Population:  3,800
+ 370 slaves


Approval Rating: 74%


Literacy: 44%


Per Capita Income: 35s /month

Standing Militia: 200

Ironwood at a Glance:


Named because of its close proximity to the Ironwood Forest, Ironwood is constructed almost exclusively of hardwood.  They have a wooden wall surrounding the city with archer towers, reinforced doors, and other defensive structures.


The town is always prepared to fend off attack by arak and bandits alike, and it is obvious.

Lindy
Parent City-State:  Trinia.
Government:


Lindy is a smallish town, and has a similarly small government.  There are 20 judges who advocate disputes and 5 senators who create laws.  Each official is elected to his position for a 5-year term.

Major Exports:  Dye, Lumber.

Major Imports:  Carts, Horses, Textiles

Politics:


Lindy is fairly isolated from the politics of the empire.  It does only a small amount of trade, overshadowed by its larger cousin, Ironwood.  Still a few guilds prefer to base in Lindy because it is smaller and there is less competition.  Also, it is closer to the sea, making transportation by boat a possibility.

Population:  2,120
+ 200 slaves


Approval Rating: 


Literacy: 


Per Capita Income: 

Standing Militia: 

Lindy at a Glance:


The small size of Lindy is immediate to any visitor.  They have only a small palisade with a few archer towers, as they are relatively safe from attack.  The houses are small and conservative, and the roads are unpaved.

Rivermeet

Parent City-State:  Thassalonica
Government:


Rivermeet wasn’t a planned city; instead it began as a collection of roadside taverns alongside the Dracaenan River.  Wagon caravans two days out from Thassalonica would stop over in Rivermeet, as would rivership captains.  Soon other buildings showed up, and a town was born.


In keeping with its heritage, Thassalonica has allowed the guilds and rivership captains to control the government.  Thus, the government of Rivermeet has become a governor who is elected by the guilds that are prevalent in Rivermeet.  So as to keep the politics relatively unbiased, the governor must be an ex-rivership captain.


The governor acts as a chief lawmaker and judge, and appoints other judges.  Guild officials form a pseudo-senate (that is not elected) to assist in lawmaking.

Major Exports:  Grain, Meats

Major Imports:  Livestock, Salt

Politics:


With few tariffs, Rivermeet is almost completely a trade town.  Almost all of its imports are immediately exported.  The major advantage to purchasing goods in Rivermeet is that prices are universally 6-8% cheaper since there are fewer tariffs.

Population:  2,200
+ 120 slaves


Approval Rating: 67%


Literacy: 30%


Per Capita Income: 37s /month

Standing Militia: 100

Rivermeet at a Glance:

Rivermeet is clustered around the two rivers, the Dracaenan Rivier and the Agrean River.  The docks are littered with taverns, merchants, and other businesses that cater to travelers.  As you move away from the rivers, the city quickly becomes rural farms.

Stoneshore

Parent City-State:  Illumin.
Government:


Stoneshore has the highest population of Orks of any city in all of Dracaena.  The high ork population influences even its government.  A council of 7 senators is elected and presides with 12 town “elders,” members of the peasant population that must be at least 40 years old.


The elders preside over disputes, while the senators create laws and deal with Illumin and other towns.

Major Exports:  Ore, Sculpture, Stone

Major Imports:  Grain, Tools

Politics:


A large part of life in Stoneshore is focused on mining and crafting.  However, this is one of the few areas that a un-guilded craftsman can earn as much as his guilded counterpart.  The guilds here have discovered a long time ago that the orkish influence (many of the orks refuse to join a guild) keep the wages and prices fair for those who are independent of the guilds.

Population:  3,200
+ 80 slaves


Approval Rating: 86%


Literacy: 28%


Per Capita Income: 30s /month

Standing Militia: 60

Stoneshore at a Glance:  


Stoneshore is sprawling with many low, stone buildings and even some wooden structures.  Some of the roads are paved, while others are simply dirt trails.  The city seems to simply have sprung from the hills, as opposed to being planned out.

Thassay

Parent City-State:  Thassalonica.
Government:


There is no actual government of Thassay.  Being so close to Thassalonica, the parent city-state takes care of all town management.  However, the official position is to leave well enough alone.

Major Exports:  none.

Major Imports:  none.

Politics:


Faced with crime and other unsavory elements that every society suffers, Thassalonica attempted to solve the problem by moving its economic center outside of the city.  Thassay sits as a trade city, importing all that Thassalonica needs and shipping it the five miles to its parent city-state.


Thassalonica recognizes its dependence on Thassay, but leaves the smaller town to its own devices.  There are very few laws in Thassay, and no government.  Guilds and criminal organizations realize that if things get too out of hand, the oppressive Thassalonican government will step in and ruin their lucrative situation, so they make sure to enforce the peace of Thassay.

Population:  2,600
+ 40 slaves


Approval Rating: 85%


Literacy: 9%


Per Capita Income: 40s /month

Standing Militia: 0

Thassay at a Glance:


Thassay is a bustling trade town on the edge of the Dracaenan River.  It is alive all day and all night, and all manner of goods and services can be purchased for the right price.

Central Villages of Dracaena
Alinda

Population:  580
+ 30 slaves

Location:  Northeast of Eiderdown

Primary Purpose:  Farming village


Alinda was a small gathering of farming communities that had several successful years.  The government of Thassalonica founded the village to ensure that the productivity stayed high, and to provide services to the farmers in the area.

Deepwood

Population:  1,220
+ 50 slaves

Location:  North of Evermoor

Primary Purpose:  Trading outpost


Deepwood is a center for explorers, guilds, and trappers to trade what they have reaped from the rainforest.  Once per month a heavily defended trade caravan travels from Deepwood, through Evermoor, to Draconis.

Glittersand

Population:  700
+ 20 slaves

Location:  Southwest of Draconis, along the Silver River

Primary Purpose:  Farming community


There are a great deal of ranches in the area of Glittersand, where farmers raise goats and cattle.  The farmers herd their animals to Glittersand to ship them by barge to Draconis.

Tradewind

Population:  980
+ 50 slaves

Location:  Halfway between Draconis and Thassalonica along the Dracaenan River

Primary Purpose:  Trading outpost


Tradewind is a similar story to Rivermeet, except it has not yet grown large enough to be a town.

Vesh

Population:  420

Location:  Northeast of Thassay

Primary Purpose:  Trading outpost


Vesh is the only community maintained by the Veyans.  They use it as a place to meet and trade stories and goods.  Only a few humans live there, though some caravans actually do brave the jungles to trade with the Veyans.

Eastern Villages of Dracaena
Ephasus

Population:  1,520
+ 60 slaves

Location:  On the Dracaenan River, between Draconis and Trinia

Primary Purpose:  Trading outpost


With such a close proximity to the jungles, Ephasus is more than a stopping point between Draconis and the eastern empire.  Ephasus has become another staging point for forays into the jungle to acquire rare herbs, spices, and exotic fruits and vegetables.

Pharseus

Population:  920
+ 80 slaves

Location:  West of Caethage

Primary Purpose:  Farming community


Pharseus has grown from an outpost where the guilds purchase grains and other foodstuffs, into an actual community.  The food from Pharseus is shipped east to Trinia and Caethage.

Western Villages of Dracaena
Autine

Population:  680
+ 25 slaves

Location:  Southeast of Illumin

Primary Purpose:  Lumber community


Autine was founded to supplement Illumin’s lumber needs.  Most of the wood from Autine is kept in Illumin for construction and use as a raw material, rather than shipped.

Kerklea

Population:  1,420
+ 75 slaves

Location:  North of Illumin

Primary Purpose:  Mining community


Originally, Kerklea was founded to provide metal and stone for Antium, so that Antium could build tools and better protect itself from Arak.  However, Kerklea quickly outgrew that purpose.  It now ships excess stone and metal to Illumin.

Headwater

Population:  720
+ 30 slaves

Location:  South of Rivermeet

Primary Purpose:  Farming community


In the cooler lands in the hills near the village, the people raise cattle and goats.  They ship their animals via barge down the Fallow River, then the Agrean River, to Rivermeet.  From there the animals are slaughtered and their meat salted before it is shipped elsewhere.

Patrai

Population:  510

Location:  Northwest of Illumin

Primary Purpose:  Trading outpost


Patrai is an orkish village where orks come together to trade their crafts and goods.  The terrain around Patrai is fairly difficult to traverse, so humans seldom come to the village.

Sikyon

Population:  1,800
+ 100 slaves

Location:  Northwest of Rivermeet

Primary Purpose:  Trading outpost


Sikyon sits in a very profitable location.  It sits on a lake that is filled with fish, and the lush rainforest provides exotic nuts, fruits, animals, and other goods.  Furthermore, well-guarded expeditions into the green mountains have returned with gemstones.

Tritira

Population:  1,600
+60 slaves

Location:  Southeast of Stoneshore

Primary Purpose:  Farming community


Tritira is built around what used to be an abandoned tower from before the Cataclysm.  The land seemed amazingly fertile in the area, and the town quickly grew in size.   Now, the tower brings geomancers from all over, while the town produces an above average amount of grains and other foodstuffs for a town its size.

Zephyr

Population:  640

Location:  West of Illumin

Primary Purpose:  Trading outpost


Zephyr, so named because of the cold winds that tear through the mountains, is one of two large orkish settlements.  Zephyr was founded as a trading town for orks, but the humans have adapted it for that purpose, as well.  A few guilds send trade caravans into the mountains, and some humans actually live in Zephyr.

Geographic Features of Dracaena


The Agrean River:  The Agrean River is a long stretch of river that links Lake Lucius to the Dracaenan River.  It is deep enough for riverships, and there are several trading outposts along its banks.


The Autumnal Forest:  The Autumnal Forest is southeast of Illumin, and is the smallest deciduous forest that is marked on large maps.  The forest got its name because in late autumn and winter the leaves actually do change colors to gold, red, and yellow, but do not fall off the trees.  In spring the leaves return to green.


The Ash Mountains:  Deep in the savanna, the Ash Mountains got their name because the soil of the mountains is particularly sandy, and several species of cactus inhabit the area.


Cold River:  With its headwaters in the Far Mountains, the east and west branches of the Cold River are fast moving and ice cold.  Due to the large number of rapids and the danger of hypothermia, barges are not used on the river, and riverships cannot manage the trip.


The Cortina River:  Beginning with the Peak Lake, flowing through Green Lake and then to Lake Alexander, the Cortina river is well-traveled by riverships.


The Dracaenan River:  The defining feature of the Dracaena Empire, the Dracaenan River has even lent its name to the young empire.  The river stretches for hundreds of miles, and is deep enough even at its headwaters for riverships to traverse.  At its head the Dracaenan river is 500 feet across, while it spans 5 miles at its mouth.  It got its name from the large number of snapdragons that grow along its banks. 


Fallow River:  The Fallow River has its headwaters in the Ash Mountains, where it picks up a great deal of sandy soil.  This has given the bed of the river a light tan coloration, lending it the name Fallow River.


The Far Mountains:  North of Deepwood, the Far Mountains are a possible future source of raw materials such as stone.  For the time being, however, the threat of Arak attack, and the problems of moving miners through the jungles have keep expansion in this area to a minimum.


The Great Jungle (The Forever Jungle):  A huge expanse of untamed wilderness north of the Dracaena Empire, the Great Jungle is a symbol of danger and the unknown.  Only a brave few men venture into the jungles that are filled with biting insects, dangerous creatures, and natural obstacles.


Green Lake:  Green Lake got its name since the Great Jungle surrounds it.  The banks are quite marshy, though the waters are filled with fish and other animals. 


The Green Mountains:  Deep in the Great Jungle, these mountains are even more treacherous.  Even the veyans avoid the Green Mountains.  It is said that the terrain is almost impassible, and there are more dangerous things then arak lurking in the jungles that far north.


Ironwood Forest:  The largest deciduous forest in the Empire of Dracaena, the Ironwood Forest is a source of raw materials for the entire empire.  Ever since the Cataclysm, the eastern empire has based its economy on the Ironwood Forest.  More and more frequently, however, bandits and arak have been raiding lumberjacks in the forest.


Lake Alexander:  Lake Alexander is a large lake near the Nortwood.  Several farming, lumber, and trade communities lie on its shores since it is within a day’s travel from the Dracaenan River.


Lake Lucius:  Deep in the Ash Mountains, the Emperor Lucius I discovered Lake Lucius and named it after himself.  It has the same sandy bottom that the rest of the Ash Mountains have.


The Lion Plateau:  The large plateau in the Southern Savanna, south of Eiderdown, is called the Lion Plateau because of the large concentration of lions and wemics that live in the area.  Mostly, the humans have avoided attempting to settle the area and the Ahyl avoid the area, as well.


Moonfall River:  Named by the wemics, just as Twin Moon Lake had been, Moonfall River connects Twin Moon Lake to the Dracaenan River.  South of Eiderdown, Moonfall River becomes shallow and narrow, and impassable to all but barges.


The Nortwood:  A large, deciduous forest near Illumin, the Nortwood doesn’t have the Ironwood trees that the Ironwood forest has.  Still, it is an excellent source of lumber and other resources.


Peak Lake:  Peak Lake lies in the Green Mountains.  Not much is known about Peak Lake since riverships cannot reach it.  The Cortina River has several sets of rapids and waterfalls between Peak Lake and Green Lake.


The Pearl River:  The Pearl River flows to the west of the Cortina River before the two rivers meet in the south.  The Pearl River is a refreshing sight to those traveling in the jungles, as it is a clear indicator of where they are.


The Sea of the Sunrise:  Named because the sun rises in the east, from the sea, the Sea of the Sunrise forms a natural impassible boundary to the east.  The Empire of Dracaena is not an accomplished seafaring state, so their ships cannot venture far into the ocean.


However, strange races such as the barbarians that call themselves the vagosh and the lizard-like people known as the valcaa live on or across the sea.


The Shear Mountains:  Standing like an impassible monolith to the west of the empire, the Shear Mountains are so named because of their steep cliffs and jagged peaks.  Navigating these mountains is extremely treacherous even without the threat of ogres and giants.


Silver River:  Silver River was named because silver can be panned from the silt in the bed of the river.  There are quite a few prospectors that live along the river and make a living doing just that.  So far, all proposals to go onto the Lion Plateau looking for the source of the silver have been turned down.


The Southern Savanna:  A large expanse of wild, untamed lands.  It is said that the settlers do not tame the savanna, but merely learn to placate it as you would by stroking a cat’s chin.  Though the terrain of the savanna is much less dangerous than the Shear Mountains or Great Jungle, the number of large, wild animals is much greater in the Savanna than anywhere else.


Twin Moon Lake:  South of Eiderdown, Moon Lake was named by the wemics, though nobody is certain why.  Riverships do not make the trek up the Moonfall River since the river becomes quite narrow and dangerous south of Eiderdown.


Woodrot Swamp:  Officially named “The Swamp of Lasting Deeps,” the peasants refer to the swamp west of Draconis as Woodrot because of the smell.


Woodrot is a dangerous place to visit, because of four major reasons.  First, the natural wildlife is dangerous, including crocodiles; stinging insects, giant spiders, as well as several species of poisonous plants inhabit the swamp.  Second, the natural terrain is deadly, as there are sinkholes, quicksand, bogs, moors, and stagnant waters.


Also, the arak find the Woodrot swamp to be quite to their liking, and although Draconis and Evermoor do their best to keep the swamp free of them, they can’t really patrol the area.


Finally, as one gets closer to the Swamp Keep, supernatural phenomenon becomes quite common.  Strange creatures and magical effects are the least of your worries.  It is said that even the dead rise up out of the swamp to drag the living to a watery grave.

Points of Interest in Dracaena


The Cliff Ruins (west of Illumin):  On the cliff outcroppings near Illumin there sit all manner of ancient ruins.  They have been visited by dozens of adventurers over the years, and have been looted fairly thoroughly.  Still, occasionally some new ruins will be found, sparking new interest in the area.


It is rumored that the cliffs and even the lands under Illumin are filled with catacombs that link many of the ruins.


Dwarvenhalls (southwest of the Cliff Ruins):  A huge and ominous set of ruins, the Dwarvenhalls stand as a testament to what the dwarves had once achieved.  It is unknown how such a feral race managed to construct the massive stone buildings, complete with traps and mazes, but the building stands.


Orks avoid the area and it is rumored that a great many dwarves still inhabit the area.  Most scholars believe this, however, since the traps are continually being reset.


Fallenstone Keep (southwest of the Dwarvenhalls):  Another dwarven ruin, Fallenstone Keep has been abandoned for centuries.  Strange and vicious monsters roam the areas around and under the ruins, making it quite obvious that the dwarves have vacated.


The Fallen Tower (northwest of Evermoor):  On the northwestern edge of the Green Mountains a single tower stands; at least the bottom half still does.  The bottom half of the tower stands as a mystery, clearly visible above the treetops for miles.  The top half has fallen over, and is presumed to have been overgrown.


Nobody has approached the Fallen Tower, as the area is dangerous enough.  Those few who have seen the tower have said, though, that it gave them an uneasy chill.  They compared it to a broken finger bone, stabbing toward the heavens.


Fort Crossblades (southwest of Ironwood):  Built to help protect Ironwood and the trade of hardwood, Fort Crossblades has repelled dozens of attack by arak.  Now, most Arak go around the fort, but it still is used as a haven for travelers and locals in case of raids.


Gianthome (northwest of the Dwarvenhalls):  A series of tall spires with strange statues carved into the peaks.  The area is called Gianthome because of the frequency of giant encounters in the area.


Reports of the carvings have caused scholars to speculate that they are religious in purpose, though their origin is still unknown.


The Graveyard (southwest of Coldmare):  Southwest of Coldmare is a strange phenomenon.  There is a place where all of the animals seem to go to die of natural causes.  When an animal is old and feeble and has reached the natural end of its days, it wanders away from its herd or hunting area and usually finds its way to the Graveyard.  Bones of elephants, lions, hyena, and other animals litter the ground.


Vultures circle the air here and can be seen for miles.  Strangely enough, the birds seem to wait until their meals have completely expired when they come here, before the feast begins.


Riverfort (northwest of Rivermeet):  Placed where the Cortina and Pearl Rivers come together, Riverfort acts not only as a waypoint for traveling riverships, but also protects the settled lands around Lake Alexander from attack by Arak.


The Snake Shrine (northeast of Rivermeet):  A strange ruin of a temple dedicated to some strange snake-like god was reported deep in the Forever Jungle.  The ruin was only seen by one group of explorers, and they reported that the area was filled with Arak.  No explorers have returned to that area since.


The Standing Stones (southeast of Eiderdown):  The standing stones are a strange outcropping of rocks found in the southern hills near Twin Moon Lake.  The wemics in the area hold that the place is sacred and often make sacrifices here.  They do not welcome trespassers.


Swamp Keep:  Deep in the Woodrot Swamp, Swamp Keep is a feared landmark.  It is said that it is inhabited by demons that do not appreciate being disturbed.  Those who have ventured close claim that at night those that have died in the swamp come creeping from the bogs to drag the living to a watery grave.


The Tower of Order (southeast of Stoneshore):  This strange tower is infused with strange magical power.  Geomancers began to travel to the site to study the magic, and soon a brotherhood of geomancers and arcanists formed, the Brotherhood of Order, to care for the tower.  The Brotherhood of Order only accepts ten candidates per year to train in their strange ways.


Though they are geomancers, it is rumored that the specialized training that occurs within the tower opens their bodies to much more than simple spell imprinting.

	Chapter XII:  Guilds and History



Below is a listing of some of the larger and stranger guilds in Dracaena.  This is by no means an exhaustive list, but should give both players and game masters a feel for the guilds in the empire.

Adventurer’s Guild

Chartered by Emperor Marcus Enrith, the Adventurer’s Guild is based in Draconis, however it has branches in each of the city-states.  It was created to explore the world, and thus all members are given a writ that allows them to travel to and from any area within the empire. 


For those wishing to join the Adventurer’s Guild, all that is needed is a one-time fee of 20 silver drachma and to pay yearly dues of 2 silver drachma.

Arcanist Guild


Founded by Octavius Gran, the Arcanist Guild is actually 5 smaller guilds (one per city) that work together for political strength.  The Arcanists are primarily concerned with research, both magical and mundane.


To enter the Arcanist Guild, a potential candidate must pass an examination in two areas (lore skills, DC 12).  There is no entry fee and the yearly dues are 5 silver drachma.  To gain levels as an arcanist, a character must be a member of the Arcanist Guild.  Membership in one guild grants all rights and privileges of each Arcanist Guild.

The Blacksmith Guild

Made up of the best coppersmiths in Dracaena, only the Blacksmith Guild is chartered to turn ore into iron and steel.  And the blacksmiths are the only ones skilled enough to work the harder metals.


The Blacksmith Guild is based in Thassalonica, but has another large branch in Draconis.  Entry is limited only to master coppersmiths (craft-coppersmithing at 10 ranks or higher), and then the entrant needs to gain approval by the master blacksmith.


There are no fees or dues.

Brotherhood of Order


The Brotherhood of Order was only recently made an official guild.  Based solely out of the Tower of Order, the Brotherhood delves into strange magical research.  Three Stargazers are appointed to ensure that the research isn’t illegal, but they are sworn to secrecy.


Rumor has it that the Brotherhood only accepts ten entrants per year, but this is not the case.  The Brotherhood will accept any that meet their peculiar requirements.  The difficult part is that they don’t tell anybody what the requirements are.

Caethage Waters Guild


The Caethage Waters Guild is a conglomerate of professional fisherman.  They own a great number of fishing boats and train captains and crews, alike.  The Caethage Waters Guild is based out of Caethage, though they have a large branch in Eastmarch.


Caethage Waters has no requirements, allowing anybody with a strong back to join.  Yearly dues are a measly 1 silver drachma.

The Cartwright Guild


The Cartwright Guild is a collection of professionals who are banded together throughout the empire making carts and wagons.  Though their headquarters is in Trinia, the Cartwright Guild has guildhalls in every major city and town.


Requirements to get into the Cartwright Guild are fairly steep.  Unless the entrant’s family is Cartwright Guild members, he must already be fairly well trained (6 ranks of craft-cartwright), have his own tools, and be sponsored into the guild.  The entry fee is 50 silver drachma, and monthly dues are 5 silver drachma.

The Coppersmith Guild


There are at least a dozen smaller guilds that unified as the Coppersmith Guild some fifty years ago.  The coppersmiths used to compete with each other in all of the cities, now they work together.  However, this has meant a uniform increase in the price of copper and bronze goods for consumers.


To become a coppersmith, on merely needs the appropriate skill (craft-coppersmith 5 ranks).  If the entrant doesn’t have the skill, a current member can take him on and train him until he does.  The yearly dues are 20 silver drachma and there is no entry fee.

The Crimson Axe


The Crimson Axe is the largest mercenary guild in all of Dracaena.  They have a very professional manner, and a great deal of their members are ex-militia.  The only requirements to get into the guild are that the entrant can defeat a guild member in single combat.


There is no entry fee and yearly dues are 5 silver drachma.

Double Bit


Double Bit is a smaller lumberjacking guild based out of Ironwood.  They allow anybody with a strong back entry into the guild, but all members are provisional for five years.  Afterwards, all privileges of the guild are given to the entrant.


There is no entry fee, but monthly dues are 2 silver drachma for the first five years, and then the dues drop to 1 silver drachma per month afterwards.

Fallow Waters Trading


Fallow Waters is a trading conglomerate based in Rivermeet.  They run ships up the Silver River and to Thassalonica and Illumin.  To get entry into Fallow Waters an entrant must have a rivership and crew. 


There are no dues, but twice per year every guild member must run cargo for the guild with minimal pay.

Geomancer Guild


Founded to protect the geomancers, the guild is loosely organized.  Any geomancer can claim to be a member of the guild at any time.  There are no fees or dues, and each geomancer can come and go as frequently as he likes.  There is a small, formal guildhall in Thassalonica.

Historian’s Guild


The Historian’s Guild was originally founded to research pre-Cataclysmic history and keep organized records of events.  The Librarian’s Guild was already undertaking these tasks at the time, so now the two guilds work together.


This allows the Librarian’s Guild to perform other tasks.  The requirements to be a Historian are that the entrant must be able to read and write, and devote at least 32 hours per week working in the archives.  There are no dues or fees.

Illumin Knight-Errant


Another mercenary guild, Illumin Knight-Errant is specifically good aligned.  Though they are mercenaries, Knights-Errant have been known to perform good deeds for free.  Therefore the guild has a very good reputation around Illumin.


To become an Illumin Knight-Errant, the character must be non-evil and capable of defending himself in combat (the weapon master will judge).  Monthly dues are 2 silver drachma.  There is no entry fee.

Librarian’s Guild


The Librarians were originally formed to document history.  However, as libraries and universities were being constructed in many of the city-states, the Librarians found their jobs expanding.  To help with the workload, the Historians Guild was founded.  Now the Librarians organize and care for books, scrolls, and classrooms.


There is no entry fee or dues for being a Librarian.  Entrants must be able to read and write and must be able to devote at least 32 hours per week to being a Librarian.

The Lumberguard


The Lumberguard was founded by Trinia to help protect lumberjacks in the forest.  Though the Trinian government moderates the Lumberguard, they enjoy many of the benefits of being a guild.  When the Lumberguard members are not on duty, they often work as mercenaries.


To enter the Lumberguard, an entrant must have his own weapons and armor, know how to care for them, and be able to defend himself (as determined by the current weapon master).  There is no entry fee, but monthly dues are 2 silver drachma and members must give 5% of all mercenary earnings to the guild.

The Lumberjack Guild


Also based in Trinia, the Lumberjack Guild is an organization of lumberjacks that harvest wood from the Ironwood Forest.  Only guilded lumberjacks are allowed to cut down trees in the forest, and the Lumberjack Guild is the largest guild of lumberjacks.


To enter the Lumberjack Guild, an entrant must have training as well as basic survival training (4 ranks in profession-lumberjack, and 1 or more ranks in heal and/or survival).  The entry fee is 40 silver drachma and yearly dues are 10 silver drachma.

The Merchant’s Guild


A guild of united merchants based in Draconis, the Merchant’s guild conducts business between Thassalonica, Draconis, Evermoor, and Eiderdown.  To gain entry into the Merchant’s Guild, an entrant must be sponsored by three guild members and pay an entry fee of 200 silver drachma.  The yearly dues are 10 silver drachma.

The Mining Guild


A conglomerate of miners that work out of Illumin, the Mining Guild has branches in Kerklea and Stoneshore.  Becoming a member of the mining guild is easy, the character must have a constitution score of 13+ or the endurance feat.  Once those are satisfied, they welcome new members.


Unfortunately, the Mining Guild is often at odds with orks.  The orks deliver copper and ore cheaply to Illumin.  Since the orks do not mine marble or granite, lately the guild has been putting a lot of workers toward those ends.


There is no entry fee, but there are monthly dues of 2 silver drachma.

Open Waters Co.

Another fishing guild, Open Waters Co. is based out of Trinia.  They have several small fishing ships in the coastal villages north of Trinia.  Open Waters Co. will accept anybody with a boat as a guild member.  Entrants that want to crew a boat will only be accepted if they currently have a captain in need of a crew.


There is no entry fee and annual dues of 5 silver drachma in the Open Waters Co.

Planes and Bevels, Inc.

Planes and Bevels, Inc. are a group of diverse woodworkers.  There are cartwrights, shipwrights, carpenters, and carvers all represented in the guild.  Planes and Bevels, Inc. is based out of Draconis and does a great deal of work for the nobility as well as the Shipping Guild.  Though they aren’t usually responsible for building boats and carts, they repair damaged goods more cheaply than either the Shipwrights or the Cartwrights.


Entry into the guild requires woodworking training (some craft skill of at least 6 ranks), or a sponsor who will then train the entrant until you meet the requirements.  The entry fee is 10 silver drachma, and the monthly dues are 4 silver drachma.

Points East Trading Co.


Points East Trading Co. is based in Caethage.  They handle a great majority of merchant business in the eastern part of the empire.  Recently Points East and the Shipping Guild performed an economic coup of the Caethage government.


To gain entry into Points East Trading Co. an entrant must be sponsored by two guild members and pay an entry fee of 120 silver drachma.  The entrant then becomes a provisional member for five years, at the end of which they become a full member.


The annual dues are 20 silver drachma.

Prime Shipping, Inc.

Prime Shipping, Inc. handles the shipment of goods between Sikyon, Riverfort, the Cortina and Pearl rivers, as well as Lake Alexander.  Entry into Prime Shipping, Inc. simply requires a boat, a crew, and monthly dues of 10 silver drachma.

Scholar’s Guild


Founded to study natural phenomena, the Scholar’s Guild has become an integral part of Draconis, Thassalonica, and Trinia.  They train the teachers of the classes at the universities, and recruit potential members there.


To enter the scholar’s guild, the entrant must simply pass an oral examination (one lore skill, DC 15, diplomacy DC 10).  Furthermore, they must spend 10 hours per week teaching and submit personal research every year.  There is no entry fee or dues.

Sea’s Bounty Guild


Originally a fishing guild, Sea’s Bounty has recently changed its monetary ventures.  Large beds of oysters were recently discovered near Eastmarch (where the guild is based).  Sea’s Bounty now harvests pearls and they harvest sea salt from the water in large tubs.


Entry into Sea’s Bounty is quite difficult.  To be a pearl diver requires the Run, Endurance, and Great Fortitude feats.  Appointment to any position requires unanimous support from the 10 guild leaders, as Sea’s Bounty fills a very small niche and they don’t want to train their own competition.


Once in, however, and there are no entry fees or dues.

The Shipping Guild


The Shipping Guild does most of the transporting of goods in the eastern empire; between Trinia, Caethage, and Draconis.  The Shipping Guild is based in Caethage where they and the Points East Trading Co. performed an economic coup to take control of the Caethinian government.


To be a captain in the Shipping Guild, the entrant must have a boat and pay an entry fee of 20 silver drachma; as well as monthly dues of 10 silver drachma.  To be a laborer, one merely needs to pay a monthly due of 1 silver drachma.  However, the Shipping Guild crews the ships of its captains with its own laborers. 

The Shipwright Guild


The Shipwright Guild is based out of Trinia.  They are a union of master craftsman who craft riverships, fishing boats, and even warships.  Entry into the Shipwright Guild is easy, as long as you meet their exacting standards.  To enter, you must possess the craft-shipwright skill of at least 8 ranks.  If you fail to meet the requirement, you can be taken on by a guild member and trained until you meet the requirements.


There is no entry fee and the monthly dues are 2 silver drachma.

Southgate Farms


The government of Caethage set up Southgate Farms in Coldmare to monitor and control the horse ranches.  Thus Southgate Farms is renowned for producing the finest horses in all of Dracaena.


Southgate Farms is the only guild that is allowed to breed warhorses.


Entry into Southgate Farms requires that the entrant own a ranch near Caethage, Coldmare, or Eastmarch.  Then the entrant must prove himself by producing high-quality riding animals.  The entry fee is 100 silver drachma, while the yearly dues are 20 silver drachma.

The Stargazers


Founded originally to research magic (geomancy), the original stargazers observed that magical energy wasn’t just tied to the earth.  Thus they discovered a new type of magic (wizardry).


Presently all Stargazers are wizards.  Position in the guild is political, however, and at times weaker Stargazers may hold higher office.


Stargazers still research magic, but not to the extent that they used to.  Now the guild is more politically minded and helps take care of the peoples of Dracaena.

The Weavers


Another guild, it is unknown where the Weavers learned wizardry.  They are a very secretive organization with their own variety of magical research being conducted within their guildhall.


Weavers, by tradition, all wear masks or hoods, but do not necessarily have to, nor do they have to completely conceal their faces.


There are no guild dues or fees, but Weavers are expected to support the guild any way they can.

Western Shores, Inc.

Western Shores, Inc. is a fishing conglomerate in the western empire.  They fish the Cortina, Pearl, Agrean, and Dracaenan Rivers, as well as Lake Alexander.


Entry into Western Shores, Inc. simply requires a boat and crew.  The entry fee is 10 silver drachma, and the monthly dues are 2 silver drachma.

The History of Dracaena

The Cataclysm


It is unknown how long ago the Great Cataclysm struck the land, but historians do know that the world looked completely different.  It is known that Draconis and Illumin were huge cities in the heart of two different empires.  Also, it is believed that the Shear Mountains were not always there.


It is believed that humanity used to revere a great many gods.  These gods had power over different aspects of nature.  There was a god that ruled the sea, and one that controlled love and so on.  These gods were jealous and would interfere in the lives of mortals.


It is said that one day, when the gods took his wife from him, a great hero stepped forward and challenged the gods.  With sword and spell he fought, and managed to slay the god of death.


Seeing this, the other gods grew fearful of humanity.  They decreed that they would take their gifts from mankind, and leave them the way that they first found humanity:  weak and scared.


Thus the gods rent the land, sending great storms, plague, earthquakes, flood, and famine to exact their vengeance.  Hundreds of thousands died because of these terrible disasters.  Finally, the moon falls to the earth near Illumin, killing thousands more and finally silencing the fury of the gods. 

The Calendar


Though it is several years after the Cataclysm before formal records are kept, historians of the time used verbal recounts to fill gaps in history.  The official calendar begins at 0 AC (After the Cataclysm).  The years are 360 days, broken up into 12 months of 30 days each.  Each month corresponds in name to one of our months.


Other units of measure are the same as our earth, except there is no leap year in Dracaena.

	0 AC – 19 AC, The Post Cataclysm

	0 AC
	This is the final year of the Great Cataclysm.  It is unknown exactly what day the moon falls from the heavens, but it is during this time that the disasters cease.  Only the cities of Draconis, Illumin, and Thassalonica still stand.

	1 AC
	People are torn as to whether to keep worshiping the deities or to abandon them.  Some see the Cataclysm as a test of faith, while others see it as gods who are terrified of their children.

	3 AC
	Villages and towns begin to take sides on deific worship.  Those who disagree are often lynched or burned.

	12 AC
	Famine, caused by the damage land, becomes a major problem.  Draconis and Thassalonica jointly decide that the gods have caused enough problems and declare deific worship illegal.  Hundreds of priests that do not cast off their religion are put to death.

	14 AC
	Through economic and military pressure, Illumin declares religion illegal.  The faithful flee the city in a large exodus.  Dozens starve because they have no homes.

	18 AC
	Raiders from the sea attack the small coastal towns that are springing up.


	20 AC – 59 AC, The Rebirth

	20 AC
	Draconis, Thassalonica, and Illumin join under one banner; forming the Empire of Dracaena.  It is agreed that Draconis will be the capital, and the first emporer is elected, Emporer Alexander.

	21 AC
	Trade routes are opened between the cities.  The city of Caethage is founded to protect the coastal towns from raiders.  Large-scale plans for rebuilding the three cities go into effect.

	23 AC
	Illumin begins sending miners into the unexplored mountain range to the west.  This brings much prosperity to Illumin, since all of the cities need stone and metal.

	28 AC
	The city of Trinia is founded to take advantage of the hardwood forests to the north of Caethage.  Draconis gives each city nearly complete autonomy, declaring that each city is a state in its own right.

	32 AC
	With the great amount of work for skilled craftsman, trade guilds begin forming to protect the artisans and increase profits.

	38 AC
	The trade guilds begin to recruit large numbers of members.  They begin to influence the economics of the cities, and thus ultimately the government.  Because of the economic stability, the guilds are able to focus more on training new artisans and the rebuilding effort is strengthened.

	44 AC
	A group of explorers head into the Shear Mountains to explore and see if anybody still lives on the other side.  Only one member returns, wounded badly.  He tells stories of giant humanoids, something largely dismissed as the ramblings of a dying man.

	47 AC
	Emperor Alexander resigns.  The second emperor is elected, who takes the name Alexander as a show of respect.

	52 AC
	Copper miners open up a chamber in the Shear Mountains and are attacked by short, stocky, hairy creatures.  Legends were once told of such creatures, but they were believed to be myth.  The miners call these creatures “dwarves.”

	55 AC
	A slave kills one of the council members of Caethage.  In response, one hundred slaves are put to death and stricter laws governing slaves are written.

	57 AC
	The rebuilding effort is completed.  The Emporer declares the next day a day of rest.  This day is still celebrated every ten years with a Grand Procession through the streets of Draconis.

	60 AC – 74 AC, The Rebirth

	60 AC
	It is “discovered” that the slave that killed the council member in Caethage was a gift from the city-state of Trinia.  Caethage demands that Trinia give them one hundred slaves as payment for the death.  Trinia is outraged by the accusation and ignores the demand.  Tensions mount.

	62 AC
	The Trinian ambassador to Draconis condemns Caethage’s poor treatment of slaves in open council.  The Caethinian ambassador threatens armed response.


	62-66 AC
	Trinia and Caethage send small forces to harass trading vessels, caravans, and patrols.

	67 AC

Early
	When citizens from Thassalonica are brutally killed due to the raids occurring between Trinia and Caethage, Draconis intervenes.  It is decided that one battle will be fought with one hundred slaves as the prize.

	67 AC
	The battle between Caethage and Trinia is fought.  Caethage wins, but in a surprising move, Trinia had used the slaves as troops, promising them freedom if the battle is won.  63 out of the 100 are dead.  The Caethage ambassador claims that Trinia cheated them in open council in Draconis.

	69 AC
	A severe drought hits the land, with only Illumin remaining unaffected.  65% of the normal crop yield is lost.  Many die of starvation, especially slaves.

	72 AC

Late
	Sea raiders attack Trinia.  The city, with its militia recently depleted by the skirmishes with Caethage and the drought, cannot defend itself.  The raiders are eventually turned back, but many citizens are dead and the wharf is burned.  Caethage sent no aid.

	73 AC
	Caethage attacks Trinia in a front-on assault.  To bolster their army, Trinia declares that any slaves that fight for the city will be freed.  Trinia loses the battle and is sacked.  Hundreds of slaves are rounded up and taken back to Caethage.

	73 AC

Late
	Trinia demands protection from Draconis as well as restitution from Caethage.  Emporer Alexander II removes the Caethage ambassador from council.

	74 AC
	A combined Draconian and Thassalonican force marches on Caethage.  The Caethinian government is removed and a new government is instated.  The city is forced to pay reparations to Trinia and assist in its rebuilding.

	75 AC – 110 AC, The Fallen War

	79 AC
	Emporer Alexander II resigns from office.  A senator from Thassalonica named Aeric is elected the new emperor.

	81 AC
	Though geomancers have been practicing their arts for years, little in the way of direct magical study is undertaken until 81 AC, when the Stargazer Guild is chartered to study magic.  They quickly discover a more formal, ritualized way of casting spells, unlocking the secrets of many spell matricies.

	86 AC
	An eclipse occurs, scaring many of the citizens.  Rumors begin to circulate that the gods are coming back and they are angry at the lack of faith.  Many underground cults begin appearing.

	87 AC
	The Stargazer Guild becomes an extremely influential guild in Draconis.  The Stargazers say that the Heavens rule the world and that the eclipse was a sign of the weakness of humanity.

	91 AC
	Emperor Aeric creates a group known as the Hell Hounds.  They quickly gain a reputation for being relentless and cruel in their hunt for cultists.


	94 AC
	Emperor Aeric mysteriously dies.  Many feel that the gods killed him for creating the Hell Hounds.  His oldest son, Lucius, is elected the new emperor.  The cults become even more influential.

	98 AC
	Emperor Lucius enacts a series of laws that give the Hell Hounds great leeway in hunting for cultists.  Historians believe that Lucius blames the cultists for the death of his father.

	99 AC
	The Emperor begins to lose favor with the people due to the harsh methods of his Hell Hounds.  Dozens are either killed or “re-educated” by the Hell Hounds, but cultist numbers still rise.

	102 AC
	Known cultists assassinate Emperor Lucius, and most of his family.  The first Empress, Helen, is appointed.  She is a Stargazer and she is well liked by the people.  Her first order is that all those loyal to the empire must assist in the destruction of the cults.  Those who refuse will be arrested and tried as a cultist.  This begins a bloody inquisition.

	104 AC
	Even though Helen enacts many laws that limit the personal freedoms of her subjects, because of the assassination of Lucius, she is able to maintain the public’s favor.

	105 AC
	Due to guild politics, the Stargazers have diabolists and nethermancers labeled as cultists.  The Stargazers use the reasoning that they both rely on otherworldly powers to fuel their magic.  Since diabolists and nethermancers do not have organized guilds, they cannot protect themselves.

	105 AC – 110 AC
	Cultists are hunted down and slain.  Many flee into the southern savannas, while others attempt to organize resistance.

	111 AC – 148 AC, The Guild Rising

	112 AC
	Another large skirmish is fought between Caethage and Trinia.  It is unknown which side instigated the battle.

	117 AC
	Empress Helen disappears under strange circumstances during the Grand Procession.  The Draconis government begins to crumble.

	119 AC
	The guilds, now with more power and influence than ever before, gather together and appoint a new emperor, Arimas.  The guilds declare that from now on, only they have the authority to elect the emperor.

	123 AC
	A group of giants attack Illumin and 46 people are carried off.  All that can be found is a few half-eaten bodies.

	124 AC
	Once again Caethage and Trinia go to war, but this time the battle gets out of hand.  Rather than being one battle, the conflict is stretched out over 9 months.  As the war rages on, hundreds die.

	125 AC
	Draconis removes both Caethage’s and Trinia’s ambassadors from the council.  The guilds impose strict trade limitations on both cities, which bring the war to a halt in early 125 AC.  Caethage proclaims a formal apology to Trinia and promises never to harass Trinia, again.

	126 AC
	After nearly a year of deliberation, Trinia opens its doors to Caethinian ambassadors, declaring an era of peace and prosperity between the two city-states.  At this, Draconis allows ambassadors from both cities back into council.


	129 AC
	Aedric Nightsky, a Stargazer, is elected Counsel to preside over the Thassalonican senate.

	131 AC
	The Draconis council speaks out about guilds becoming too interwoven in city governments and decrees several laws about political and guild interest.

	136 AC
	The Thassalonican Stargazers Guild announces it is forming a guild, the Sorcerers.  They state that they are researching the magical talents of some of their more versatile wizards in an attempt to create a guild of wizards who are charged with protecting the empire.

	139 AC
	After many years of ignoring the Draconian policies on guild interests in government, Thassalonica elects another Stargazer to the position of counsel.

	141 AC
	The Thassalonican ambassador is removed from the Draconis council hall.  Thassalonica threatens diplomatic actions toward Draconis.

	148 AC
	A non-guilded counsel is finally appointed in Thassalonica.  Draconis allows the Thassalonican ambassador back into the council hall.

	149 AC – 201 AC, The Red River

	149 AC – 154 AC
	The raids from the Sea Raiders increase in intensity.  Caethage and Trinia are hard-pressed to ward off attacks.

	155 AC
	Caethage instates a mandatory term of service for every man living in the city walls, whether he is a citizen or not.

	158 AC
	The Librarian’s  Guild is formed in Trinia, and history begins to be officially recorded.

	160 AC
	The Librarian’s Guild completes building the University (later renamed the University of Thalsalos), its guild headquarters and first institute of education and learning in Dracaena.

	162 AC
	A huge storm batters the shoreline.  Caethage suffers tremendous losses as the streets flood and lightning starts numerous fires.  The storm travels far enough inland to even damage Draconis.  Trinia is miraculously spared.

	164 AC
	While Caethage’s docks and fleet are still being rebuilt, a force of Vagosh sea raiders slips past their guard.  The raiders sail upriver to Draconis.  Much of the dock areas are burned and destroyed before the raiders are forced back to the waters.

	171 AC
	Emperor Arimas resigns and another emperor from Thassalonica is appointed.  In honor of his predecessor, he takes the name Lucius II.

	172 AC
	A strange race of lizard-like people land in Caethage.  They are merchants that live on the open seas.  The say they are called the Valcaa.

	178 AC
	Thassalonica founds the town of Tassay in an attempt to reduce crime within the city.  Many laws on personal freedoms in Thassalonica are written, severely restricting “leisure” activities.

	192 AC
	Giants once again attack Illumin.  However, orks from the mountains come to the city’s aid.  Losses are minimal, while all of the giants are slain.


	194 AC
	Several Thassalonican and Draconian units, with orkish assistance, chase the giants out of the valleys around Illumin and several clans are reported destroyed.

	198 AC
	Trade agreements are made with several orkish tribes.  Most include the mining of copper ore.

	201 AC
	A large fire erupts in Thassalonica.  Many blame magical research.  Over a dozen people are killed in the massive blaze.  Thassalonica puts its Sorcerer program on hold.

	202 AC – 283 AC, The Bronze Era

	204
	Emporer Lucius II dies of natural causes while in office.  Octavius is appointed the new emperor.

	207 AC
	The formula for creating bronze is rediscovered.

	207 AC – 212 AC
	With the discovery of bronze, a sudden surge of learning is created.  Many cities devote much of their income to education and research.

	211 AC
	The Rho University is founded in Thassalonica.  Its primary focus is magical research.

	213 AC
	The Care University is founded in Draconis.

	219 AC
	The Trajan University is founded in Trinia.  Much research is traded between Trinia’s universities and Care University in Draconis.  The focus is on mundane (non-magical) learning.

	228 AC
	Thassalonica builds a library for the Stargazers.  A bounty is placed on information, books, and scrolls.  50 silver coins are rewarded to anybody brining in a book in good condition.

	230 AC
	It is learned that Thassalonica was built on an ancient site of magical power.  Excavations begin in and around the city.

	231 AC
	A standard weight and size of coin is decided upon.  Draconis founds the Dracaena Mint and begins making silver and gold drachma.

	234 AC
	Several large, stone markers are found throughout the area Thassalonica was built on.  Nobody can determine the purpose of such monoliths.

	238 AC
	A magical process is found for creating iron.  Scholars and engineers are astounded by its resilience and properties.  The process to create it, however, is extremely difficult and expensive.

	239 AC
	Public schools are founded in Trinia and Illumin.

	244 AC
	A Stargazer discovers a 4th-Circle (level) spell.  Until then, it was thought that only three circles (levels) of magic existed.

	249 AC
	The Weavers Guild is founded.  They base themselves in Illumin, and are only slightly represented in Thassalonica and Draconis.  There is no known Weaver influence in Caethage or Trinia.  It is unknown why Weavers wear masks or hoods.

	258 AC
	To research magical and mundane knowledge for practical use, Emperor Octavius founds the Arcanist Guild.

	260 AC
	Not having the time to focus on magical studies that the wizard guilds do, the arcanists learn a new way to cast spells.

	274 AC
	Arcanists discover a magical formula for steel, but it is even more expensive than that of iron.


	284 AC – 305 AC, The Second Fall

	284 AC
	The reign of Emperor Octavius is over.  His successor names himself Octavius Segun.  Historians now refer to the first Octavius as Octavius Gran.

	285 AC
	Octavius Gran dies at the age of 97 years.  A huge funeral is held in Draconis.  Another is held the next day in Thassalonica and Trinia.

	292 AC
	Emperor Octavius Segun declares that research is wasting the empire’s tax money.  He raises taxes and stops much of the research.

	294 AC
	Despite protests from the other cities, Octavius Segun closes down all of the universities and seizes control of the Arcanist Guild.  He also passes several laws giving him more control over the other city-states.

	296 AC
	Octavius Segun begins bolstering the Draconis military with the diverted funds.  Several harsher laws are written, and the emperor raises taxes, again.

	296 AC – 299 AC
	The nobility of Draconis begins to show discomfort at the new laws.  The guilds complain about the stifling taxes, and there are very few new applicants to the guilds.  Most people are now working constantly to just survive and pay taxes.

	302 AC
	The nobles of Draconis revolt.  Many sympathizers from other cities assist the nobles.  The revolt is quickly crushed, however, and martial law is instituted in Draconis.  The council is removed from power, and all ambassadors are sent home, ignoring complaints from the other city-states.

	303 AC
	The emperor demands that all other cities dismantle their militaries.  Thassalonica refuses and halts the export of metals to Draconis.

	305 AC

Early
	Draconis sends a “peace-keeping” force of 500 soldiers to Thassalonica to enforce its will.  Thassalonica puts up no resistance, refusing to fight its brothers.

	305 AC

Mid
	A combined Trinian and Caethinian force of 2,000 soldiers advances on Draconis.  The remaining Draconian troops are overwhelmed.  Octavius Segun is removed from office and no new emperor is instated.

	305 AC – 342 AC, The Age of the Council

	305 AC

Late
	It is declared that no new emperor will be elected.  Many of the guild laws are removed.

	306 AC
	The general who presided over the combined Trinian/Cathinian forces, Lady Audra of Trinia, remains in Draconis to assist in rebuilding the city.

	312 AC
	Lady Audra marries one of the more prominent council members in Draconis.

	316 AC
	The Thassalonican and Trinian governments support Lady Audra to become the next empress.  She is appointed and marks the first time that a Trinian becomes emperor/empress.


	318 AC
	Audra gives much of the Emperor’s power to the council, and actively supports many of their decisions.  She lowers the taxes imposed on the cities and aides the public schools in Trinia and Illumin.

	319 AC
	Audra opens a public school in Draconis.

	321 AC
	The Tur University is founded in Draconis.  Audra gives the university a patch of farmland and some city funds to get started.  She passes a law that institutes of learning are exempt from certain taxes.

	322 AC
	Audra eases many of the slavery laws.  She also pressures Caethage and Thassalonica to ease their slavery laws.

	324 AC
	Audra gives a large parce of land in Illumin to a group of recently freed slaves.

	331 AC
	A library is created in Draconis.  Many books are written there.  The government founds the Historian Guild to research the times before the Cataclysm, and to take over the recording of history from the Librarian Guild.

	332 AC
	The council is left to command the empire, as Audra becomes pregnant and has a child, Alexander.

	337 AC
	Audra returns to her position as empress.

	342 AC
	After a short reign, Audra resigns.  With many of the guild laws removed, a Stargazer is appointed to be emperor.

	342 AC – 405 AC, The Age of Enlightenment

	342 AC
	Another Thassalonican emperor is appointed, who also takes on the name Lucius.  Lucius III is the first guilded emperor, as he is a Stargazer.  Later, he begins referring to himself as Lucius Celestus.

	344 AC
	Many laws are passed dealing with Stargazers and religion.  Though not technically a religion unto itself, all Dracaenan people must now follow the Stargazer’s teachings.  Any evidence of religion is considered treason.

	348 AC
	Lucius Celestus reforms the Hell Hounds to stamp out religious devotion.  This group is less cruel than the previous incarnation of the Hell Hounds.

	351 AC
	A large group of thieves are caught stealing metal from shipments from Illumin to Thassalonica.  The thieves are tried in Thassalonica and found guilty of treason.  They are put to death.

	354 AC
	There is a sudden surge in the size of the Stargazers Guild.  There are a great many new members as the guild represents a new way for the poor to gain social status.

	354 AC – 364 AC
	Many citizens become uneasy around spell casters that are not Stargazers.  There are several instances of small riots or public violence when a geomancer, arcanist, or weaver casts a spell.

	365 AC
	The Stargazers officially state that the arcanists and geomancers are non-religious and acceptable spell casters.  They extend their protection to these guilds and start spreading the word of tolerance.

	372 AC
	A religious radical attempts to kill Lucius Celestus.  A weaver saves his life by throwing himself in front of an arrow.  The weaver is killed and the emperor declares that weavers shall never be harmed without just cause.


	383 AC
	Another religious radical attempts to kill the Emperor, but is successful this time.  Emperor Alexander III, Son of Empress Audra is appointed to be the emperor.

	383 AC – 403 AC
	Emperor Alexander III was raised to follow the teachings of the Stargazers and is a firm supporter of the Republic.  He believes in personal rights and the rights of guilds.  Therefore a period of peace and prosperity ensues.

	406 AC – 486 AC, The Arak Wars

	407 AC
	A race of crocodilian humanoids is discovered in the jungles to the north.  They call themselves the arak, and they are hostile.

	409 AC
	A large group of arak attack Draconis.  Due to their primitive weapons and tactics, they are repulsed, but not before Draconis takes heavy losses.

	412 AC
	Another group of arak attack Thassay by boat.  They are sent back with magic and spears.

	413 AC
	A large group of arak assault Draconis, again.  This time their magical skills have progressed surprisingly.  They call forth divine magic that the Dracaenan people have neglected studying.  After a long battle, the Arak retreat.

	421 AC

Early
	A small group of arak attack Illumin.  They take control of the main center of the city, but each town center serves as a staging area for orks and human resistance.

	421 AC

Mid
	Within a month, Illumin retakes the city from the arak.

	422 AC
	Thassalonica sends additional troops to support and assist Illumin.

	432 AC
	A large Arak encampment is found between Thassalonica and Draconis.  A combined army forces the arak back into the jungle.

	435 AC
	Emperor Alexander III retires from his post.  A young general named Andreth is appointed emperor.

	439 AC
	Thassalonica is attacked directly by the arak.  There are massive spell battles.  The arak oracles and mystics demonstrate that they have access to the 4th circle of magic.

	442 AC
	The orks send many young warriors to assist the Empire of Dracaena.  The empire graciously accepts their help.

	444 AC
	A bounty is placed on the heads of the arak.  5 silver drachma are paid for each head brought in.

	448 AC
	Arak attacks seem to die down.  Many believe the wars are over.

	461 AC
	Two huge forces of arak attack Thassalonica and Draconis.  Both cities repel the invaders, but suffer heavy losses.  Emperor Andreth is killed in the attack.  The generals note that arak tactics are improving immensely.  It seems that every year that passes, the arak become more organized and better prepared for battle.

	462 AC
	Captured arak reveal the location of a huge decimated city where the arak had been living in the jungle to the northwest.  There the arak god teaches them to fight and commands them to attack the humans.


	463 AC
	Due to the turmoil surrounding the arak attacks, it takes almost two years to appoint another emperor, Emperor Baelun, a general from Caethage.

	465 AC – 472 AC
	Dozens of groups are sent throughout the jungle to find the exact location of the arak city.

	470 AC
	The searchers discover a new race of humanoids that have been living deep in the jungle and avoiding the barbarous arak; the veyans.

	474 AC
	The veyans offer to take the armies of Dracaena to the arak city and to help them destroy it.

	478 AC
	A combined force of over 10,000 ork, veyan, human, and elven soldiers, led by Emperor Baelun, himself, enters the jungle and makes its way to the arak city.  After a huge battle, the arak are scattered.

	479 AC
	Word is sent back that Emperor Baelun was slain in battle.  Tales spring up that he and several other great heroes battled the arak god personally and slew the abomination.  Survivors don’t talk about the war.

	480 AC
	Emperor Marcus Enrith is appointed.

	480 AC – 484 AC
	The emperor sends small groups, with the aid of the veyans, to search the jungles and destroy any arak they find.

	487 AC – 509 AC, The Present

	490 AC
	Goblin activity has increased significantly in the southwestern portions of the empire around Illumin.  It is also noticed that the goblins have begun teaching themselves the common trade language and Illunian.

	501 AC
	Thassalonica reinstates is research into the Sorcerer Guild.

	505 AC
	Wemics begin bringing gems into the small coastal towns south of Caethage.  This has interested the local governments greatly.

	507 AC
	Marcus Enrith founds the Adventurer’s Guild to explore the world.

	508 AC
	The Points East Trading Company and the Shipping Guild perform an economic coup of Caethage.  The government is now controlled by these guilds.  So far the other cities have let the situation progress as is.

	508 AC

Late
	Arak attacks and sightings are once again on the rise.  In response, Thassalonica has sent 100 soldiers to Illumin to “protect the empire’s interests.”

	509 AC
	Present Day.


	Chapter XIII:  Native Creatures of Dracaena


Arak

Medium Humanoid (Reptilian)

Hit Dice:  2d8+2 (11 hp)

Initiative:  +1 (dex)

Speed:  30 feet (6 squares)

Armor Class:  16 (+5 natural, +1 dex), 11 touch, 15 flat-footed

Base Attack/Grapple:  +1 / +2

Attack:  Claw +2 melee (1d4+1); or javelin +2 melee (1d6+1); or javelin +2 ranged (1d6+1)

Full Attack:  2 claws +2 melee (1d4+1) and bite +0 melee (1d6); or javelin +2 melee (1d6+1) and bite +0 melee (1d6); or javelin +2 ranged (1d6+1)

Space/Reach:  5 ft / 5 ft

Special Attacks:  --

Special Qualities:  Hold Breath

Saves:  Fort +1, Ref +3, Will +0

Abilities:  Str 13, Dex 12, Con 13, Int 7, Wis 10, Cha 10

Skills:  Agility +4, Athletics +5, Intimidation +2

Feats:  Multiattack

Environment:  Jungle

Organization:  Gang (2-3), Band (6-10 plus 50% noncombatants plus 1 leader of 3rd – 5th level), or Tribe (30-60 plus 2 lieutenants of 3rd – 5th level and 1 leader of 4th – 8th level)

Challenge Rating:  1

Treasure:  25% coins, 50% goods, 50% items

Alignment:  Usually neutral

Advancement:  By character class

Level Adjustment:  +1


An arak is a primitive reptilian humanoid that has very crocodilian traits.  They are usually 6 to 7 feet tall with a green or gray leathery hide.  Arak can weigh up to 300 lbs.  Arak speak Draconic.


Though they are technically omnivorous, arak prefer meat and consider humans and other humanoids their prey.  Thus they are a constant threat to all who travel in the jungles.


Arak are quite dumb by human standards.  However, their instincts make up for their low intelligence.  They are ferocious warriors, and have learned to hunt with viscous barbed javelins.  They usually throw these before closing to melee with their claws and teeth.

Combat

Arak are savage and show very little tactics.  The extent of their combat awareness is that they will throw their javelins simultaneously, in an attempt to prevent their targets from dodging.


Hold Breath:  An arak can hold its breath for four times its constitution score in rounds before it risks drowning (see page 304 of the DMG).


Skills:  Because of their tails, arak receive a +2 racial bonus on all Agility and Athletics skill rolls (factored in).

Arak Society

Arak live within their society under one rule: the strongest make the rules.  However, actual combat seldom breaks out between arak.  Disputes are usually resolved by intimidation; growls, hisses, posturing, and threats.  Females are almost indistinguishable from males, in appearance, ability and social status.


Occasionally, particularly charismatic leaders will unite more than one tribe to raid a human settlement.  An arak tribe will have half as many noncombatant hatchlings as adults, and one egg per 10 adults.


Arak have been known to become mystics, though those that gain character levels usually become barbarians, myrmidons, or militia.  An arak’s favored class is barbarian.

Dwarf

Medium Humanoid

Hit Dice:  1d12+2 (12 hp)

Initiative:  +0

Speed:  30 feet (6 squares)

Armor Class:  12 (+2 armor), 10 touch, 12 flat-footed

Base Attack/Grapple:  +1 / +2

Attack:  Morningstar +2 melee (1d8+1); or thrown club +1 ranged (1d6+1)

Full Attack:  Morningstar +2 melee (1d8+1); or thrown club +1 ranged (1d6+1)

Space/Reach:  5 ft / 5 ft

Special Attacks:  Dwarf Traits, Rage (1/day)

Special Qualities:  Darkvision 60’, Dwarf Traits, Immune to Fear

Saves:  Fort +4, Ref +0, Will -1

Abilities:  Str 13, Dex 10, Con 14, Int 4, Wis 9, Cha 6

Skills:  Awareness +3

Feats:  Toughness

Environment:  Mountains, Underground

Organization:  Gang (2-4), Band (6-10 plus 1 leader of 2nd – 3rd level), or Tribe (30-60 plus 2 lieutenants of 2nd – 3rd level and 1 leader of 4th  – 6th level)

Challenge Rating:  ½

Treasure:  standard coins, standard goods, standard items

Alignment:  Usually neutral

Advancement:  By character class

Level Adjustment:  +0


Dwarves are wild, feral creatures that live deep with the Shear Mountains (and perhaps other mountainous areas).  They do not wear clothes, but are covered with a very thick, coarse body hair that is tough enough to warrant a +2 armor bonus.


Dwarves average 4 feet tall and weigh as much as an average human.

Combat


Dwarves whip themselves into a frothing fury in combat, throwing themselves fearlessly into their enemies.  They howl and scream, lashing out with their brutal hand-made weapons (usually bone with sharp stones lashed to it by dwarf hair; equivalent to a morning star).  However, they do keep several tapered stones, bones, and other objects on them (tied into their hair) to throw if need be (treated as clubs).


The dwarf listed above is a 1st level barbarian (class abilities factored in).  No other classes have ever been seen among dwarves.


Dwarf Traits (Ex):  Dwarves possess the following traits:

· Dwarves are hardy, but degenerate.  They receive a +2 bonus to constitution and strength but suffer a –4 to intelligence and charisma.

· A dwarf’s base speed is 20 feet, however, dwarves can move at this speed even if carrying a heavy load or wearing heavy armor.

· Darkvision to 60’.

· Stonecunning:  +2 racial bonus on search rolls to notice unusual stonework.

· Stability:  Dwarves are firm on their feet and receive a +4 bonus on all ability checks to avoid being bull rushed or tripped while standing on the ground.

· +2 racial bonus on saves versus poison (not factored in)

· +2 racial bonus on saves against spells and spell-like effects (not factored in)

· +1 racial bonus on attack rolls against orks and goblinoids (including goblins, gnolls, and bugbears).

· +4 dodge bonus on armor class against giant-type creatures (such as giants and ogres).


Rage (Ex):  Once per day, dwarves can rage as a barbarian (see page 14).

Dwarf Society

Dwarven society is patriarchal with the strongest ruling.  The dwarves will fight without weapons to determine the pecking order, biting, screeching, gouging, clawing, punching, kicking, etc.  Strangely enough, though, dwarves are monogamous.


Dwarven spiritual leaders don’t have any magical skills, but simply seem to be smarter or more charismatic dwarves.  Dwarves’ favored class is barbarian.


Dwarves speak a very poor version of Terran.

Giant

Large Giant

Hit Dice:  8d8+32 (68 hp)

Initiative:  +0

Speed:  40 feet (8 squares)

Armor Class:  16 (-1 size, +7 natural), 9 touch, 16 flat-footed

Base Attack/Grapple:  +6 / +11

Attack:  Greatclub +12 melee (2d8+9); or slam +11 melee (1d4+6); or rock +5 ranged (2d6+6)

Full Attack:  Greatclub +12 melee (2d8+9); or slam +11 melee (1d4+6); or rock +5 ranged (2d6+6)

Space/Reach:  10 ft / 10 ft

Special Attacks:  Rock throwing

Special Qualities:  Low-light vision, rock catching

Saves:  Fort +10, Ref +2, Will +2

Abilities:  Str 22, Dex 10, Con 18, Int 8, Wis 10, Cha 8

Skills:  Athletics +9, Awareness +6, Intimidation +4, Survival +4, Tactics +4

Feats:  Cleave, Power Attack, Weapon Focus (greatclub)

Environment:  Mountains

Organization:  Solitary, Gang (2-5), Band (6-9, plus 33% noncombatants), Hunting/Raiding Party (6-9), or Tribe (21-30 plus 33% noncombatants)

Challenge Rating:  6

Treasure:  standard

Alignment:  Often neutral evil

Advancement:  By character class

Level Adjustment:  +3


Giants are large humanoids that live in the mountains.  They are somewhat dim-witted, but are rather cunning.  They employ rudimentary tactics in combat and prove to be quite dangerous to orks and humans, alike.


Giants are tribal and less advanced than humans.  They wear hides and furs, and wield large wooden clubs.  The average giant is about nine feet tall and weighs 600-700 lbs.

Combat


Giants enjoy using their rock-throwing ability from range.  They realize that attacking from high ground has an advantage, and that their rocks are significantly more dangerous than bows or slings.  When they engage in melee combat, giants enjoy tactics that take advantage of their size, such as bull rushes, grappling, and sundering their opponents’ weapons.


Rock Throwing (Ex):  The range increment is 120 feet for a giant’s rock throwing.

Giant Society


Giants live in a tribal society with a chieftain who is the largest and strongest (and the position is usually inherited).  However, giants have shamans (mystics), and are very superstitious.  They raid human lands and ork tribes for supplies, food, and slaves.

Human, Vagosh

Medium Humanoid (Human)

Hit Dice:  1d12 (10 hp)

Initiative:  +0

Speed:  40 feet (8 squares)

Armor Class:  14 (+2 thoracomachus, +2 scutum), 10 touch, 14 flat-footed

Base Attack/Grapple:  +1 / +2

Attack:  Hatchet +3 melee (1d6+1); or sling +1 ranged (1d4+1)

Full Attack:  Hatchet +3 melee (1d6+1); or sling +1 ranged (1d4+1)

Space/Reach:  5 ft / 5 ft

Special Attacks:  Rage

Special Qualities:  --

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

Abilities:  Str 13, Dex 10, Con 11, Int 8, Wis 10, Cha 8

Skills:  Athletics +3, profession (Sailor) +2, tactics +2

Feats:  Toughness, weapon focus (hand axe)

Environment:  Ocean (seafaring)

Organization:  Ship (50 plus two mates of level 2-4 plus one captain of level 3-6), raiding ship (150 plus five mates of level 2-4 plus one captain of level 3-6)

Challenge Rating:  ½

Treasure:  standard

Alignment:  Usually neutral

Advancement:  By character class

Level Adjustment:  --


The vagosh are a race of humans that live somewhere in the Sea of the Sunrise.  It is speculated that they live on islands, however the people of Dracaena have yet to find their homeland.


Vagosh are large and muscular compared to the average Dracaenan.  They stand around six feet tall and weigh 200 pounds.  Their hair is dark and reddish and their skin tones are rather pale.  Wherever they are from, it must be much colder then Dracaena, because they dress in furs.

Combat


Vagosh are wild and savage in individual combat, but possess excellent tactics.  They are familiar with ship-to-ship combat as well as land combat.


Vagosh Traits (Ex):  Vagosh possess the following traits.

· Vagosh are strong, but they are unkempt and uncivilized.  They receive a +2 to strength but suffer a –2 to intelligence and charisma.

· A vagosh’s base movement is 30 feet.

· Being human vagosh gain an extra skill point at every level (+4 at first level).

· Quick to master:  Humans receive an extra feat at first level.


Rage (Ex):  Once per day, vagosh can rage as a barbarian (see page 14).

Vagosh Society


Very little is known about vagosh society.  The only encounters that the Dracaenan people have are with armed boats full of sailors who raid the coastal cities.  The only vagosh that have been seen are male and they always fight to the death.


The average vagosh is a first level barbarian (factored in).  Occasionally a myrmidon or a oracle will be encountered, but the other classes are far less common.  Barbarian is their favored class.


Very few vagosh have been captured, and those that have been don’t speak of their homeland.  Vagosh, strangely enough, speak Aquan.


Vagosh boats are longships (see PHB).

Valcaa

Medium Humanoid (Reptilian)

Hit Dice:  1d8+1 (5 hp)

Initiative:  +1 

Speed:  30 feet (6 squares)

Armor Class:  15 (+3 natural, +1 Dex, +1 dodge), touch 11, flat-footed 13

Base Attack/Grapple:  +1 / +1

Attack:  Pilum +1 melee (1d6); or pilum +2 ranged (1d6)

Full Attack:  Pilum +1 melee (1d6); or pilum +2 ranged (1d6)

Space/Reach: 5 ft / 5 ft 

Special Attacks:  --

Special Qualities:  Valcaa traits

Saves:  Fort +3, Ref +1, Will +0

Abilities:  Str 10, Dex 13, Con 12, Int 10, 


Wis 11, Cha 8

Skills:  Agility +2, Athletics +2, Profession (Sailor) +4, Use Rope +2

Feats:  Dodge

Environment:  Ocean (seafaring)

Organization:  Crew (20 plus 2 mates of level 2-4 plus 1 captain of level 3-6 plus 5 noncombatant young)

Challenge Rating:  ½

Treasure:  standard

Alignment:  Usually lawful neutral

Advancement:  By character class

Level Adjustment:  +1


Valcaa are strange humanoids that seem to be related to lizards.  They have short snouts and grayish skin with tinges of green.  Thick, ropey black hair hands in long braids from their heads, and there are a great deal of feathers and clay charms woven into their hair.


The average valcaa is 5 feet, 6 inches tall and weighs 140 pounds.  Males and females are indistinguishable to humans.  They dress in light clothing, their thick hide capable of protecting them from the elements.


Valcaa do not have tails.

Combat


Valcaa live together on the same ship, and are constantly working as a unit.  Therefore, they also fight as one, with sound tactics.  However, most hostiles will find that a valcaa ship can outrun almost any threat.  Their sailing ships are much faster then the Dracaenan triremes and the vagosh longships.


Valcaa Traits (Ex):  All valcaa have the following traits.

· Valcaa are lithe and hardy, but a little unused to dealing with those outside their crew.  Consequently, valcaa receive a +2 bonus to dexterity and constitution, but suffer a –2 to charisma.

· Valcaa base speed is 30 feet.

· Because valcaa have been raised on boats their entire life profession (sailor) and use rope are always class skills for them.

· Valcaa have a tough hide that grants them a +3 natural armor class bonus and protects them from the sun and wind giving them a +2 on fortitude saves to avoid heat exhaustion.

Valcaa Society


Valcaa society is organized into ships and crews.  Every valcaa knows his job on the ship, and they can determine the rank of their fellows (even those from other ships) on sight by the hair decorations.  When valcaa ships encounter each other at sea, trade commences and if one crew is missing members, the other gives them some of the young to help.


In valcaa society the connection to the crew of a ship is stronger then the connection between mates.  Parents have no difficulty sending their children away on a ship if it means that the young valcaa will have a good position.  In fact, most valcaa do not mate with their crew, but mate with other crews when the ships encounter each other.


Captains are universally determined by experience and success in the various positions in the crew.  A captain is never replaced, except when he dies (in combat or natural causes).  The position of captain is respected to the point of being a king on his boat.


Though the valcaa presented here is a 1st level militia, experts (that specialize in repairing boats and equipment), myrmidons, scouts, and mystics are all common on ships.  Occasionally a valcaa learns the ways of geomancy and specializes in water and air magic.  Valcaa can select any class as their favored class.

Wemic

Large Monstrous Humanoid

Hit Dice:  4d8+4 (22 hp)

Initiative:  +2

Speed:  40 feet (8 squares)

Armor Class:  14 (-1 size, +2 Dex, +2 natural, +1 aspis), touch 11, flat-footed 12

Base Attack/Grapple:  +4 / +12

Attack:  Pilum +7 melee (1d6+4); or pilum +6 ranged (1d6+4)

Full Attack:  pilum +7 melee (1d6+4) and 2 claws +2 melee (1d4+4); or pilum +6 ranged (1d6+4)

Space/Reach:  10 ft / 5 ft

Special Attacks:  --

Special Qualities:  Low-light vision

Saves:  Fort +2, Ref +6, Will +4

Abilities:  Str 18, Dex 14, Con 13, Int 8, Wis 10, Cha 8

Skills:  Awareness +2, Stealth +4, Survival +3

Feats:  Improved Trip, Multiattack, Power Attack

Environment:  Savanna

Organization:  Solitary, pair, hunting pack (2-5), tribe (2-8 plus 1 chieftain of level 5-6 plus 30% noncombatant young)

Challenge Rating:  3

Treasure:  Standard

Alignment:  Usually neutral

Advancement:  By character class

Level Adjustment:  +2


Wemics are centaur-like creatures that are human from the waist up and lion from the waist down.  Male wemics are about seven feet tall and weigh about 600 pounds, while females stand around six feet tall and weigh nearly 400 pounds.  However, the females are no weaker than the males.

Combat


Though wemics are very emotional and hotheaded it is quite difficult to provoke one into combat.  Being instinctual creatures, the only things they fight over are survival, territory, and protection.  However, once a wemic commits himself to battle, it is a terrible thing to behold.


Wemics are as ferocious as any lion.  They scream and roar when fighting, landing terrible blows on their opponents with their great forepaws and weapons.  Wemics fight as individuals rather than a cohesive group.


Improved Trip (Ex):  Due to their physiology, wemics can trip humanoid opponents quite easily by reaching out a forepaw.  Thus all wemics gain the improved trip feat in addition to all other feats.


Low-Light Vision (Ex):  Wemics have low-light vision and can see twice as far in low-light conditions as a human.

Wemic Society


Wemics live in a tribal society, with a single male ruling the tribe as a chieftain.  All other wemics in the tribe are females or children (much like lions).  Solitary wemics and pairs of wemics are always males who are looking for a tribe to take over (wemics will fight each other for territory).


The chieftain will usually have levels of barbarian, but could be a scout or myrmidon just as easily.  Occasionally a female in the tribe will learn to be a mystic and act as a shaman.  Males are never shamans.


Other common creatures present in Dracaena are gnolls, goblins, kobalds, and ogres.  Goblins in Dracaena are not as evil as in other lands.  They are mischievous and sneaky, preferring to steal then to work.  However, they are not malicious, simply lazy and self-serving.  They are usually true neutral.
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