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	Introduction


	Setting



The Dracaena setting is based loosely upon ancient Greek culture and Roman culture (circa the climb of the Roman Empire).  The clothing, dress, and combat styles are attempted to follow in a similar manner to those of Greece and Rome, but are different enough to feel alive and new.

	Technology



Dracaenas is a young, but quickly developing empire.  Most of their technological advances, the extent of which won't be discussed, were lost in the Cataclysm brought about by the gods.  The amount of technology that the Empire had before the Cataclysm is purposefully left unknown so that the Dungeon Master can have more leeway in deciding what he can put in adventures.


What the Empire has recovered, however, is significant for 500 years of growth.  There are many areas of technological advance, though only a few are focused upon.

Agriculture


Little damage was done to the agricultural technology of the Empire.  The common farmers have access to plows made of copper and bronze.  They also use all manner of domesticated animals including dogs, horses, oxen, llamas, chickens, goats, geese, pigs, and cats (large and small).  Also, man has learned to terrace the mountains to increase their arable land as well as crop rotation to prevent depletion of soil quality.
History


This is the area most significantly damaged by the Cataclysm.  Almost complete knowledge of pre-Cataclysmic history is lost.  However, history is one of the greatest areas of growth.  Almost immediately after the Cataclysm, historical information is again recorded and a guild, the Scholar’s Guild, was founded to further protect historical knowledge and documents.

Language


Though the court language, Latin, was lost due to isolation after the Cataclysm, it was quickly rediscovered.  A few other languages were lost, most notably Evian.  The present day scholars are attempting to relearn these lost languages.

Law


The legal system of Draconis and Thassalonica were retained from pre-Cataclysmic times.  The legal systems of other regions were completely lost.  However, in the current day law is a valued ideal.  It is present in a majority of the Empire, though it is different in each city and region.  Law is discussed in further detail under the individual locations in A Player’s Guide to Dracaena.

Magic


Almost everything about magic was lost.  Every spell, every skill, every magical theory had to be rediscovered by those with the dedication to do so.  Presently, wizards and researchers have discovered spells of up to the “Fifth Circle” (fifth level).

Mathematics: Mathematics suffered almost no loss.  The Dracaenas scholars understand principles of Geometry, Trigonometry, Algebra, and Arithmetic.  They have yet to develop Calculus concepts.
Metallurgy


The Dracaenas people have learned to mine and create objects from copper, lead, tin, and nickel.  They have learned to mix metals and create brass and bronze.  Though the miners and metallurgists have recognized the value of iron, and they know that iron comes from iron ore, they have not learned to smelt iron without powerful magic.  Furthermore, they can only attempt to make steel with extremely powerful magic.

Naval


Seafaring has diminished significantly.  This is because most of the Empire is strung along a river, with only a small portion on the ocean.  Also, the Empire has not found any other peaceful civilizations in the sea (the Valcaa apparently do not have a homeland).  Their river-faring skills however are as strong as ever, with many speedy craft designed to traverse the water.

Public Works


Some cities have gravity-powered aqueducts, providing running water to major buildings and public baths.  The larger cities have instituted citywide cleaning and garbage collection ordinances.  Draconis, Trinia, and Thassalonica also support large parks.


All towns and cities are charged by the central government in Draconis to support a town guard.  Also, each major city must keep a militia armed and trained, as well as a minimum of judges to hear cases.  The militias are trained to deal not only with invaders and rogue beasts, but also crisis such as fire, flood, and other natural disasters.


Trinia founded an engineer guild that has quickly expanded throughout the empire.  These guild members assist with the designing and building of roads, buildings, and other structures.

Textiles


In this area, perhaps the current day Empire has expanded beyond pre-Cataclysmic technology.  Clothing is made from cotton, silk, animal hair, velvet, and leather, hide, and down.  Dracaenas dyers have been able to reproduce any color known.  The dizzying array of clothing and styles available keep even the most fashion-minded nobles from becoming bored for quite some time.

	The Calendar



The Emperor’s Calendar was started at the end of the Cataclysm.  Thus all of the years are denoted as AC, or After Cataclysm.


There are twelve months with 30 days each.  Thus each year is 360 days, or 51½ weeks.  The months bear the same names as the months on our calendar, January, February, etc.

	Pre-History



It is unknown exactly the state of the Dracaenas Empire before the Cataclysm.  There are several facts that are known, however.

The Elfwar


A great deal of time before the Cataclysm, there was a great war between the men and the elves.  It is unknown why the war was fought, but humanity decisively won the war and dominated the elves into subservience as slaves.

Iron


Pre-cataclysmic people had mastered the creation of iron without the use of magic.  This was discovered through ancient texts, though the texts did not describe how to make iron.

Religion


The humanity before the Cataclysm revered the gods that brought about the Cataclysm.  It is believed that the gods struck the land with a pestilence.  To end the suffering, a mortal ascended to heaven and slew one of the gods.  As retribution, the gods scourged the earth and finished by hurling the moon into the ground.  Since then, mankind has turned his back on the gods.

	Religion



The religion of Dracaenas, if it can be called “religion,” is simple yet all encompassing.  The Stargazers look to the heavens, believing that the stars and celestial bodies give them guidance.


There are several important times in each person’s life.  These include birth, death, marriage, coming of cognizance, and the coming of age.

Birth


A Stargazer is expected to be at each birth, and it is a bad omen for a child to be born without the presence of one.  The Stargazer looks to the stars and determines the child’s personal star.  


This personal star has great impact on the child’s life, even from such an early age.  Guilds have been known to educate children born under a good star, and give them positions in the guild when they come of age.  The star at times even determines the name and personality of the child.  Some stars are symbols of pride, such as the star Alexander, while others are terrible stars to be born under.

Death


When a person dies it is believed that his soul departs the body and ascends to the heavens.  It is there that the soul joins with its personal star.  Thus his life will shape the lives of all those born under that star.


It is a terrible omen if a person dies on a night where his personal star is not visible.  If such a thing happens, Stargazers are called to chant incantations, directing the soul to the star so it doesn’t remain on earth, a tortured spirit.

Marriage


It is believed that certain stars go together and others do not.  The stars can tell if two people are compatible or if they should not be wed.  During any courtship a Stargazer is consulted often to determine the compatibility of the couple.


In this part of the Stargazer religion, the rites are somewhat lax.  It is not uncommon for couples that are in love to marry even against the advice of a Stargazer.  It simply means that the couple will have to work harder to live together.


As long as there are no children who have not reached their coming of age, a couple can divorce.  But if they have young children, it is illegal for them to separate.

The Coming of Cognizance


This is a big title for when a child learns how to speak.  And this doesn’t mean simple words, but can carry on an actual dialogue.  It doesn’t have to be a deep conversation, but one that is understood by both sides.


When this occurs, the child is recognized as an individual, no longer the sole responsibility of the parents.  The child is brought before the Stargazers Guild and is properly named (for official record).

The Coming of Age


This is the age at which the child becomes a man (woman).  For most it occurs around 15 or 16 years after birth.  This is when they complete their apprenticeship or education and strike out on their own.


Before leaving, a Stargazer is invited to have a final meal with the mother and father.  The meal is fixed by the child and is eaten by the adults (all four, signifying that the child is now old enough to sit with his community).


Then the new adult proceeds with the Stargazer to the guild to receive his new rights as an adult (and for official record).  Even if the ceremony is delayed, the state recognizes all men and women sixteen years or older as adults.

	Celestial Events



Celestial events are understood by the Stargazers and are no longer feared by the people.  They do, however, signify an increase in magical energies in the world and are revered by the Stargazers.

Solar Eclipse


Solar Eclipses happen approximately once every 10 years.  They are said to commemorate the birth of the Stargazers.


During the solar eclipse, everybody enjoys a liberating holiday, as the heavenly bodies do not look down upon the earth.  Thus, people are free to do as they wish so long as no serious laws are broken.  It is supposed to be for fun.

Lunar Eclipse


During the lunar eclipse, the heavens can more clearly pour their energies down upon the earth.  The land is bathed in magic.  Every air spell and every spell cast by a Stargazer is overcharged without the expenditure of metamagic points.  The casters cannot control this, and occurs even if they do not know the metamagic technique.


However, there is an intoxicating effect for those affected.  They feel light-headed and have trouble standing upright.  Each spell cast makes this sensation stronger and stronger.


Lunar eclipses seem to occur about once every two years.

Meteor Shower


When a meteor shower occurs, the increase in heavy metals and fire limits the amount of magical energy that flows from the heavens.  All air spells require an additional metamagic point to cast.  All Stargazers must expend one metamagic point for each spell they cast in addition to any other metamagic costs.  Fire and earth spells are empowered as described above.

Most feel that this is a time of ill omen, and they spend the night indoors.  Meteor showers happen infrequently with no regular pattern.  The last meteor shower was in 502 AC. 

Comets


A comet signals the coming of a traveler.  It is bad luck to not set the evening table with an extra place on those days that a comet can be seen in the heavens.

	Chapter I:  New Classes


Nethermancer

A nethermancer is a spell caster who gains his magic in a very similar fashion to a geomancer.  Except, in a sense, a geomancer deals with the positive aspects of nature, the nethermancer utilizes the negative aspects of nature.


A geomancer draws his power from the four “positive” elements of nature—air, earth, fire, and water.  A nethermancer draws his power from the four “negative” elements of nature—death, decay, desolation, and stagnation.  Death represents completion of the natural cycle and nethermancers learn to close this loop early or extend it much further than naturally intended.  Decay is the earth reclaiming what was once its own, from eroding a stone statue, to rotting away a carcass.  Desolation comes from those places outside the cycle of life and death, from wind-swept alpine peaks, to the depths of the deepest caves.  And stagnation is a when the cycle of life and death is all too present, and death becomes a natural part of life.
Adventurers:  Nethermancers need to explore to find spell nexuses in order to increase their power.  Thus, they are again similar to geomancers in this sense.  Since nethermancy is illegal in the Empire of Dracaena, many travel in the guise of geomancers.
Characteristics:  Nethermancers are more limited in their selection of spells than a geomancer since their nexuses are less frequently found.  However, they still have a great deal of power and are quite dangerous with their mastery over life and death.

Role:  A nethermancer is first and foremost a spell caster.  Some learn a little combat to help defend them self and to support the large number of touch spells they have, but they don’t really fill any other role well.

Guilds:  Nethermancers have never had an organized guild.  Since they are hunted and executed by the empire, they intentionally keep a low profile and avoid working together.

	Nethermancer

	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
	Silent 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
	Still 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 nethermancer.  Humans, elves, and half-elves all have a strong talent for the class.

Abilities:  Nethermancers 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 nethermancer are Appraise (Int), Concentration (Con), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Heal (Wis), Lore (arcana) (Int), Lore (all skills taken individually) (Int), Profession (Wis), and Spellcraft (Int).

	Nethermancer Spell Matrices
	
	Nethermancer 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:  Nethermancers are proficient in all simple weapons.  They are not proficient in armor, shields, or helmets.

Spell Matrices:  Nethermancers 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, nethermancers can imprint these patterns (called matrices) on themselves.  The number of matrices that a nethermancer can have imprinted is limited by his level.


There are four types of nethermancer spell nexuses:  Death, Decay, Desolation, and Stagnation.  A nethermancer can only imprint a matrix from a nexus of the appropriate type.  A nethermancer 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 nethermancer 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 nethermancer 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:  Nethermancers 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 nethermancer 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-nethermancers using spellcraft on a nethermancer receive a -4 penalty to recognize spells.  Geomancers and nethermancers cast in a very similar fashion, so they suffer no penalty on spellcraft rolls when identifying each other’s spells.

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

Metamagic Mastery:  Since the nethermancer 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 nethermancer wished to cast a still fireball, he would only need to spend 3+1 or 4 metamagic points.

Surge:  Nethermancers refer to 0-level spells as surges.  Surges do not require metamagic points to cast, however, nethermancers 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 nethermancer 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 nethermancer 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 nethermancer gains a bonus to his metamagic pool equal to his charisma modifier.

Silent Spell:  At third level, nethermancers receive the silent spell feat.  This is in addition to any other feat that he may receive due to level.  If the nethermancer already has the silent spell feat, he may select any other metamagic feat.

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

Sorcerer

Arcanists and other researchers have found books that date before the cataclysm describing the incredible magical power that elves wielded.  In light of this, the Stargazer Guild conducted magical research on elves in Thassalonica; a city built around a great magical nexus.  After initial failure, they managed to unlock natural latent magical talents in those with elvish blood.

Sorcerers are arcane spell casters that inherit their magical energy from their elven heritage.  However, as they unlock their potentials, the Stargazers teach them magical rituals that help them achieve powers beyond their normal capabilities.
Characteristics:  Sorcerers are powerful spellcasters with as much versatility as a wizard and as much raw power as a geomancer.  Though they are lacking in other areas, their raw magical talent still makes them a potent character class.

Role:  A sorcerer will undoubtedly outshine an arcanist and probably even be a stronger spell caster than a geomancer or wizard.  However, they do have several distinct drawbacks that will be outlined further.

Guilds:  All sorcerers are part of the Stargazer Guild (specifically the Thassalonican branch).  Since the Stargazers there show them how to unlock more and more of their natural power, a sorcerer that is cut off from the guild or falls out of favor cannot gain levels.

Requirements/Limitations:  A character must have elven blood to become a sorcerer.  Thus only elves and half-elves can choose to be sorcerers.

Abilities:  Sorcerers need high charisma scores to utilize their spells.  High constitutions are also useful for concentration and for higher hit points.

Hit Die:  d4.

Skill Points per Level:  2 + Int mod.

Class Skills:  The class skills of the sorcerer are Concentration (Con), Lore (arcana) (Int), Lore (history) (Int), Lore (nature) (Int), Lore (philosophy) (Int), Profession (Wis), and Spellcraft (Int).
	Sorcerer

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Metamagic, Ritual of Metamagic

	2nd
	+1
	+0
	+0
	+3
	Ritual of Change

	3rd
	+1
	+1
	+1
	+3
	

	4th
	+2
	+1
	+1
	+4
	Ritual of Summoning

	5th
	+2
	+1
	+1
	+4
	

	6th
	+3
	+2
	+2
	+5
	Ritual of Power I

	7th
	+3
	+2
	+2
	+5
	

	8th
	+4
	+2
	+2
	+6
	Ritual of Power II

	9th
	+4
	+3
	+3
	+6
	

	10th
	+5
	+3
	+3
	+7
	Ritual of Power III


	Sorcerer Spells per Day
	
	Sorcerer Spells Known

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

	1st
	5
	3
	--
	--
	--
	--
	
	4
	2
	--
	--
	--
	--

	2nd
	6
	4
	--
	--
	--
	--
	
	5
	2
	--
	--
	--
	--

	3rd
	6
	5
	--
	--
	--
	--
	
	5
	3
	--
	--
	--
	--

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

	5th
	6
	6
	4
	--
	--
	--
	
	6
	4
	2
	--
	--
	--

	6th
	6
	6
	5
	3
	--
	--
	
	7
	4
	2
	1
	--
	--

	7th
	6
	6
	6
	4
	--
	--
	
	7
	5
	3
	2
	--
	--

	8th
	6
	6
	6
	5
	3
	--
	
	8
	5
	3
	2
	1
	--

	9th
	6
	6
	6
	6
	4
	--
	
	8
	5
	4
	3
	2
	--

	10th
	6
	6
	6
	6
	5
	3
	
	9
	5
	4
	3
	2
	1


Class Abilities:

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

Spells Known:  Sorcerers don’t learn spells in the same way as any other caster.  In fact, they don’t “learn” spells at all.  Instead they inherit them from their elven ancestry.  That is, they intuitive know how to cast them when they gain enough mastery over their natural abilities.


Sorcerers inherit spells from the arcanist/wizard spell list.  They can choose any spell of the appropriate level from the list when they gain a class level.  The number of spells they know is not modified by their ability scores.

Spells per Day:  A sorcerer can cast a number of spells per day without needing to memorize ahead of time.  Whenever they sleep for 8 hours, the number of spells they can cast simply resets, and they are ready to go for the next day.


Sorcerers cast arcane spells and receive bonus spells based on their charisma scores.  To cast a spell, a sorcerer must have a charisma score of at least 10 + the spell level.  The base save DC is 10 + the spell’s level + the sorcerer’s charisma modifier.

Metamagic:  As a spell casting class, the sorcerer has access to metamagic. Sorcerers add their class level to their metamagic pool.

Ritual of Metamagic:  Because the sorcerer did not learn his spells, it is difficult for him to modify them with metamagic techniques.  Thus the Stargazers have taught them a ritual that allows them to modify their spells.

Any time that a sorcerer wishes to cast a spell that is modified by a metamagic technique, he must invoke the ritual of metamagic.  Casting a spell with this ritual requires a full-round action.

Ritual of Change:  Once a sorcerer selects the spells that he inherits, he cannot change them.  However, after studying geomancer magic, the Stargazers found a way to break the rules.


By performing the ritual of change, the sorcerer can sacrifice one of his already known spells for another of equal level.  The ritual of change requires that the sorcerer have a copy of the spell in a spellbook or a scroll or some similar object to study.  Performing the ritual requires a full 8 hours and any interruption ruins it.  To succeed the sorcerer must pass a spellcraft skill check of DC 15 + the spell’s level.


Success replaces the spell, but failure does not prevent the character from attempting, again.  The ritual of change does not come without a price, however.  Each time it is used successfully it costs the sorcerer 200 experience points per spell level that was exchanged (100 experience points for 0-level spells).  Thus to exchange a 4th level spell requires 800 experience.  There is no cost for failure.


Every time a sorcerer gains a level he can perform the ritual of change (during the training time when he is increasing his level) once with no skill roll and no experience cost.

Ritual of Summoning:  When a sorcerer reaches 4th level, he is taught the ritual of summoning.  This ritual calls to the sorcerer a familiar (see the PHB).

Ritual of Power:  Every time the sorcerer gains access to a ritual of power, he chooses one spell.  He learns to cast that spell through his rituals of power.


Using a ritual of power is a full-round action.  It enables the sorcerer to cast one of his chosen spells as though it were modified by a metamagic technique.  However, it costs him no metamagic points and he does not even have to know the appropriate feats.

Ritual of Power I:  Enlarge Spell, Still Spell, Silent Spell.

Ritual of Power II:  Extend Spell, Overcharge Spell.


Ritual of Power III:  Empower Spell.
Wizard (New Guilds)

There are two new guilds of wizards presented below, as well as details for creating a wizard that is not part of a guild.  The only difference between these wizards and the wizards in the Player’s Guide to Dracaena is the guild training class abilities.
Diabolists

The Diabolists are a group of wizards who specialize in magic that contacts other planes and summons creatures.  Because of this, a great many years ago, Diabolists were seen to be in league with religious orders, thus they were persecuted.  The Diabolists have no real organized guild, per se, but since their training all comes from the same place, they receive the guild training class ability.

Diabolist Training I:  Diabolists must learn how to contact other planes from another Diabolist.  But once this is done, they receive their training from the forces outside of the world.  Therefore, the do not need any contact with a guild or organization to gain levels.


Diabolist Training II:  By becoming masters of conjuration, Diabolists learn to expand their capabilities.  Diabolists can memorize one extra spell of each spell level as long as it is a conjuration spell.

Diabolist Training III:  Due to his association with otherworldly creatures, the Diabolist begins to change.  He body becomes more and more like the outsiders that he learns his magic from.  Thus he gains darkvision out to 30’.  This functions in every way like natural darkvision.

Diabolist Training IV:  A Diabolist is in such tune with his summoning spells that by 9th level, every monster summoning spell he casts is extended as if he had used the extend spell metamagic technique.  Furthermore, his darkvision is extended to 60’.
Lyrist

Lyrists are scholars and entertainers.  They study at the universities and are part of the Scholar’s Guild.  Lyrists go by many names:  minstrel, bard, or song mage.

Lyrist Training I:  Bargain, Diplomacy, and Perform are class skills for the Lyrist.

Lyrist Training II:  Lyrists learn to cast spells through music.  Thus, if a lyrist uses a musical instrument to complete the somatic components of a spell and sings the verbal components he can cast any of his spells without the material components.  Spell foci are still needed to cast the spell, however.  Also, if the spell requires an expensive material component, the Lyrist must expend 1 experience point per gold piece value of the component if he wishes to cast in this manner.

Lyrist Training III:  Lyrists become masters of casting enchantment spells.  Lyrists can memorize one extra spell of each spell level as long as it is an enchantment.

Lyrist Training IV:  Spellsong—by using their musical talents, a Lyrist can prepare a single enchantment when memorizing spells by singing all of the required notes except for the last one.  Then, when he needs to, he can finish that enchantment by singing the last note loudly and clearly.  The spell, called a spellsong, is then unleashed—quickened, stilled, and overcharged.  Using his spellsong does not cost the Lyrist any metamagic points, nor does he need to possess any of those metamagic feats.
Unguilded Wizard

Unguilded wizards must still receive their training from somewhere.  Most steal the spellbooks of other wizards or learn what they can from arcanists or geomancers.  Unguilded wizards do not automatically learn spells when they gain levels.  Furthermore, they cannot select the Arcane Understanding feat.

Unguilded Training I:  Magical familiarity—unguilded wizards do not suffer any penalties when using spellcraft to identify a geomancer’s or nethermancer’s spells.

Unguilded Training II:  Stealth and sleight of hand become class skills for the unguilded wizards at third level.

Unguilded Training III:  By sixth level, the unguilded wizard has spent so much time with geomancers that he has picked up a bit of their techniques.  His metamagic pool is now equal to twice his wizard class level plus his charisma modifier.

Unguilded Training IV:  Unguilded wizards become able to identify spell casters based on their spell effects.  When an unguilded wizard witnesses a spell that is being cast he can attempt a spellcraft roll with a DC equal to 20 minus the level of the spell.  Success indicates he can determine if the spell came from a magical item, if the caster was an arcanist, geomancer, nethermancer, wizard (and which guild), sorcerer, or divine spell caster.
	Chapter II:  New Feats


	Combat Feats
	Requirements
	

	Combat Alertness
	2+ ranks in Tactics
	Use intelligence modifier for AC

	Focused Attack
	Base Attack +6
	Make a single, accurate attack

	Improved Focused Attack
	Base Attack +10, Focused Attack
	Make a single, extremely accurate attack

	Improved Non-Lethal Combat
	Base attack +1
	No penalty for non-lethal bludgeoning

	Near and Far
	Weapon Focus (pike)
	Use pikes at close range

	Opportunity Shot
	Combat Reflexes
	Attacks of opportunity with bows

	Pack Attack
	Base Attack +1
	Flank enemies easier

	Spear and Shield
	Base Attack +1, Shield Prof., Spear Prof.
	Use spears with 2 hands and an aspis at the same time

	Weapon Juggle
	Quick Draw, Agility Skill
	Perform certain actions easier

	Whirlwind Defense
	Base Attack +3, Dex 13+
	Protect from flanking


	Item Creation Feats
	Requirements
	

	Craft Spell Core
	Geo, Neth 5+
	Create magical spell cores

	Craft Spell Cynosure
	Geo, Neth 1+
	Create magical spell cynosures

	Craft Spell Directrix
	Geo, Neth 3+ or caster 5+
	Create metamagical batteries

	Craft Soulstone
	Caster 5+
	Create magic stones that enchant items


	Magic Feats
	Requirements
	

	Anonymous Contribution
	Any item creation feat
	Let others pay xp for items

	Arcane Understanding
	Int 13+, Wizard 1+
	Gain 3 spells at each wizard level

	Cantrip Mastery
	Wizard 1+
	Spontaneously cast cantrips

	Focused Mind
	Arcanist, Wizard 1+
	Memorize more spells

	Gift of Magic
	Sorc, Geo, Neth 1+
	Gain more spells

	Signature Spell
	Spell Mastery
	Spontaneously cast spell

	Touch Mastery
	
	Use casting ability for touch attacks


	Skill Feats
	Requirements
	

	Learned Lesson
	
	Gain 4 skill points

	Skill Mastery
	Skill Focus, 10 skill ranks
	+2 on skill rolls

	Skill Specialization
	Ability 13+, Level 5+
	+2 maximum skill ranks


	Regional Feats
	Requirements
	

	Magical Bloodline
	Must be 1st level
	Gain a cantrip as a spell-like ability

	Noble Birth
	Must be 1st level
	Gain social mobility

	Privileged Birth
	Must be 1st level
	Gain an extra perk

	Trust Fund
	Must be 1st level
	Gain allowance equal to wealth


Anonymous Contribution [Magic Feat]
You can enlist others to assist you in creating magical items and infusing their own life force into the project.

Prerequisite:  Any item creation feat
Benefit:  When creating a magical item, you or any willing participants can pay part of, or all of the experience cost.  Those involved must be present during the creation of the item (determined by its cost).

Arcane Understanding [Magic Feat]
Your insights into spells help you learn them quickly.

Prerequisite:  Intelligence 13+, Wizard level 1+
Benefit:  When you gain a level as a wizard, you can learn 3 spells from your guild.

Normal:  When gaining a level as a wizard, a character learns 2 spells from his guild.

Cantrip Mastery [Magic Feat]
You have mastered the casting of cantrips.

Prerequisite:  Wizard level 1+
Benefit:  You can spontaneously cast any cantrip in a similar fashion to the way clerics can spontaneously cast cure spells (see the PHB).  However, to do so, you must sacrifice a memorized spell of level 1 or higher.

Combat Alertness [Combat Feat]
Your tactics skill helps you fight defensively.

Prerequisite:  2 or more ranks in tactics
Benefit:  If you spend a full-round action to assess your opponent, you may attempt a tactics skill check with a DC equal to 10 plus your target’s base attack bonus.  If successful, you may add your intelligence modifier to your armor class as a dodge bonus, in place of your dexterity modifier.  This benefit only applies to the opponent that you succeeded in the tactics roll against.

Note:  The target of this feat must be engaged in combat in order to use this feat.  The target does not have to be in combat with you, however.

Craft Spell Core [Item Creation Feat]
This allows geomancers to craft spell cores, items that act like portable nexuses.

Prerequisite:  Geomancer or Nethermancer level 5+
Benefit:  You can craft any spell core that you meet the requirements for (see chapter 7 for spell cores).  Crafting a spell core requires 1 day per 1,000 gold pieces in the base cost and the character must spend 1/25th the base cost in experience points.
Craft Spell Cynosure 
[Item Creation Feat]
This allows geomancers to create spell cynosures, items that store spell matrices.

Prerequisite:  Geomancer or Nethermancer level 1+
Benefit:  You can craft any spell cynosure that you meet the requirements for (see chapter 7 for spell cynosures).  Crafting a spell cynosure requires 1 day per 1,000 gold pieces in the base cost and the character must spend 1/25th the base cost in experience points.
Craft Spell Directrix [Item Creation Feat]
This allows characters to create a spell directrix, a magical item that stores raw spell energy that can be used to fuel metamagical techniques.
Prerequisite:  Caster level 5+ or Geomancer level 3+ or Nethermancer level 3+
Benefit:  You can craft any spell directrix that you meet the requirements for (see chapter 7 for spell directrixes).  Crafting a spell directrix requires 1 day per 1,000 gold pieces in the base cost and the character must spend 1/25th the base cost in experience points.
Craft Soulstone [Item Creation Feat]
You know how to make magical gems that empower weapons and armor.

Prerequisite:  Caster Level 5+
Benefit:  You can create soulstones (see chapter 6 and 7 for soulstones).  Crafting a soulstone requires 1 day per 1,000 gold pieces in the base cost and the character must spend 1/25th the base cost in experience points.
Focused Attack [Combat Feat]
You know how to make a single, accurate attack.

Prerequisite:  Base attack bonus +6 or higher
Benefit:  Using this feat requires a full-round action.  By using the focused attack, you make a single attack receiving a +2 on the attack roll.  This can be used in conjunction with the feats combat expertise and power attack.

Focused Mind [Magic Feat]
Your skilled mind is capable of holding more spells, increasing the number that you can memorize.

Benefit:  Select one spell level that you can cast.  From then on, you can memorize one more spell of that level than normal.  Furthermore, concentration is always considered a class skill for you.

Note:  This feat can be taken multiple times.  However, it can only be applied to any particular spell level once.
Improved Focused Attack [Combat Feat]
When making a single attack, spending a great deal of time focusing, your accuracy is astounding.

Prerequisite:  Base attack bonus +10 or higher, focused attack
Benefit:  Using this feat requires a full-round action.  By using the improved focused attack, you make a single attack receiving a +4 on the attack roll.  This can be used in conjunction with the feats combat expertise and power attack.


Gift of Magic [Magic Feat]
You inherit or imprint more spells than normal.

Prerequisite:  Sorcerer, Geomancer, or Nethermancer level 1+
Benefit:  You gain a bonus to the number of spells you inherit or number of spell matrices that you can imprint based upon your intelligence score (bonus spells).  This does not increase the number of times you can cast the spells.

Special:  This does not stack with any other benefit that allows a sorcerer to inherit more spells or a geomancer or nethermancer to imprint more spell matrices.
Improved Non-Lethal Combat
[Combat Feat]
You are adept at dealing non-lethal damage with bludgeoning weapons.
Prerequisite:  Base attack bonus +1 or higher
Benefit:  When wielding a bludgeoning weapon, you can choose to inflict non-lethal damage with no penalty.
Normal:  When attempting to deal non-lethal damage with a weapon you suffer a -4 penalty to attack rolls.

Learned Lesson [Skill Feat]
You are more skilled than most, putting your natural talents toward mastering skills.

Benefit:  When you gain a one-time bonus of 4 skill points.

Note:  This does not affect the maximum number of skill ranks you can put into any one skill.

Magical Bloodline [Regional Feat]
You are gifted with strange magical talents, similar to those of elves in legend.

Region:  any.
Benefit:  Select one (wizard) cantrip.  You can use this cantrip twice per day as a spell-like ability, using your charisma to determine the save DC.  Furthermore, sorcerer becomes a favored class for you and you can become a sorcerer even if you do not have elven heritage. 

Special:  This can only be selected at first level.
Near and Far [Combat Feat]
You have learned that the blade isn’t the only dangerous part of a pike.

Prerequisite:  Weapon focus (pike)
Benefit:  When using a pike you threaten areas within 5 feet, and can attack those areas too.

Normal:  When using a reach weapon you cannot attack foes adjacent to you, nor are those areas considered threatened by you.
Noble Birth [Regional Feat]
You were born to a higher social caste.

Region:  Draconis, Thassalonica
Benefit:  The character receives the social mobility perk for free.

Special:  This can only be selected at first level.
Opportunity Shot [Combat Feat]
You have learned to fire your bow into charging opponents.

Prerequisite:  Combat reflexes
Benefit:  If you are armed with a bow and not in a threatened square you may make attacks of opportunity against any opponent that is running or charging within 30 feet of you.

Pack Attack [Combat Feat]
You work well in groups, working together to take down one opponent at a time.

Prerequisite:  Base attack bonus +1 or higher
Benefit:  If two of your allies flank an opponent and you are in melee range of that opponent, you gain all of the advantages of flanking that opponent.

Normal:  You must be standing on the directly opposing side of an ally to flank an opponent.

Privileged Birth [Regional Feat]
Your family was better off than most.

Region:  Draconis, Trinia
Benefit:  You gain an extra perk at character creation.
Special:  This can only be selected at first level.
Signature Spell [Magic Feat]
You have mastered a single spell to such a degree that casting it is like second nature to you.

Prerequisite:  Spell Mastery
Benefit:  Choose one spell for which you have spell mastery.  You can now spontaneously cast that spell much in the same way a cleric spontaneously casts cure spells (see the PHB).

Skill Mastery [Skill Feat]
You have achieved the pinnacle of mastery in a single skill.

Prerequisite:  Skill focus, 10 ranks or more in the skill that you have skill focus in
Benefit:  You must select skill mastery for a skill in which you meet the prerequisites.  You receive an additional +2 bonus on all skill rolls with that skill.  This bonus stacks with your skill focus bonus.
Skill Specialization [Skill Feat]
You become less limited by your level in your chosen skills.

Prerequisite:  Related ability of 13+ for the skill, character level 5 or higher
Benefit:  Choose one skill.  For the chosen skill, the maximum number of skill ranks that can be put into that skill is increased by +2 if it is a class skill or +1 if it is a cross-class skill.  Thus for class skill the maximum ranks that can be put in is equal to the character’s level +5 (half of this for cross-class).

Normal:  The maximum number of ranks that a character can put into a skill is equal to his level +3 (half for cross-class skills).
Spear and Shield [Combat Feat]
By strapping an aspis to your shoulder, you have learned to fight with a pilum or pike with two hands while defending yourself with the aspis.

Prerequisite:  Base attack bonus +1 or higher, shield proficiency, proficiency with spear
Benefit:  You gain the benefit of wielding a pilum with two hands or you can wield a pike while gaining the AC benefit from an aspis.
Touch Mastery [Magic Feat]
You have learned to be patient with touch attacks and use your skill rather than your strength.

Benefit:  When making melee touch attacks with a spell you may use your associated spell casting modifier (intelligence, wisdom, or charisma) in place of your strength modifier on attack rolls.

Normal:  You add your strength modifier to melee touch attacks.

Trust Fund [Regional Feat]
One of your relatives invested a great deal of money in your name.

Region:  Draconis, Caethage
Benefit:  When the character with this feat spends his perk points; for every point that he puts into the wealth perk, he automatically gains one point of the allowance perk.

Special:  This can only be selected at first level.
Weapon Juggle [Combat Feat]
You have learned to handle your weapons in amazing ways—kicking them from the ground, tossing them in the air, and other acts of agility.

Prerequisite:  Quick draw, agility skill
Benefit:  By making an agility skill check (against the listed DC) you can perform these actions without drawing an attack of opportunity.

	
	Agility DC

	Sheathe a weapon
	10

	Sheathe a weapon as a free action
	15

	Retrieve a weapon from the ground
	15

	Retrieve a weapon from the ground as a free action
	20

	Throw a weapon while in a threatened square
	20


Normal:  These actions draw attacks of opportunity.

Whirlwind Defense [Combat Feat]
Your spinning defense prevents very few openings, even when faced with multiple attackers.

Prerequisite:  Base attack bonus +3 or higher, dexterity 13+
Benefit:  Opponents that flank you gain no bonus to strike you.  This does not prevent rogues from sneak-attacking you, however.

Normal:  Opponents that flank you receive a +2 bonus to hit.

	Chapter III:  Prestige Classes


Assassin

In a society of money and politics, the most unsavory elements of society sometimes rise to the surface.  When the desperate need the depraved that is when assassins make themselves known.


An assassin is a man who will do the unthinkable for money:  murder.  He has no morals, no qualms about his job, and seldom cares if he’s being hired to kill politicians or women and children.

Hit Die:  d6.

Requirements

To qualify to be an assassin, a character must fulfill the following criteria.


Alignment:  Any evil


Base Attack Bonus:  +1


Skills:  Disguise 4 ranks, Stealth 4 ranks

Class Skills:  The class skills of the assassin are Agility (Dex), Athletics (Str), Awareness (Wis), Bluff (Cha), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Intimidate (Cha), Locksmith (Dex), Sleight of Hand (Dex), Stealth (Dex), Streetwise (Cha), and Use Rope (Dex).

Skill Points:  4 + Int mod.
Class Abilities:

Weapon and Armor Proficiency:  Assassins are proficient in all simple weapons, gladius, hatchets, and saps.  They are proficient in light armor, but not in shields or helmets.

Sneak Attack:  This ability functions just like the rogue ability of the same name.  If the assassin gets a sneak attack from another source, the damage stacks.
Poison Use:  Assassins are familiar with using poisons and never risk accidentally poisoning themselves.

Death Attack (Ex):  If a second level assassin can study a victim for three rounds during which time the target must remain unaware of the danger and then execute a successful sneak attack, the attack has the additional effect of being able to paralyze or even kill his victim (assassin’s choice).


To avoid death (or paralysis), the victim must succeed at a fortitude saving throw versus DC 10 + the assassin’s level + the assassin’s intelligence modifier.  Failure means death (or helplessness for 1d6 rounds + 1 round per level of the assassin).


After studying the victim for three rounds, the assassin must launch his attack within three rounds or he must begin studying the victim all over, again.
	Assassin

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+0
	+2
	+2
	Sneak Attack +1d6, Poison Use

	2nd
	+2
	+0
	+3
	+3
	Death Attack, Resistance +2, Uncanny Dodge

	3rd
	+3
	+1
	+3
	+3
	Sneak Attack +2d6

	4th
	+4
	+1
	+4
	+4
	Resistance +4

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


Resistance (Ex):  Due to their frequent handling of poisons, assassins build up a natural immunity to toxins.  At second level they receive a +2 resistance bonus on all saving throws against poison.  At level four this bonus increases to +4.
Uncanny Dodge:  This functions just as the rogue ability of the same name.  If the assassin already has the uncanny dodge class ability, then he gains improved uncanny dodge.

Burglar

A specialist in breaking and entering the burglar is more than simply a thief.  He is an artist and a professional.  A burglar would never stoop to a crude “smash-and-grab” job, as he is an unseen shadow.  He enters, takes what he wants, and is gone with none the wiser.


Hit Die:  d6.

Requirements

To qualify to be a burglar, a character must fulfill the following criteria.


Skills:  Agility 4 ranks, Athletics 4 ranks, Search 4 ranks, Stealth 6 ranks

Class Skills:  The class skills of the burglar are Agility (Dex), Appraise (Int), Athletics (Str), Awareness (Wis), Barter (Cha), Decipher Script (Int), Escape Artist (Dex), Engineering (Int), Locksmith (Dex), Profession (Wis), Search (Int), Sleight of Hand (Dex), Stealth (Dex), Streetwise (Cha), and Use Rope (Dex).


Skill Points:  6 + Int mod.
Class Abilities:

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

Fast Agility (Ex):  A burglar does not suffer penalties for moving at his normal movement rate when using the Agility skill.

Kip Up (Ex):  A burglar can stand from a prone position as a free action that doesn’t draw attacks of opportunity.
	Burglar

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+2
	+0
	Fast Agility, Kip Up, Steady Stance

	2nd
	+1
	+0
	+3
	+0
	Athletic, Slow Fall 20 feet

	3rd
	+2
	+1
	+3
	+1
	Roll with Impact 1/day, Skill Mastery

	4th
	+3
	+1
	+4
	+1
	Evasion, Slow Fall 30 feet

	5th
	+3
	+1
	+4
	+1
	Fast Stealth, Roll with Impact 2/day


Steady Stance (Ex):  A burglar is very stable on his feet and is not considered flat-footed when balancing or climbing.  Furthermore, when struck while balancing or climbing, he can add his class level to all checks to remain balancing or climbing.
Athletic (Ex):  At second level, burglars gain a +2 competence bonus to all athletics checks.

Slow Fall (Ex):  At second level, burglars reduce the effective distance of falls by 20 feet.  This increases to 30 feet at level four.  This is similar to the monk class ability (see the PHB).

Roll with Impact (Ex):  Once per day, when a third level burglar takes damage from a slashing or bludgeoning attack he can attempt to reduce damage by rolling with the attack.  He must make a reflex save with a DC equal to the damage that he would have taken.  If successful, he takes half damage.  This ability is used for the day, even if he fails the saving throw.


This can be used to reduce damage from magical attacks, but only if the damage comes from force or impact.  This is then in addition to a saving throw.  Rolling with impact cannot be used on piercing attacks.


At level five, this can be done twice per day.

Skill Mastery:  Burglars become so familiar with the Athletics and Acrobatics skills that by level three they can take 10 on them regardless of adverse conditions.

Evasion:  At level four burglars receive the evasion class ability.  This is the same as the rogue class ability of the same name.  If the burglar already has the evasion class ability, he receives the improved evasion class ability.
Fast Stealth (Ex):  At level five, burglars suffer no penalty for moving their normal movement rate while attempting to use stealth.  They still suffer the -20 penalty if attempting to run.
Dragoon

Dragoons are the heavily armed elite defenders of Draconis.  They have the best equipment and best training in all of the empire.  However, they are expected to act with proper decorum and be able to interact in a courtly setting.  Dragoons are truly noble warriors.


Hit Die:  d12.
Requirements

To qualify to be a Dragoon, a character must fulfill the following criteria.


Alignment:  Lawful Good, Lawful Neutral, or Neutral Good

Base Attack:  +5

Feats:  Heavy Armor Proficiency, Helmet Proficiency

Skills:  Diplomacy 4 ranks, Tactics 6 ranks


Special:  Must be invited to join the Dragoons

Class Skills:  The class skills of a Dragoon are Athletics (Str), Awareness (Wis), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Lore (nobility) (Int), Profession (Wis), Ride (Dex), Sense Motive (Wis), and Tactics (Int).

Skill Points:  2 + Int mod
	Dragoon

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+0
	+0
	+2
	Best Effort +2

	2nd
	+2
	+0
	+0
	+3
	Gallant +2, Zealous Defense +1

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

	4th
	+4
	+1
	+1
	+4
	Best Effort +4, Gallant +4

	5th
	+5
	+1
	+1
	+4
	Zealous Defense +2


Class Abilities:

Weapon and Armor Proficiency:  Dragoons receive no additional proficiencies.
Best Effort (Ex):  Once per day, the Dragoon 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 fourth level, the luck bonus increases to +4.
Gallant (Ex):  Due to his charming nature and confidence, at second level a Dragoon gains a +2 competence bonus to all charisma-related skill rolls.  Also, the Dragoon and all those within 10 feet of him gain a +2 circumstance bonus to all rolls to resist fear effects.

At level four these bonuses increase to +4.
Zealous Defense (Ex):  At second level, the Dragoon is a champion for the weak.  Whenever acting in the defense of another (game master’s discretion), the Dragoon receives a +1 morale bonus to attack rolls, damage rolls, or armor class (player’s choice).  This bonus can be changed every round as a free action.

At fifth level this bonus increases to +2.

Bonus Feat:  At level three the Dragoon receives a combat feat for free.  This is in addition to all other feats gained due to level.
Gladiator

A gladiator is a combat specialist, familiar with all forms of weaponry.  He has performed in the arenas for the amusement of onlookers against human, humanoid, and animal opponents.

Hit Die:  d12.
Requirements

To qualify to be a gladiator, a character must fulfill the following criteria.


Base Attack:  +4

Feats:  Dodge, Toughness, Martial Weapon Proficiency
	Gladiator

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+2
	+2
	+2
	Weapon Familiarity -3

	2nd
	+2
	+3
	+3
	+3
	Determined Attack, Endurance

	3rd
	+3
	+3
	+3
	+3
	Weapon Familiarity -2, Combat Specialist

	4th
	+4
	+4
	+4
	+4
	Die Hard, Heavy Blow +1d6

	5th
	+5
	+4
	+4
	+4
	Weapon Familiarity -1



Class Skills:  The class skills of a gladiator are Bluff (Cha), Handle Animal (Cha), Intimidate (Cha), Perform (Cha), Ride (Dex), and Tactics (Int).

Skill Points:  2 + Int mod
Class Abilities:

Weapon and Armor Proficiency:  Gladiators are proficient in light armor and helmets.  They gain no additional weapon proficiencies.
Weapon Familiarity:  When using a weapon that the gladiator doesn’t have proficiency, he suffers only a -3 penalty to his attack rolls.  At every odd level this penalty is reduced by 1.

Determined Attack:  At second level a gladiator learns to read the body language of an opponent so as to not be fooled.  He can use his tactics skill in place of sense motive in an opposed roll to avoid being bluffed during combat.

Endurance:  At second level, the gladiator gains the endurance feat for free.  This is in addition to all other feats gained due to level.

Combat Specialist:  At level three, the gladiator receives the combat specialist class ability (see Myrmidon in A Player’s Guide to Dracaena).  If he already has the combat specialist class ability, he gains the combat master class ability.

Die Hard:  At level four the gladiator receives the die hard feat for free.  This is in addition to all other feats gained due to level.

Heavy Blow (Ex):  Performing a heavy blow requires a full-round action.  If successful, the attack deals +1d6 points of damage.  This can only be performed with melee attacks.
Hand of the Brotherhood

The Brotherhood of Order strives to unite magic, mind, and body.  Their students are almost all geomancers, but a few take the strange path of the Hand.   This path focuses on hand-to-hand combat techniques to deliver touch-based spells.

Hit Die:  d8.
Requirements

To qualify to be a Hand of the Brotherhood, a character must fulfill the following criteria.


Feat:  Combat Casting

Spells:  Able to cast level 2 spells

Special:  Must be accepted into the Brotherhood of Order

Class Skills:    The class skills of a Hand of the Brotherhood are Agility (Dex), Athletics (Str), Concentration (Con), Craft (Int), Escape Artist (Dex), Lore (arcana) (Int), Spellcraft (Int), and Survival (Wis).

Skill Points:  2 + Int mod
	Hand of the Brotherhood

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+2
	+2
	Caster, Channeling Touch, Martial Arts

	2nd
	+1
	+0
	+3
	+3
	+1 Spell Caster Level

	3rd
	+2
	+1
	+3
	+3
	Flurry of Blows

	4th
	+3
	+1
	+4
	+4
	+1 Spell Caster Level

	5th
	+3
	+1
	+4
	+4
	Improved Flurry of Blows


Class Abilities:

Weapon and Armor Proficiency:  Hands of the Brotherhood don’t gain proficiency in any weapon or armor.
Caster:  When the character wishes to enter the Hand of the Brotherhood prestige class, he selects one spell casting class (called the base class).  His levels of Hand of the Brotherhood are then added to his base class to determine his effective casting level.


This doesn’t affect the number of spells known, the number of spells the character can cast, nor his metamagic pool.

Channeling Touch (Ex):  A Hand of the Brotherhood has learned to combine his spell casting with his martial skills.  When the Hand succeeds at a melee touch attack to deliver a spell effect, he delivers damage as if he struck his opponent, as well.  The attack is considered part of the spell casting.

Martial Arts:  All Hands of the Brotherhood are trained in the basics of unarmed combat.  They gain the Improved Unarmed Strike and Martial Arts feats at first level.  This is in addition to all other feats gained due to level.

+1 Spell Caster Level:  At level 2 and level 4, the Hand learns new spells as if he had increased a level in his base class.  Thus a fifth level geomancer, second level Hand has as many metamagic points as a sixth level geomancer (and has an effective caster level of 7).

Flurry of Blows (Ex):  At level three the Hand learns to strike with blinding speed.  By spending a full round action, the Hand can make two attacks per round, but they suffer a penalty of -2 to hit.  When attempting a melee touch attack to deliver a spell, he may make two attempts per round, but both suffer a -2 penalty to hit.

Improved Flurry of Blows (Ex):  At level 5, the Hand has become so coordinated and his magical power has become so widespread throughout his body, that he can attempt to cast a touch spell on two separate targets, simultaneously!  Both targets have to be able to be touched, and the Hand has to attempt his flurry of blows.  If both attacks are successful, the spell affects both targets equally.  However, since the spell power is split between two targets, saves against spell effects are at +2.
Harmonic

The harmonic has learned that music, mathematics, and magic all overlap.  And he specializes himself skills in that area of overlap to unify himself with the world around him on a physical and spiritual level.

Hit Die:  d6.
Requirements

To qualify to be a harmonic, a character must fulfill the following criteria.


Skills:  Lore (arcana) 6 ranks, Perform (some musical instrument) 6 ranks

Spells:  Able to cast level 2 arcane spells.

Class Skills:    The class skills of a harmonic are Concentration (Con), Craft (Int), Diplomacy (Cha), Lore (all skills taken individually) (Int), Perform (Cha), Profession (Wis), Speak Language, Spellcraft (Int), and Tinker (Cha)

Skill Points:  4 + Int mod
	Harmonic

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+0
	+0
	+0
	+2
	Caster, Note of Creation

	2nd
	+1
	+0
	+0
	+3
	Chord of Body

	3rd
	+1
	+1
	+1
	+3
	Melody of Life

	4th
	+2
	+1
	+1
	+4
	Refrain of Shadows

	5th
	+2
	+1
	+1
	+4
	Song of Flames


Class Abilities:

Weapon and Armor Proficiency:  Harmonics gain no new weapon or armor proficiencies.
Caster:  When the character wishes to enter the harmonic prestige class, he selects one spell casting class (called the base class).  His levels of harmonic are then added to his base class to determine his effective casting level.


This doesn’t affect the number of spells known, the number of spells the character can cast, nor his metamagic pool.

Spellsongs (Sp):  Harmonics receive what are known as spellsongs.  They must have a specific number of ranks in perform to be able to use each spellsong.  A harmonic can use a number of spellsongs per day equal to 2 + the harmonic’s charisma modifier + the harmonic’s class level.


Spellsongs require full-round actions to perform and the character must have his musical instrument in hand.  The spells created by the spellsong do not require material components or foci.


Spells that are duplicated by spellsongs behave just as if the character cast them (even if he does not know the spell or is not high enough level).

Note of Creation (6 ranks):  When the character plays the Note of Creation, he creates an effect similar to the wizard spell, Major Creation.  However, he uses his perform skill in place of any required crafting skill rolls.

Chord of Body (7 ranks):  By playing the Chord of Body, the harmonic can produce any one of the following spell effects:  Bear’s Endurance, Bull’s Strength, Cat’s Grace, Eagle’s Splendor, Fox’s Cunning, or Owl’s Wisdom.
Melody of Life (8 ranks):  By playing the Melody of Life, the harmonic can produce any one of the following spell effects:  Cure Serious Wounds, Lesser Restoration, Neutralize Poison, Remove Blindness/Deafness, Remove Curse, Remove Disease, or Remove Paralysis.

Refrain of Shadows (9 ranks):  When the harmonic plays the Refrain of Shadows, he can produce the spell Shadow Conjuration.

Song of Flames (10 ranks):  When the harmonic plays the Song of Flames, he can produce the spell Shadow Evocation.
	Hell Hound

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special

	1st
	+1
	+2
	+0
	+2
	Resolve +2

	2nd
	+2
	+3
	+0
	+3
	Pierce Illusions

	3rd
	+3
	+3
	+1
	+3
	Resolve +3

	4th
	+4
	+4
	+1
	+4
	Sunder Charms

	5th
	+5
	+4
	+1
	+4
	Resolve +4


Hell Hound

The empire’s inquisitors, the Hell Hounds hunt down religion and punish those involved.  Given the authority of judge and executioner, Hell Hounds are efficient and effective, if not sometimes a bit brutal.

Though the position has been neglected in the past century, there are still quite a few Hell Hounds.  Currently, they’ve been lying low, waiting for religious followers to become complacent.


Hit Die:  d8.
Requirements

To qualify to be a Hell Hound, a character must fulfill the following criteria.


Alignment:  Any lawful

Base Attack:  +2


Feats:  Iron Will

Skills:  Sense Motive 4 ranks, Streetwise 4 ranks

Class Skills:    The class skills of a Hell Hound are Athletics (Str), Awareness (Wis), Bluff (Cha), Diplomacy (Cha), Disguise (Cha), Intimidate (Cha), Intrigue (Cha), Profession (Wis), Ride (Dex), Search (Int), Sense Motive (Wis), Spellcraft (Int), Stealth (Dex), and Streetwise (Cha).

Skill Points:  4 + Int mod
Class Abilities:

Weapon and Armor Proficiency:  Hell Hounds gain no additional weapon or armor proficiency.
Resolve (Ex):  Due to their resolve to battle against divine agents, Hell Hounds receive +2 to intimidate rolls and all saves against divine spells and the spell-like abilities of outsiders.  At level 3 this bonus increases to +3 and increases again to +4 at level 5.

Pierce Illusions (Su):  When subjected to an illusion, a Hell Hound can immediately save to disbelieve.  The Hell Hound need not interact with the illusion, visual contact is enough.

Sunder Charms (Su):  3/day a Hell Hound can attempt to break a charm effect that is cast on another person.  Sundering a charm is a full-round action that requires a touch and draws an attack of opportunity.  If the Hell Hound uses this power and successfully touches a charmed individual, he immediately rolls a d20 and adds his class level +5 against a target number of 10 + the level of the caster of the charm spell.  If successful, the charm is broken.
Hoplite

Hit Die:  

Requirements

To qualify to be a Hoplite, a character must fulfill the following criteria.


Class Skills:    The class skills of a Hoplite are

Skill Points:  2 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

Master Craftsman

Hit Die:  

Requirements

To qualify to be a master craftsman, a character must fulfill the following criteria.


Class Skills:    The class skills of a master craftsman are

Skill Points:  2 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

Legionnaire

Hit Die:  

Requirements

To qualify to be a legionnaire, a character must fulfill the following criteria.


Class Skills:    The class skills of a legionnaire are

Skill Points:  2 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

Lightfoot

Hit Die:  

Requirements

To qualify to be a lightfoot, a character must fulfill the following criteria.


Class Skills:    The class skills of a lightfoot are

Skill Points:  6 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

Spy

Hit Die:  

Requirements

To qualify to be a spy, a character must fulfill the following criteria.


Class Skills:    The class skills of a spy are

Skill Points:  6 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

Street Tough

Hit Die:  

Requirements

To qualify to be a street tough, a character must fulfill the following criteria.


Class Skills:    The class skills of a street tough are

Skill Points:  2 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

Watch Captain

Hit Die:  

Requirements

To qualify to be a watch captain, a character must fulfill the following criteria.


Class Skills:    The class skills of a watch captain are

Skill Points:  4 + Int mod
Class Abilities:

Weapon and Armor Proficiency:

	Chapter IV:  Equipment Materials and Quality


Alternate Materials

Sometimes a character may wish to have his armor or weapons constructed out of a different material.  This may be for many reasons, as some metals are harder, some are cheaper, and some are lighter.


In addition to the prices listed below, the character will often have to provide the material that he wants his equipment made from.

Ash (Softwood)


Most bows are made from ash.  This gives them the strength and flexibility to fire arrows without splintering.


Making a bow from ash offers no additional benefit or drawback.

Bronze


Bronze is the chief component in metal weapons and heavy armors.  Almost every metal component is bronze as standard.  Thus the statistics given on the weapon and armor table in the Dracaenas main book are for bronze armors.


Crafting with bronze offers no additional benefit or drawback.

Composite Materials


Crafting bows from laminated horn, bone, and wood allows them to be more flexible.  This gives them increased range.


Constructing a bow from composite materials increases the range increment by 10’.  Furthermore, those that fire bows made from composite materials can add up to 2 points of damage from their strength modifier to damage rolls.
Copper


Copper is cheaper than bronze, but it is also significantly softer.  Many poor mercenaries resort to having copper weapons and armor made as they feel that copper equipment is better than no equipment.  

(The following rules replace those found in A Player’s Guide to Dracaena.)


Constructing weapons and armor from copper gives no immediate penalty.  However, since copper is softer than bronze it is subject to critical failure under stress.  For weapons this occurs every time a natural ‘1’ is rolled on an attack roll, for armor a critical failure occurs when an opponent strikes the character with a natural ‘20’, and for tools it occurs when a natural ‘1’ is rolled on the skill roll.


When a copper item suffers a critical failure, it becomes more difficult to use.  Thus its effectiveness is reduced by 1, each time a failure occurs.  That is, weapons suffer a cumulative -1 to hit and damage, armor’s protection is reduced by 1, and damaged tools give a circumstance penalty of -1 to skill rolls involving their use.

To fix a critical stress failure, the appropriate skill must be used (coppersmith, weaponsmith, armorer) and a skill roll must be made with a DC equal to the craft DC of making a new item.  There is no cost, however, and repairs only take 1 hour.
Cotton


Cotton is a basic material for making tunics and subarmalis.  There is no benefit or penalty for using items made from cotton.

Hardwood


Since wood is alive, it helps conduct the flow of magic within the character.  However, wood is not an effective material to construct armor from.  Only lorica segmentata, lorica squamata, and a cuirass can be made from hardwood.


Some artisans do construct metal weapons from Hardwood, mostly as practice weapons, though.


Crafting armor from hardwood reduces the armor bonus by 1 and the weight by 50% and arcane spell failure by 5%.  Constructing weapons from hardwood reduces attack rolls by 1 and damage by 1 and reduces weight by 50%.


Metal weapons and armor made from wood suffer critical stress just like copper equipment (see copper, above).  However, after the third time that the item suffers a critical stress failure it is too broken to repair.

Heartwood


Heartwood is a flexible wood that can be shaped easily but hardens dramatically if left in the sun.  The Dracaenan people trade for Heartwood with the veyans.  Heartwood can be used to make metal and wooden weapons, arrows, galae and heavy armor.


If heartwood isn’t left to dry in the sun, it can be used to make exceptionally resilient bows.


Crafting armor from heartwood reduces the arcane spell failure by 5%.  There is no additional benefit or drawback for crafting weapons from heartwood.


Metal weapons and armor made from wood suffer critical stress just like copper equipment (see copper, above).  However, after the third time that the item suffers a critical stress failure it is too broken to repair.


Bows constructed from heartwood have an increased range increment of 15’.

Iron


Harder than bronze, iron armor holds an edge better and resists damage much more effectively than standard bronze armors.  However, iron is a rare commodity, and few smiths know how to work with it.  Only metal weapons, galae, metal tools, and heavy armors can be made from iron.


Crafting an item from iron gives it a +1 bonus to its effectiveness.  Therefore armor receives 1 extra point of armor bonus, weapons receive +1 to hit and do +1 damage, and tools confer a +1 circumstance bonus when they are used (game master’s discretion).

Leather


Thorachomachus are made from leather as standard.  There is no benefit or penalty for having a thorachomachus made from leather.

Lion Hide


It was discovered that lion’s hide has some magical qualities, making spell casting while wearing a thorachomachus made of lion hide somewhat easier.

Wearing thorachomachus, lorica, or hide armor crafted from lion hide reduces the arcane spell failure by 5%.  Furthermore, because lion hide is so light, hide armor crafted from lion hide is considered light armor and doesn’t reduce the wearer’s movement.
Rhinoceros Hide


Rhinoceros hide is thicker and tougher than standard leather.  Though it is difficult to obtain, those who construct their armor from rhinoceros hide find a significant increase in protection from blows.

Wearing lorica, thorachomachus, or hide armor constructed from rhinoceros hide grants the wearer damage reduction 1/piercing.  This stacks with all other damage reductions.
Silk


Silk is another strange material.  The Dracaenan people have only recently begun using it to construct clothing, and have discovered that magic flows easily through it.  Constructing subarmalis from silk reduces the arcane spell failure of the armor by 5%.  Only a subarmalis can gain the benefit of being constructed from silk.
Silver


Silver, sometimes called “Starmetal,” is a pure substance that permeates the folklore of Dracaenas.  It is believed that silver has increased effects against the supernatural.  Only metal weapons can be constructed from silver.


There is no additional benefit or drawback from constructing a weapon from silver.

Steel


Working with steel is all but unknown in the empire of Dracaenas, but those few who have managed to find a suit of armor or weapon made of steel have one of the greatest treasures known.  Steel is harder than iron and offers unequaled protection and sharpness.  Only metal weapons and galae and heavy armors can be constructed from steel.


Crafting an item from steel gives it a +2 bonus to its effectiveness.  Therefore armor receives 2 extra points of armor bonus, weapons receive +2 to hit and do +2 damage, and tools confer a +2 circumstance bonus when they are used (game master’s discretion).
Note:  All bonuses from constructing equipment from alternate materials are considered non-magical.  Furthermore, they stack with all quality bonuses.
	Material
	Cost
	
	Material
	Cost

	Ash
	Standard
	
	Iron
	+2,500s

	Bronze
	Standard
	
	Leather
	Standard

	Composite
	+200s
	
	Lion Hide
	+1,000s

	Copper
	-25%
	
	Rhino Hide
	+1,500s

	Cotton
	Standard
	
	Silk
	+800s

	Hardwood
	-50%
	
	Silver
	+1,000s

	Heartwood
	+500s
	
	Steel
	+20,000s


Weapon and Item Quality

Just as equipment can be made with alternate materials, it can be crafted to be of higher quality to be more effective.  Sometimes poor quality equipment is found, as well, though, and that is detailed here.

Poor Quality:  Old and worn equipment, broken tools, shoddy workmanship, and rushed labor all produce poor quality equipment.  Poor quality equipment suffers a loss in effectiveness.  Weapons are at -1 to hit and damage, armor offers 1 point less armor bonus, and tools impart a -2 to skill rolls.


Average Quality:  Equipment listed in A Player’s Guide to Dracaena is all average quality.  This is the normal equipment that one purchases at the standard costs.  There is no benefit or drawback for having average quality equipment.


Fine Quality:  Fine quality equipment is a cut above the norm.  Fine quality equipment is fairly uncommon.  It is difficult to make, and thus expensive.  Usually fine equipment is a show of wealth.


Fine armor has its maximum dexterity modifier increased by +1 and its armor check penalty is reduced by 1.  Fine weapons receive a +1 bonus to attack rolls.  Fine tools grant a +1 bonus to skill rolls (game master’s discretion).


Exceptional Quality:  Exceptional quality is truly remarkable.  Most people of Dracaena are lucky to ever see a single exceptional quality item in their lifetime.  

Exceptional weapons receive a +1 bonus to attack and damage rolls.  Exceptional armor gives all the same benefits as fine quality armor, plus the armor bonus is increased by 1.  Exceptional tools grant a +2 bonus to skill rolls (game master’s discretion).

Masterwork Quality:  Only the greatest artisans in Dracaena are capable of forging masterwork equipment.  Masterwork weapons receive a +2 bonus to attack and damage rolls.  Masterwork armor gives all the same benefits as fine quality armor, plus the armor bonus is increased by 2.  Masterwork tools grant a +3 bonus to skill rolls (game master’s discretion).

Legendary Quality:  The pinnacle of craftsmanship, legendary quality equipment survives heroes.  Oftentimes, the renown of the item exceeds the fame of those that carry it.

Legendary weapons receive a +3 bonus to attack and damage rolls.  Legendary armor gains all the benefits of fine quality armor, plus its armor bonus is increased by 3.  Legendary tools grant a +4 bonus to skill rolls (game master’s discretion).
	Quality
	Weapons
	Armor
	Tools

	Poor
	-25%
	-25%
	-25%

	Average
	std
	std
	std

	Fine
	+1,500s
	+750s
	+250s

	Exceptional
	+12,000s
	+6,000s
	+2,000s

	Masterwork
	+43,000s
	+22,000s
	+7,000s

	Legendary
	+95,000s
	+48,000s
	+16,000s


Note:  All of the bonuses from equipment quality are enhancement bonuses and are non-magical.  They do stack with item material bonuses, but do not stack with other enhancement bonuses.
Crafting Equipment
Crafting Equipment from Alternate Materials:  It is a bit harder to craft from materials that the craftsman is not used to working with.  Thus creating equipment from alternate materials increases the DC of the craft check.
	Material
	Craft DC
	
	Material
	Craft DC

	Ash
	std
	
	Iron1
	+2

	Bronze
	std
	
	Leather
	std

	Composite
	+2
	
	Lion Hide
	+2

	Copper
	std
	
	Rhino Hide
	+5

	Cotton
	std
	
	Silk
	+2

	Hardwood
	std
	
	Silver
	std

	Heartwood
	+4
	
	Steel1
	+4


1)  To work with iron and steel, the character must have the craft—blacksmith skill.  He then uses whichever skill is lower, craft—blacksmith or his other relevant craft skill.
Crafting Equipment of High Quality:  To craft an item of higher quality, you have to craft the quality as if it were a separate item in addition to the standard item.  The quality has its own price (listed above) and has a DC (listed below).


Poor quality and average quality items are made using the standard rules.  Poor quality items are seldom intentionally made, instead any craft check that failed by 2 or 1 generates a poor quality item.

	Quality
	Craft DC

	Fine
	20

	Exceptional
	25

	Masterwork
	35

	Legendary
	45
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