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Section 3: Player Character Classes and Kits

Rules Modifications, Clarifications, and Additions

Available Classes and Kits

Warrior Classes and Kits /PHB2 pg.25

The FHB, RHB, and the PaHB are in use.

Wizard Classes and Kits /PHB2 pg.25

The WHB and NeHB (limited) are in use.  School specialization is required whether a single, duel, or multi-classed wizard.  There are no “generalist mages.”
A 1st level wizard’s starting spell book contains an “Apprentice Set” (read magic, detect magic, cantrip, and write) and a “Graduation Set” (one defensive, one offensive, and one miscellaneous spell all from their school).  LUK checks may be used to obtain more spells (DM’s discretion) up to the maximum allowed or until the spell book is filled.

A higher level wizard’s starting spell books have the Graduation and Apprentice Sets (1st level only), plus a number of randomly rolled spells using Table S6-3: Wizard Random Spell Generator (Section 6: Magic) that equal what the caster is able to cast for each level.  LUK checks may be used to obtain more spells (DM’s discretion) up to the maximum allowed per level or until each spell book is filled.

Multi-classed wizards may not cast spells if wearing metallic armor or armor heavier then studded leather or ring mail (both are considered non-metallic for this purpose).  If heavier armor is worn they will be unable to cast due to the restricted movement and the blocked flow of magical energies.

Priest Classes and Kits /PHB2 pg.25

The PrHB and DrHB are in use.  Deity specialization is required whether a single, dual, or multi-classed priest.  There are no “generic clerics.”

Gods

NOTE: The information provided in this section is for the player’s knowledge.  The character’s themselves may not be aware of this information, so their actions should be based on their faith and the doctrines of their organized religions.

The gods of Damiano are listed in three categories: Current Gods, Forgotten Gods, and Cult Gods.

Current Gods: The Current Gods are those that the people of Damiano currently worship, are the most commonly worshiped gods, and have the largest following.

These gods grant their priests the benefits and penalties as specialty priest as listed in FRA (pg.15).  Variant Faiths are available for most of the Current Gods (Section 3, Appendix I: Variant Faiths).

Forgotten Gods: Also known as the “Nypthian Gods” or the “Great Counselors.”  These gods were worshipped before and during the Thricyning Imperium.  Their following has declined heavily over the centuries since the fall of the Thricyning Imperium and they are not commonly worshipped.

Theses gods grant their priests the following:

· Three predetermined major spheres.

· Four of six predetermined minor spheres.

· Shapechange at 7th level once per day as druid into the forms the god is able to appear as.  If the god has multiple forms, then the priest can assume each form once per day.

· Other benefits as determined by the god.

Cult Gods: These are the gods with the least amount of followers.  These include the Ancient God Cults of the Lesser Nypthian Gods, Elemental Cults, Beast Cults, and nearly any other god or theme not represented above. 

Theses gods grant their priests the following:

· The Ancient God Cults of the Lesser Nypthian Gods grant their priests the following:

· One predetermined major sphere.

· Two of four predetermined minor spheres.

· Elemental Cult priest have the benefits and penalties as noted in FRA (pg.36).

· Beast Cults priest have the benefits and penalties as noted in FRA (pg.36).

	DM’s Note:


Below is an example of a Forgotten God and an Ancient God Cult that has already been developed.

The Forgotten Gods

Thoth, God of Wisdom and Scholarship (LN): He is a member of and secretary to the Great Counselors, and historian to the gods.  He is credited by his followers as having invented writing and paper.  He is said to be the patron of scribes and wizards.  Non-human followers of Thoth are often multi-classed as wizards (Diviners).  He appears either as a handsome, slender young man wearing a broad silver necklace and linen kilt, as an ibis, a baboon, or a man with the head of an ibis or a baboon.  The ibis and baboon are sacred to the followers of Thoth.

· Major Spheres: Divination, Numbers, and Thought.

· Minor Spheres: All, Guardian, Healing, Protection, Time, and Wards.

· Bonus NWP(s): Ancient History, Gambling, Paper Making, Reading/ Writing, and Scribe.

· At 7th level, the priest is granted the ability to Shapechange into an ibis and/or baboon once per day each as a druid.

The Cult Gods

Cult of Fari (NE): The Cult of Fari are followers of an Ancient God Cult of the Lesser Nypthian Gods – The 12 Hathors, Goddesses of Prophecy [1].  They can predict the future.  It is said that they appear in the beds of newborn babies and grant them luck, like fairy godmothers.

· Major Sphere: Divination.

· Minor Spheres: All, Healing, Number, and Thought.

NOTES: The 12 Hathors grant other abilities that are not available to the Cult of Fari which is not a “main steam” cult of these goddesses.


Rogue Classes and Kits/PHB2 pg.25

The THB and BdHB are in use.

Culture and Race-Based Classes and Kits/PHB2 pg.25

The CBD, CBE, CBGH, CBH, BbHB, NjHB, GRCS, CPCS, and the VCS are in use.

Racial Level Limitation/PHB2 pg.20 & DMG2 pg.14

The Exceeding Level Limits Optional Rule is in use.  Demi-human and humanoid characters use normal experience points (XP) requirements per level to advance through the bonus levels.  See Table 7: Race-Based Class and Level Limits (Expanded) for allowed classes and standard level limits.  The Slow Advancement Optional Rule is in use.  Demi-human and humanoid characters require triple (x3) the XP requirements per level to advance beyond the standard and/or bonus level limits.

Table 8: Prime Requisite Bonuses

Ability
Additional
Ability
Additional
Ability
Additional

Score
Levels
Score
Levels
Score
Levels

14-15
+1
18
+3
≥19
+4

16-17
+2
Multi-Class/PHB2 pg.44

For level advancement multi-classed characters are treated like single class characters.  This is accomplished by adding the needed XP for both (all) the classes together to find the total needed to advance to the next level.  The XP is not split amongst the classes; each of the classes does not advance in its own.

Dual- or Multi-classed wizards may not cast if wearing metallic armor or armor heavier then studded leather or ring mail (both are considered non-metallic for this purpose).

A Multi-classed character’s standard level limit is based on the average limit for all the character’s classes.  To qualify to exceed that limit the character must have the required scores in all the prime requisites for all classes.

Training

Training is required in order to advance fully to the next level if something is learned (i.e., NWP, WP, thieving skills, spells, and etc.).

Immediately upon reaching the XP required for the next level, the character gains the Hit Points (HPs), saving throw adjustments (if any), and THAC0 adjustments (if any).  He then must train to gain or improve current skills or to gain spells.  If the character does not train they will continue to gain XP but only until they reach one point over what is needed for the next level.  No more XP can be earned until training is completed.  If there is nothing gained other then HPs, saving throw adjustments, and/or THAC0 adjustments then formal training is not needed.

To train, a character may join a guild or other organization that will train them or find a mentor or teacher.  Some classes such as ranger, druid, and ninja must find a mentor.  Upon reaching 10th level all classes can be self-taught, although, they must still take the time to study and train.

Training for single class characters takes one month.  Multi-classed characters require one month per class.  Training costs are based on classification, level, and guild membership.  There are three types of training classifications: Standard (single/duel class), Special (ranger/paladin/bard/ unusual kits), and Advanced (multi-classed).  The table below lists the basic costs:


Training:
Guild Member:
Non-Member:


Standard
500gp
1000gp


Special
750gp
1500gp


Advanced
1000gp
2000gp

Guilds

NOTE: The information on guilds provided in this section is not all inclusive.  The guilds listed below are a small selection of guilds found in the lands of Damiano which some adventurers would likely have an interest in joining.  There are other “adventurer” guilds as well as class guilds, craft guilds, scholarly guilds, labor guilds, professional guilds, and much more.  Warrior guilds are most commonly found with or near town garrisons.  For Priests, their temples are their “guilds.”

Thief’s Guilds

The Black Crows: Established by Baron von Hendricks of the Black Eagle Barony, Grand Duchy of Karameikos.  The Black Crows took their name from the two-head black eagle of Baron von Hendricks’ personal coat-of-arms and the symbol of the Black Eagle Barony.  The members identify themselves to each other by a tattoo of the two-headed eagle of the Black Eagle Barony; however, they attempt to conceal their identities, because the Black Crows are illegal everywhere along their hunting grounds, the Sea of Dread (excl. the Black Eagle Barony).

· Suggested Membership: Buccaneer, Smuggler.

Brotherhood of the Hand: Established by a group of dwarven dungeon delvers and troubleshooters from Rockhome.  The members have no method to identify one another, a member with simply accept your word as truth that you are a member of the guild.  Unlike some other guilds, the Brotherhood is quasi legal and it is accepted in most lands.  This, of course, varies by country and culture.  The guild headquarters is in the city of Akorros, Republic of Darokin.  They may be found throughout the World of Damiano.  Any building with the word “hand” and/or any place with a symbol of a hand displayed could be a guild house, or member.
· Suggested Membership: All.

· Businesses: Insurance, Investigation, Lawyers, and Security (Guards).

· Notes: A temple of Mask may be found in each guild.

Flying Dolphins: The history of the establishment of the Flying Dolphins is unknown.  It has been surmised that the guild was formed when a group of privateers banded together during one of the many wars between the Empire of Thyatis and Empire of Alphetia.  Member of this group see themselves as “Gentlemen Bandits” or “Highwaymen of the Seas.”  They are out for adventure and easy pickings, not a group of cutthroats/murderers.  Because the Flying Dolphins have been declared illegal in most lands, neither the guild houses nor members have any identifying markings.  They use code words, secret handshakes, and secret meeting places (usually pubs or taverns).  They may be found in the waters east of the Empire of Thyatis, off the shores of the Isle of Dawn and the Emirates of Ylaruam.

· Suggested Membership: Buccaneer, Smuggler, and Swashbuckler.

Hŷdan Ān (Hidden Ones): This guild was established by the “Crime Families” of the Republic of Darokin.  Although, the organization is illegal in the lands that it is found, the Hŷdan Ān are hidden in name only.  They are known to exist, but are too powerful and influential to combat openly.  Members are tattooed with the “family” symbol as soon as they pass their initiation test.  The Hŷdan Ān have been found in Republic of Darokin, Grand Duchy of Karameikos, and the Shires, but it is believed that anywhere there is trade, the Hŷdan Ān may be there.

· Suggested Membership: Assassin, Bandit, Burglar, and Cutpurse

· Businesses: Drover’s Guilds (Teamster’s), Dock Worker’s Guilds, brothels (non-Loviator), and casinos (non-Tymora).
Iron Ring: The establishment of the Iron Ring, also known as Iron Ring Slavers (IRS), is unknown.  All attempts to gather information on the IRS have met with failure.  The members of this guild can be identified by three interlocking rings branded into their flesh.  The IRS is illegal, although tolerated in the Empire of Thyatis, Emirates of Ylaruam, and Empire of Alphatia, and has a death sentence in most countries for those found with the brand.  Even so, they are found throughout the World of Damiano.

· Suggested Membership: Assassin, Bandit, Bounty Hunter, Smuggler, and Thug.
Red Skull Legion: The Red Skull Legion (RSL) is known to have been established by Captain Felinis Nero, a notorious pirate who ravaged the seas and raided coastal towns during the Great Race Wars over 1000 years ago.  It is not known for sure where they got their name; however, the token they carry hidden on their person is engraved with a red lacquered winged skull.  Possession of this token is considered proof of membership, and carries a sentence of death on most lands.  Since its founding the organization has expanded inland.  Members may be encountered in the western lands and waters west of the Empire of Thyatis.

· Suggested Membership: Bandit, Buccaneer, and Smuggler.

Wizard’s Guilds

Arcanus Lār: The Arcanus Lār is commonly believed to have been created by the Magic School of Glantri; however, old records show that its roots may be as far back as the Thricyning Imperium.  The Arcanus Lār may be found throughout the World of Damiano and is legal in all countries and cultures, except where wizardry is forbidden.  The guild house may be identified by the Arcanus Lār rune (usually on the door).  Members wear a magical signet ring engraved with the guild’s rune, which contains the member’s identification, standing, rank, and finances on account (1st-2nd level – copper; 3rd-5th – silver; 6th-10th – gold; 11th-20th – platinum, 21st and higher – elven steel; Guild Leader – blacksteel).

· Membership: All Wizards.
· Notes: A temple of Azuth and/or Mystra may be found in each guild.  Each guild has a large library.  The Honor Island School of Wizardry, Kingdom of Ierendi is affiliated with the Arcanus Lar.
Abjurare Schola: The establishment of the Abjurare Schola guild is unknown, shrouded in mystery as so much about the arcane world is.  Although not as common as the Arcanus Lār, the Abjurare Schola may be found in most major cities throughout the World of Damiano and is legal, except where wizardry is forbidden.  Members wear a magical shield-shaped broach worked with the guild’s runic symbol, which contains the member’s identification, and finances on account.

· Membership: Abjurer only.
· Notes: A temple of Azuth, Mystra, or more commonly Helm may be found in each guild.
Conjurare Schola: The Conjurare Schola was established by Itileare Despo, former Court Wizard of the Kingdom of Neo-Nypthia (the area now known as the Emirates of Ylarium).  The Conjurare Schola may be found in most cities and larger towns throughout the World of Damiano and is legal, except where wizardry is forbidden.  Members wear a magical signet ring which is set with a gem that has the guild’s runic symbol embedded at its center.  The ring contains the member’s identification, standing, and finances on account.

· Membership: Conjurer only.
· Notes: A temple of Azuth and/or Mystra may be found in each guild.
Divinus Lār: The Divinus Lār is believed to have been founded by, or evolved from, the Calandian Sages Guild in association with the New Order of the Calandian Monks of Oghma.  The Divinus Lār is a rather rare guild that can be difficult to find.  A guild house can generally be found in or near major cities or national capitals and is legal, except where wizardry is forbidden.  When they are found it is usually near the site of ancient ruins.  Between the Arcanus Lar and the temples of Oghma there are not many resources left for their use so the guild house are always on the look out for resources.  Members in good standing have a protected scroll, which contains the member’s identification, standing, and finances on account.

· Membership: Diviner only.
· Notes: A temple of Azuth, Mystra, or more commonly Oghma may be found in each guild.  Each guild has a large research or historical library.
Elementum Gildi: The guild was established by the Magnus ab Planum Assimulare (a group of the four most powerful and knowledgeable arch-mages in their chosen elemental focus).  The Elementum Gildi may be found in most cities and larger towns throughout the World of Damiano and is legal, except where wizardry is forbidden.  Guild houses may also be found at sites where access to the elemental planes either exists or are easily created (active volcanoes, perpetual whirlpools, and etc.).  Guild houses found in these locations are usually houses focused toward that element.  Members wear a magical signet ring based on their field of focus; each ring has a clear gem-like crystal containing a living sample of their element.  The rings contain the members identification and finances on account (Generalist – ever changing elements; Air – swirling air; Earth – rolling rock; Fire – flickering flame; Water – miniature whirlpool; Guild Master – four part crystal with each element).
· Membership: Elementalist and/or Aeromancer, Geomancer, Hydromancer, Pyromancer only.

· Notes: A temple of Azuth and/or Mystra may be found in most guilds.  In some guild houses where the master has focused the guild toward a particular element, temples of Eldath, Umberlee, or elemental cults may be found.
Illusio Gildi: The Illusion Gildi was established by Talmor “the Shadow Wizard.”  It is believed that Talmor had a shady connection with another non-wizard guild which allowed him to find the forming of the Illusio Gildi, but that information has never been substantiated.  Although not as common as other guilds, the Illusio Gildi may be found in most cities throughout the World of Damiano and is legal, except where wizardry is forbidden.  Members wear a plain-looking magical polished copper ring, which contains the member’s identification, standing, and finances on account.

· Membership: Illusionist only.

· Notes: A temple of Azuth, Mystra, Leira, and/or Mask may be found in most guilds. 

Invoquer Hūs: The Invoquer Hūs, commonly call the War House, was established by Lord Rolnier Jymton, former student of Honor Island School of Wizardry, Kingdom of Ierendi, after he was expelled for dueling with wands and killing two other students.  The Invoquer Hūs may be found throughout the World of Damiano and is legal in all countries and cultures, except where wizardry is forbidden.  The guild house will most commonly be found in or near city or town garrison barracks.  Members carry a magical (+1) dagger, which contains the member’s identification, ranking, battles fought, and finances on account.
· Membership: Invoker only.

· Notes: A temple of Azuth, Mystra, and/or Tempus may be found in most guilds. 

Nekros Lār: The establishment of the Nekros Lār is unknown, either by circumstance or choice considering the possible choices for founder.  According to the other guilds and most wizards, “This guild does not and has never existed.”  Since the guild would be considered illegal in most lands, except where clerical magic is forbidden and has been replaced by White Necromantic healers, it is very difficult to locate a guild house.  A member of this guild carries no identification.  He is instructed on how to find a guild house, and all who enter there are taken at their word that they are members.  Most members are either Grey or White Necromancers, since those that practice the “black arts” tend to keep to themselves.

· Membership: Necromancer only.

· Notes: A temple of Azuth, Mystra, and/or Myrkul may be found in most guilds.  It may be possible to find temples of Cyric or Bhaal as well. 

Singan Incantare: Aduun Gunal, a Deorc (Drow) Ælf who turned his back on his own people’s ways and move to the surface, established The Singan Incantare guild.  The Singan Incantare is a rare guild found mostly in or near elven lands or communities.  The guild is legal in all countries and cultures it is found, except where wizardry is forbidden.  Members wear a magical elven steel signet ring, which contains their identification and finances on account.

· Membership: Enchanter only.
· Notes: A temple of Azuth and/or Mystra may be found in each guild.
Tēle Sendan Hūs: The Tēle Sendan Hūs is a new guild recently established by Scotty of the Red Robe.  The guild is rare and hard to find, not only due to its recent establishment, but also by choice.  If the guild houses were publicly known, they would be barraged with requests and demands from powerful generals who want to move their armies to rich merchants who want to move their goods.  Although this would allow the guild to become powerful and wealthy, this also could place the guild houses in difficult or dangerous situations.  Individual members are free to hire out their personal services as they wish.  The guild houses can be found in major cities and capitols, and is legal in all countries and cultures it is found, except where wizardry is forbidden.  Members wear a magical signet ring, which contains the member’s identification, standing, and finances on account.

· Membership: Transferer only.
· Notes: A temple of Azuth and/or Mystra may be found in each guild.
Transmutare Schola: The Transmutare Schola is believed to have been founded by the Magic School of Glantri.  Although not as common as the Arcanus Lār, the Transmutare Schola may be found in most cities throughout the World of Damiano and is legal, except where wizardry is forbidden.  Members wear a magical signet ring, which contains the members identification, standing, and finances on account (1st-2nd level – copper; 3rd-5th – silver; 6th-10th – gold; 11th-20th – platinum, 21st and up – elven steel; Guild Leader – blacksteel).

· Membership: Transmuter only.
· Notes: A temple of Azuth and/or Mystra may be found in each guild.  Each guild has a large library.
New Classes

New Wizard Classes (Schools)

The school of Apportation
Dragon #220 pg.28
It has recently been demonstrated that the mechanism underlying such spells as fly and blink is fundamentally different from the mechanism underlying other alteration spells.  To wit, the mage Falcor has shown that simple movement is an essential process, just like alteration or conjuration, and can be used to create spells.  Since magical movement is called “apportation,” Falcor proposed that a new school of magic – the School of Apportation – had been discovered hiding among the Alteration spells.  Skeptics among the transmuter’s guild were quickly silenced by Falcor’s successful transfer of the color green from a blade of grass to a cat.  Although some illusionists offered to duplicate the feat, the point was made, and many apprentices flocked to Falcor’s laboratory to study this new form of magic.

Name of Specialist: Transfuser

Type of Magic: Movement

Type of Effect: Spells of this school enable the caster to channel magical energy in such a way as to move a thing from one known location to another.  The thing being moved can be a person, an object, or even an attribute, such as weight or knowledge.
Allowed Races: Human and Half-Elf

Ability Requirements: Keen intuition is necessary to separate that which must be moved from that which must stay behind and the ability to maintain a clear mental image of locations requires above average will-power requiring a minimum 15 WIS.

Opposition School(s): Abjuration, Conjuration/ Summoning, and Elementalism

Spells: See Table S6-1d: Apportation Spell List.

Ethos: Befitting someone who can summon a drink from across the room or magically fly across a muddy road, the typical transfuser is a rather pudgy individual.  Fetching and carrying is for others, with the result that transfusers are often lazy and out-of-shape.  This is not to say that transfusers never leave the lab –on the contrary, their easy access to rapid transit spells permits a wandering lifestyle, especially at higher levels.  A transfuser is never happier than when “flying south for the winter” or “popping out to the lodge for a few days.”  A side effect of all this travel is the more cosmopolitan attitude of a transfuser, compared to his earthbound kin.  Exposure to many different locales and types of people teaches the transfuser tolerance and diplomacy.

A second characteristic of the apportation specialist flows from the nature of his studies.  The transfuser does not create, conjure, or alter – instead, he moves something from Point A to Point B.  No particular alignment is favored by this school (good transfusers are conservationists, evil ones keep moving a lot), but a regard for the consequences of their actions is built in, resulting in very few chaotic transfusers.
· Transfusers receive a bonus of +15% when learning spells from their school and a penalty of -15% when learning spells from other schools.

· A Transfuser may memorize one extra spell per level, providing that at least one of the memorized spells is from the Apportation School.

· Because specialists have an enhanced understanding of spells within their school, they receive a +1 bonus when making saving throws against those spells when cast by other wizards.  Likewise, other characters suffer a -1 penalty when making saving throws against a specialist casting spells within his school. 

· When a transfuser reaches 17th level, he rolls twice for inaccuracy when casting any teleport spell (such as teleport object or teleport other) and takes the best result.

· When a transfuser reaches 20th level, he gains the ability to cast a special form of proof from teleportation (FRA Pg.50), in addition to his other memorized spells.  This requires no verbal, somatic, or material components, and has a casting time of 1 segment.  The spell safeguards a 20-yard-radius area from all teleportation magic; no one can either enter or leave the area via any form of apportation.  The area of effect is centered on the caster and moves with him and lasts for two hours (or until dispelled or voluntarily dropped).

The School of Elementalism
DM Addition

The elemental wizard is a new variety of specialist mage beginning to appear throughout the lands.  These wizards scorn the "accepted" theories of magical classification (the rigid school structure) in favor of a holistic, natural understanding of magic.  The result is elementalism.
For the Elementalist there are two forms of specialization.  Generalist Specialization, which simply means that he can cast form all the elemental spells equally, regardless of element sphere.  And Focused Elementalist, which means that the wizard concentrates on one element or para-element to the exclusion of another.
Name of Specialist: Elementalist or Aeromancer, Geomancer, Hydromancer, Pyromancer

Type of Magic: Creation

Type of Effect: Creates, summons, controls, and transforms material or creatures of the four natural elements and various para-elements (Air, water, fire, earth and para-elements).

Allowed Races: Human, Half-Elf, Elf, and Gnome

Ability Requirements: Minimum 15 CON

Opposition School(s): See Below

Spells: See Table S6-1f: Elementalism Spell List.

Ethos: Optional

Generalist Specialization
· Generalists receive a bonus of +15% when learning spells from their school and a penalty of -15% when learning spells from other schools.

· An Elementalist (concentrated or generalist) may memorize one extra spell per level, providing that at least one of the memorized spells is from his element of specialty.

· Because specialists have an enhanced understanding of spells within their school, they receive a +1 bonus when making saving throws against those spells when cast by other wizards.  Likewise, other characters suffer a -1 penalty when making saving throws against a specialist casting spells within his school. 

· When an Elementalist (generalist or concentrated) attempts to create a new spell relating to his specialty element, the DM should count the new spell as one level less (for determining difficulty).

· Oppositional Schools are Alteration, Apportation, Greater Divination, and Invocation/Evocation.

Focused Specialization
· Focused Elementalists receive a bonus of +25% when attempting to learn spells of their element and a bonus of +15% when learning other elemental spells.  They suffer a penalty of -25% when trying to learn spells that do not relate to the elements.

· An Elementalist (generalist or focused) may memorize one extra spell per level, providing that at least one of the memorized spells is from his element of specialty.

· Because focused Elementalists have an enhanced understanding of spells within their element, they receive a +2 bonus when making saving throws against those spells.  Other creatures suffer a -2 penalty when making saving throws against an Elementalist casting spells from his specialty.

· Once per day, a focused Elementalist may choose to cast one memorized spell from his element of specialty as if he were 1d4 levels higher.  He must declare his decision to do this immediately prior to casting the spell.  This affects range, duration, area of effect, and damage; it does not allow the wizard to cast a spell from a level which he normally could not use.

· When an Elementalist (generalist or focused) attempts to create a new spell relating to his specialty element, the DM should count the new spell as one level less (for determining difficulty).

· Upon reaching 15th level, a focused Elementalist does not need to concentrate when controlling elementals of his specialty element summoned by the 5th-level spell conjure elemental.  The normal 5% chance of the elemental turning upon its summoner remains in effect.

· At 20th level, there is no chance of a summoned elemental turning upon a focused Elementalist if the creature is of the wizard's specialty element.

· Damage to a focused Elementalists from spells based on their element of concentration is decreased by 1 hp per die of damage.
· Focused Oppositional Schools (in addition to the list above):
· Elemental Air ≠ Elemental Earth

· Elemental Fire ≠ Elemental Water

· Para-Elemental Ice ≠ Elemental Fire & Elemental Earth

Ice Elementalist/DRGN229 pg.41
The Frost Wizard is a rare kind of elementalist mage, one who specializes in a mixture of two schools of elemental magic, air and water, which he uses to create spells of ice, frost, and cold.  Until recently, ice magic was not really a specialty.  There were shamans among the Nordic or Viking-like peoples who possessed some skill with it, but they were few and far between.  Now mages calling themselves Frost Wizards, with skills equal to those of other elementalists, have begun making their way through the northern lands.  Their school is rather limited, making frost mages careful about how they operate.  It should come as no surprise that the northlands are where the school is strongest.

Frost wizards’ school of magic has only recently risen from its primitive origins; frost wizards are limited in their choice of cold-based spells.  They have the unfortunate distinction of having an even more limited range of spells than necromancers.

Suggested Kits: Anagakok, Amazon Sorceress, Militant Wizard, Savage Wizard, Witch, Wu Jen.

New Kits

NOTE: For a comprehensive list of kits see Table S3-1: Player Character Kits at the end of this section.

New warror kits

Assassin (Fighter)
Dragon #172 Pg.74
While “assassin” is a general term for people of all classes who kill for pay, here it describes a particular type of hired fighter.  An assassin may work freelance or belong to an assassins’ guild.

Role: Assassins are paid killers.  They care nothing about fair play or honorable combat, wishing only to carry out their contracts in the safest and most secret ways possible.  Fighter assassins rely more on brute force than thief assassins, and the handiwork of the former is more evident as deliberate murder – which serves as a warning to other potential victims.  While some assassins are dedicated to evil, others are just cynical or mercenary (neutral); a few might see their work as a necessary evil for a greater cause, particularly if they slay only evil-aligned beings.  The assassin’s goal is to remain unknown and unseen, a feared agent of his guild.

Kit Requirements: A minimum of 12 STR, 12 DEX, and 11 INT.  He must be of any non-good alignment.

Weapon proficiencies: The assassin can use any weapon, though many prefer small stabbing weapons that are used with one hand (particularly the dagger and short sword, but not the bastard sword or spear) and small, piercing missile weapons (e.g., a hand crossbow or short bow, or thrown daggers, shuriken, etc.).  Assassins can specialize but only with a melee weapon, as restricted earlier; such favored weapons are frequently seen and serve as “trademarks” for a particular assassin’s style.

Nonweapon proficiencies: Assassins may choose proficiencies from the general, warrior, or rogue lists, all at the listed costs (i.e., rogue skills are not doubled in cost).  However, he cannot learn agricultural or wilderness skills.

· Required: Disguise, Trailing.

· Recommended: Alertness, Blind-Fighting, Herbalism, Information Gathering, Land-Based Riding, Observation, Tightrope Walking, Tracking, Tumbling, Voice Mimicry.

Armor/Equipment: Assassins prefer to wear only leather armor. If they wear any heavier type of armor, they are unable to use their special benefits. Different types of deadly devices and unusual weapons are used by assassins, and fighter assassins might be trap or weapon collectors. In general, see the THB, chapter 5, for details on items that fighter assassins might be allowed to use.  Poison is also widely used because of its rapid killing power; see the THB, Ch.7, for details.

Special benefits: The fighter assassin is able to move silently as a thief of equal level (use Table 19 in the DMG2, pg.23; DEX and racial bonuses apply).  If an assassin surprises an opponent, is not himself surprised, has a melee weapon in hand, and is within melee range, the assassin can automatically hit his opponent once and do double damage; this is in addition to his normal attack.  This ability works only against humanoid-shaped creatures of small or medium size, and it assumes that the assassin does not require a magical weapon of greater power than he has in hand to hurt the target.

Special hindrances: The assassin’s main drawback is the unlawfulness of his trade.  If found out as an assassin and captured he can expect no mercy from the law.  If an assassin is identified but not captured, a bounty of 10x1d100gp will be placed on his head.
Wealth options: The assassin receives the normal 5d4x10gp.
Race: Humans, half-elves, and half-orcs may be assassins.

Black Arrow (Ranger)
Dragon #230 pg.19
The Black Arrow dragonslayer believes that the best way to kill a dragon is from a distance.  He is a master marksman, able to bring a dragon down with a well-placed shot.

Role: These archers wait for a dragon to come within bow-range, then shoot at its most vulnerable point.

Kit Requirements: As a ranger, DM’s Approval.
Weapon Proficiencies:

· Bonus: One additional slot in any bow.

· Recommended: Specialization in a bow, plus normal proficiency in the lance, two-handed sword, pike.

Nonweapon Proficiencies:
· Bonus: Bowyer.

· Recommended: Dragon lore, tracking.

Armor/Equipment: Long bow or heavy crossbow.

Special Benefits: A black arrow can make a called shot against a flying dragon’s wing joints, forcing the dragon to glide and land, usually within a mile or two of the battlefield, upon a successful attack.  The attack roll is made normally, without the usual called shot penalties, because of the black arrow’s knowledge of dragon anatomy and his ability to track the wing during a glide or dive, rather than when the wing is moving.  Sometimes, of course, injuring a wing brings an enraged dragon down in a sharp dive directly at the attacker.

Once per day, a black arrow may search for weakness while observing a dragon.  If the black arrow passes an INT ability check with a -3 penalty, he finds a weakness in the dragon’s armor, some little crack or missing scale where an arrow or crossbow bolt can have maximum effect.  If he finds one, all successful hits inflict double damage, including a doubling of his STR bonus (magical and specialization bonuses are not doubled).

At 9th level, a black arrow can craft one arrow or bolt of dragon-slaying.  Each time he gains a level thereafter; he can craft one more such arrow or bolt.

Special Hindrances: Black arrows spend so much time training with missile weapons that they suffer a -1 penalty to all attack rolls with hurled or melee weapons.  Also, like most rangers, they rarely wear armor heavier than chain mail, as these interfere with their aim.

In addition, not every dragon has a weak spot.  Some elder wyrms are plated literally inches deep in scales, gems, and metal.  If the INT check fails, the black arrow must attack normally.

Finally, a black arrow may never attack to subdue a dragon.

Wealth Options: Black arrows start with 3d6x10gp but automatically begin the game with a special bow of their choice, which allows them to add their STR bonus to damage to attack rolls.
Distinctive Appearance: Like all rangers, black arrows travel light, typically wearing studded leather armor, an open-faced helm, carrying a bow.

Blade Master (Fighter)
By Eleanor W.

The Blade Master is a warrior who has dedicated his early training and life to a strict regiment focused around the mastery of one weapon, usually a sword, and personal martial arts seeks the perfect blend of wielder and weapon.  The blade master is an individual of very singular concentration, rare physical coordination, and at least athletic musculature.  Generally a blade master is from an older, aggressive/warrior culture.  The weapon limits are based on this assumption, so the DM may wish to change the weapons if the culture is different.

Role: The blade master is highly respected by any other type of warrior, as well as by the general populace.  But is no higher socially than any other type of soldier or warrior

Kit Requirements: A minimum of 12 STR, 15 DEX, and 11 WIS.  He must be of lawful alignment, although he can be good, neutral, or evil.

Weapon proficiencies: When a blade master character is first created, he must choose the melee weapon he wishes to master (1 WP slot) – His initial options may be limited by culture or other factors, but a single sword is the most common type chosen – becoming proficient with that weapon, but not specialized.  The blade master must also become proficient in a specialized weapons-based martial art – modified Kobu-justu (1 WP slot).

His remaining WP slots must be spent on skills that compliment the preferred weapon such as special maneuvers, fighting styles, and WPs that may be used with the preferred weapon (blind fighting, close quarter fighting, etc.)

The blade master is granted a bonus WP slot for specialization in his preferred weapon.  The Blade Master is the ONLY instance where martial arts and weapon specialization may be used together.

Nonweapon proficiencies:
· Bonus: Weaponsmithing (weapon of mastery only).

· Recommended: Special maneuvers, Alertness, and Endurance.

Armor/Equipment: A blade master does not have to buy a weapon of mastery when he begins play; it is assumed he already has one.  Also, a blade master may not wear armor, as it shows a lack of confidence in his fighting ability and decreases his martial arts abilities.

Special benefits: Being the master of a certain weapon grants several advantages when using his weapon of mastery.

· Due to his blocking and parrying skill, the blade master subtracts two from his armor class (this is in addition to the martial arts modifier).

· The blade master’s attack and damage rolls increase by +1 for every three levels attained, to a maximum of +5 (this is in addition to Specialization).

· His initiative drops by one for every four levels he attains, down to -3 (this is in addition to High Mastery).

· The blade master can choose to automatically cause maximum damage with a single attack.  The player must announce he is using this ability prior to making his attack roll.  If he does hit, the weapon automatically causes maximum damage, plus any other damage bonuses.  This ability can be used a number of times per day equal to his level.  However, this option reduces his number of attacks to one.

Special hindrances: The blade master may never become proficient in any other weapon or martial art.  If he fights with a weapon other than his weapon of mastery, he gains only one-half of the experience points from the encounter(s).

Wealth options: The blade master receives the normal 5d4x10gp.
Race: Any race with the appropriate cultural background can choose this kit, but it is least suited to halflings, gnomes, and most humanoids.

Bushi (Oriental Fighter)

The bushi is a warrior from an oriental culture similar to that of medieval Japan.  Bushi are not from the same noble caste as the samurai, representing instead the common fighters, the men of low birth who wish to lead the life of a warrior.  As the samurai is the equivalent of the mounted knight of the European world, so the bushi represents the common foot soldier, the mercenary, the bandit, and practically every other low-born warrior but the barbarian. Because the more powerful and wealthy lords have their own samurai retainers, the majority of bushi wander from village to village, seeking work from peasants and merchants.  The pay is usually poor but provides the bushi with the basics of food and shelter.

Role: The bushi can add a hint of the mysterious East to a non-Oriental campaign.  In his constant wanderings, the bushi might find his way to non-Oriental lands.  Maybe the bushi has left his homeland in shame.  A bushi who turned criminal and was exiled is another example of an Oriental warrior who may have come to a western-style campaign.

Kit Requirements: A minimum of 9 STR, 8 CON, and 8 DEX.

Weapon proficiencies:
· Required: none.

· Recommended: battle axe, dagger, halberd, hand axe, javelin, long sword, mace, pike, short sword, spear, tetsubo, trident, two-handed sword.

Nonweapon proficiencies:
· Bonus: Armorer, then either Weaponsmithing or Bowyer (player’s choice).

· Recommended: Appraising (two slots, from the rogue group), Direction sense, Endurance, Gaming, Set snares, Survival.

Armor/Equipment: Typically poor, bushi have become masters at finding “loose” equipment, as well as modifying pieces of cast off junk to fit another need.  They have a base 20% chance to find a common piece of equipment or a workable substitute in any village. This chance can be increased to as much as 90% in a large city (at the DM’s discretion). Finding the equipment, however, is not the same as obtaining it.  Often some sort of payment is due, whether it is half the item’s normal price in coin or trade, or some kind of menial service for the owner in exchange.

Special benefits: Like the samurai, the bushi also possesses the ability to focus internal energy. In the bushi’s case, by shouting a fierce kiai (battle yell), he can temporarily raise his effective level by two.  He gains the hit points, fighting ability, and saving throws of a fighter two levels higher for one full turn.  All lost hit points are first taken from the temporary ones, without harming the character.  Subsequent wounds cause normal damage.  This ability can be used once per day.

Special hindrances: Bushi, as a rule, have a hard time finding and keeping money.  Both the player and the DM should keep this in mind while playing, and endeavor to keep the bushi in a constant state of poverty, at least at lower levels.  Thieves may single out the bushi as a target, the poor warrior might be overcharged for services and equipment, or his aged backpack might sprout a hole in the bottom.

Wealth options: The bushi starts the game with 4d4 x 10gp, but must spend all but 5gp before play begins.
Races: A bushi can be of any race, although it is hard to visualize carefree elves or gold-hungry dwarves in this constantly poor and struggling kit.

Dragonslayer (Fighter)
Dragon #230 pg.19
Dragonslayers are fanatical enemies of all dragonkind, often as the result of some tragic incident in their past.  They are members of the “Dragon Garde” of the Kingdom of Alfhiem who guard Dragontree.

Role: The dragonslayer is often a knight errant or a specialized mercenary; he is excellent as a lone NPC who may seek PC help for “the big one.”

Kit Requirements: As a fighter, DM’s Approval.
Weapon Proficiencies: The kit’s recommended proficiencies are Lance, crossbow, two-handed sword, pike.

Nonweapon Proficiencies:

· Bonus: Dragon lore. 

· Recommended: Animal trainer, blacksmith, armorer, riding, land-based.

Armor/Equipment: Field plate armor, body shield, jousting shield, large warhorse.

Special Benefits: Dragonslayers know their foe and gain benefits accordingly. Whenever attacking a dragon with a melee weapon, the dragonslayer’s STR and magical bonuses are doubled for both attack and damage rolls.  These benefits apply only to dragons in their true form, not to those who have assumed human or other shape.  Furthermore, their fanaticism makes it possible for dragonslayers to fight their foe on even terms.

Dragonslayers can issue a mortal challenge to any dragon simply by bellowing their threats to the sky; the dragonslayer must fight alone for the challenge to work.  Magic resistance provides the dragon with no protection; if it fails a saving throw vs. death magic, it must land and engage the dragonslayer on the ground.  However, cowardly dragons may still choose to fight their foes on home terrain; a dragon that fails its saving throw against a mortal challenge may still retreat to fight in its lair.

Finally, dragonslayers suffer less damage from dragon’s breath weapons, both because they can anticipate the moment when a dragon chooses to use one and because they know the best countermeasures to avoid harm from each one (grounding, wetting clothes, holding one’s breath, and so on).  On a successful saving throw vs. dragon breath, dragonslayers suffer only one quarter damage.  Even a failed result means only one-half damage to these warriors.

Special Hindrances: Dragonslayers tend to have short lives, since they are often hunted by dragons whose eggs or young they destroyed.  They are sometimes considered soldiers of ill omen, since when they fail, a dragon’s wrath often falls on the nearest village or town.  They suffer a -2 modifier to all reaction checks because of the air of gloomy, unbending fanaticism that surrounds them.

In addition, a dragonslayers’ squires and companions are magically affected by the dragonslayer’s aura.  If they enter combat with a dragon at the dragonslayer’s side, they suffer a -2 penalty to AC for the duration of the combat, as the dragon furiously seeks to knock them aside to concentrate on its primary foe — the dragonslayer.  For this reason, most dragonslayers work alone.

A dragonslayer may never attack to subdue nor work with those who do.  He is obliged to meet any attempt to do so with force.  Showing mercy to a dragon under any circumstances results in the loss of all kit bonuses and makes the former dragonslayer an ordinary fighter again.  Good-aligned dragons are no exception to this rule.

Wealth Options: Dragonslayers begin the game with 4d6 x 10gp, as they are usually supported by a town or patron for their first dragonslaying efforts.  They are expected to spend all their money and effort hunting dragons, and any funds not spent on equipment are lost.

Distinctive Appearance: Charred, scarred, and marred.

Roleplaying Note: Code of the Dragonslayers

The Dragon Garde and similar institutions have special codes of behavior governing the manner in which dragons are to be slain.  While the particulars may vary, the following four points are central to all such codes.

Challenge your foe to honorable combat: Dragonslayers don’t skulk around hoping to backstab a dragon.  They shout out their defiance for all to hear and thus summon the dragon to combat on the ground.

Allow no innocent to suffer for your glory: Never use sentient creatures as bait for dragons — the risk to the innocent is too great.  Glory won through the death or suffering of others is no glory at all.  Only a clean kill is worthy of immortality in song and story.  The aspect of the code distinguishes honorable dragonslayers from barbarians and scoundrels out for quick glory.

Accept no quarter: Dragons are wily, clever talkers; never be drawn into conversation with them.  Never believe their stories of being enchanted princes, their claims about their enslavement by evil wizards, or other obvious lies.  Even if a dragon begs for mercy or offers years of faithful service, keep fighting.  Dragons that refuse to put up a fight are beneath the notice of a true dragonslayer, who must kill them out of hand.  Remember that no dragon is a true pacifist; they are voracious carnivores and often kill merely for sport.  Showing mercy to a dragon condemns innocent humans to death.  Never forget that dragons will promise anything to save themselves, and then they break their oaths as quickly as they make them.

Treat a fallen foe with dignity: Never hack up a dragon’s body for meat or trophies.  Take a token to prove its death, but don’t stoop to its level and desecrate the body.  Any foe worth challenging to a death match is worthy of respect once it is slain (this does not apply to dragon eggs, which most crush preventing the creation of another generation of draconic horrors).
Kensai (Oriental Fighter)

Kensai, or “sword saint,” is the name some oriental cultures have given to a warrior whose life goal is the complete mastery of a particular weapon, usually the sword. The kensai seeks the perfect blend of wielder and weapon, a harmonious balance possible only through constant study and practice with a body and spirit purified by clean living and challenge.  The kensai welcomes any ordeal that will enhance this proficiency.

Role: Kensai are highly respected by any other type of warrior, as well as by the general populace.  High-level kensai are always in demand as teachers.  Kensai are often approached by poor villagers who are too lowly for a mighty samurai to notice and lack even the limited funds to hire a bushi, to beg for assistance in ending a threat to their homes.  As kensai welcome combat, they usually respond positively to these requests.

Kensai typically belong in an Oriental campaign, but several reasons can be created for their inclusion in a western-type campaign. Perhaps a kensai has traveled to a new land to learn how the natives use a weapon similar to his chosen one, or maybe he is chasing a criminal or monster at the request of peasants.

Kit Requirements: A minimum of 12 STR, 14 WIS, and 14 DEX.  He must be of lawful alignment, although he can be good, neutral, or evil.

Weapon proficiencies: When a kensai character is first created, he must choose the weapon he wishes to master.  He automatically becomes proficient with that weapon, but not specialized.  Weapon slots can then be filled as usual.

Nonweapon proficiencies:
· Bonus: Weaponsmithing (weapon of mastery only).

· Recommended: Artistic ability, Blind-fighting, Endurance.

Armor/Equipment: A kensai does not have to buy a weapon of mastery when he begins play; it is assumed he already has one.  Also, a kensai cannot wear armor, as it shows a lack of confidence in his fighting ability.

Special benefits: Being the master of a certain weapon gives the kensai several advantages when using that weapon.  First, due to his blocking and parrying skill, the kensai subtracts two from his armor class.  Second, the kensai’s attack and damage rolls increase by +1 for every three levels attained, to a maximum of +5.  Also, his initiative drops by one for every four levels he attains, down to -3.  Finally, the kensai can choose to automatically cause maximum damage with a single attack.  The player must announce the kensai is using this ability prior to making his attack roll.  If he does hit, the weapon automatically causes maximum damage, plus any other damage bonuses the kensai has.  The kensai can use this ability a number of times per day equal to his level.

Note: that all of the above abilities are usable only when the kensai is using his weapon of mastery; otherwise, he attacks as a fighter of his usual level.

Special hindrances: A kensai can never use a magical weapon of the type he has chosen to master, since doing so is not a true measure of his skill.  If a kensai fights with a weapon other than his weapon of mastery, he gains only one-half of the experience points from the encounter.

Wealth options: The kensai starts the game with the usual 5d4 x 10gp.

Races: Any race can become a kensai, although the majority of demi-human kensai will be elves and half-elves.

Marksman (Fighter)
DM Addition
A Marksman is highly skilled with firearms.  He has spent the majority of his youth training as a gunsmith, and has had regular practice with his firearm.  He is skilled in rapid loading and expert at inflicting the most damage possible with his weapon.  Whether the target can only be reached by firing through high winds or is totally concealed, the Marksman is confident of her ability to make the shot.  Exuding confidence in his abilities, he tends to disdain those who resort to hand-to-hand combat.

Role: Marksmen form either part of a musketeer unit or make their living shooting for prize money at fairs.  When in battle, a Marksman's targets are enemy officers, wizards, and clerics, to prevent them from coordinating attacks or casting spells.  His skill with a firearm is highly where firearms are in use.

Kit Requirements: As a fighter.

Weapon Proficiencies: A Marksman must become a specialist with a firearm.  The character has a supply of perfectly molded balls and high quality Gond powder (+1 to misfire result, x2 cost) or magic powder.

· Bonus: Two WP slots for proficiency and expertise with a firearm.

· Recommended: Continued specialization with primary weapon and a proficiency with another type of firearm.

Nonweapon Proficiencies:
· Bonus: Artistic Ability, Gunsmithing, Endurance.

· Recommended: Alertness, Observation, Direction Sense, Rope Use, Signaling, Survival.

Armor/Equipment: Marksmen start with the firearm of their choice, at no cost.  They carry whatever other equipment they deem necessary.

Special Benefits: 

· In addition to specialization benefits, he gains an additional +1 to attack rolls due to increased training.

· He fires faster than other specialists as shown on the table below.  This increased rate of fire assumes that the Marksman has had time to make up paper cartages, minimizing the time required to reload.  He gains these advantages only with his firearm of choice.


Level of
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Master
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1-6
7-12
13+
2-6
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1
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1
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· If the Marksman is able to build or have built a custom one-of-a-kind firearm of choice (fine quality or better), and spends the time (1d4 weeks) working up a powder charge for the best accuracy (using 1d4+1 pounds of powder), he gains an additional +2 to hit at all ranges.

Special Hindrances:

· Marksmen may not specialization in melee weapons, they are limited to small sized melee weapons, and suffer a -1 to attack rolls with these weapons.

· If a Marksman loses or damages his custom-built firearm he loses his bonus to hit.  He cannot just pull out another previously built firearm; he must first take 1d4 weeks to work up an accurate powder charge.

· The Marksman must always be concerned about the quality of his fire, powder, and balls.  If any are faulty, he must repair or replace them with equipment of higher quality.  He can never use equipment of inferior quality, except when in mortal danger or when necessary for the success of a mission.

Wealth Options: A Marksman starts with 5d4x10gp, plus their own customized firearm.

Distinctive Appearance: They are set apart from others by the care they lavish on their firearms.  The firearm is made of the finest materials and the butt is often inlaid with intricate patterns.  The balls and powder are of the finest quality available.

Nomad (Fighter or Ranger)
Dragon #172 pg.74
The nomad is a horseman from the vast steppes, similar to Mongols from our world.  He excels at riding horses and shooting bows.  A nomad’s life is harsh, and he may place a low value on human life.  Nomad armies of mounted archers are fearsome opponents because of their mobility.  Horses, cattle, and sheep are vital to a nomad’s life, and loyalty to one’s clan and chief is demanded of all.  Nomads spend most of the day in the saddle.

Role: A nomad will likely be an outcast if the campaign is set in a civilized land.  Nomads rarely leave their clans.  Others may consider him to be cruel and taciturn.  Nomads value their friends highly but tend to be curt with outsiders.  

Kit Requirements: A minimum of 14 CON and 13 DEX.

Weapon proficiencies: When created, a nomad must take proficiency with the short composite bow or short bow, the scimitar, and the lance.  The fourth slot may be used for any desired weapon.

· Recommended: lasso, knife.

Nonweapon proficiencies:

· Bonus: Land-Based Riding (horse).

· Recommended: Bowyer/Fletcher, Animal Handling, Endurance, Survival (Desert or Plains), Direction Sense.

Armor/Equipment: When created, the nomad must purchase either a riding horse or a pony.  The nomad must also buy a bow as soon as possible.

Special benefits: The nomad’s background includes intensive training in archery and riding.  Because of this, the nomad suffers no penalties to attack rolls or rate of fire (see the DMG pg.76) when firing from a moving horse.  However, range penalties are still in effect.

Special hindrances: Nomads prefer mobility to heavy protection; thus, they will wear only leather, studded leather, ring, scale, or chain mail armor.  Since they spend so much time on horseback, nomads walk with a bowlegged gait and suffer a -1 to their base movement rate on foot.

Wealth options: Nomads receive the normal 5d4 x 10gp.  As with other barbaric kits, the nomad must spend all but 3gp or less. As noted above, the nomad must buy a horse or pony and a bow.

Races: Only humans may be nomads.
Northman (Fighter or Ranger)
Dragon #172 pg.74
The Northman is a warrior from the cold fjords and mountains of the far north (obviously, he can be from the far south, too, and be known as a “southman”).  In our own history, we can draw on the example of the Vikings.  Northman lands are poor for farming, so the northmen take to the sea and raid warmer lands for food and treasure.  Northmen are superb and daring sailors.  Although they seem similar to the barbarians, northmen have a real civilization.  They make excellent boats, armor, and weapons.  Northmen are physically large, much more so than other peoples.  They have pale skin, blue or gray eyes, and blonde or red hair.  When rolling height and weight, the player should use the above average random rolls.

Role: As with other cultures, northmen have a variety of attitudes.  Some are chaotic and carefree, while others are grim and fatalistic. All have a zest for combat.  Northmen adventurers are easily noticeable out of their home environment because of their size and appearance.  Nobles often hire them as personal guards.  Northmen are loyal to the death if they vow service to a chief or employer.

Kit Requirements: A minimum of 14 STR.

Weapon proficiencies: 
· Required: battle axe, broadsword. If the PC is a fighter and wishes to specialize, he must choose one of these above two weapons for specialization.

· Recommended: short bow, knife, spear, hand axe.

Nonweapon proficiencies:

· Bonus proficiencies: Swimming, Seamanship.

· Recommended: Navigation, Survival (cold), Endurance, Rope Use, Fishing.

Armor/Equipment: Northmen are disdainful of armor heavier than chain mail and often wear armor lighter than that.  In combat, they prefer large shields.  A Northman’s goal in life often is to command a longship with full crew; either hired or volunteers, and go raiding to gain land and treasure.  Ultimately, he wants to die gloriously in battle.

Special benefits: The benefit of being a Northman lays in his bonus proficiencies.  In addition to being a fine swimmer, the Northman is skilled in oars, sails, and keelboats.

Special hindrances: Because of their raiding reputation, northmen have a +3 penalty on reaction rolls when in lands of the people who suffer from their raids.

Wealth options: Northmen receive the normal 5d4 x 10gp.
Races: Only humans may be northmen.

New wizard kits
NOTE: All kit ability requirements are in addition to the standard requirements for wizards, based on the school.

Dragon lord

These magic-using tricksters are the pied pipers of the dragon-slaying world.  In fact, though they master dragons, they are more like beastmasters than monster killers; they tame dragons rather than slay them.  They are often masters of riddling or rhetoric, able to match a dragon’s ability to twist words and hypnotize listeners.  Successful dragon lords often use a dragon they have already tamed to subdue other dragons.

Role: To learn all they can of the art of taming dragons and to find the tools to do it with.

Preferred/Barred Schools: This kit is best suited for enchanters and conjurers, but all wizards except invokers and necromancers are eligible to take this kit.

Kit Requirements: As per school, DM’s Approval.

Weapon Proficiencies: Normal.  No particular weapon is common to the kit.

Nonweapon Proficiencies:
· Bonus: Dragon tongue, animal training (dragons).

· Recommended: Dragon lore, riding, airborne, animal handling, language, ancient (Auld Wyrmish), language, modern (Dragontongue).

Armor/Equipment: Staff, prod, or bridle, extra-large cinch strap.

Special Benefits:

· Dragon lords are smooth talkers, usually with a high charisma and a golden voice.  If they can engage a dragon in conversation for more than a single round, they gain a reaction check with a bonus equal to their level.  If the check is “Cautious” or better, the dragon is “Indifferent” instead, attacking only to defend itself.  If the check is “Indifferent” or better, the dragon is “Friendly” instead; in some cases, a young dragon may even do a small favor for the dragon lord (some DMs may prefer to role-play this interaction instead, but keep in mind that dragon lords know how to appeal to a listening dragon).

· When fighting to subdue a dragon, dragon lords can use spells to subdue, something not normally possible with offensive magics.  They do this by careful, intimidating placement of damaging spells; this form of magical intimidation is not possible for mages who don’t dedicate themselves to it.  Their spell selection is typically from the Enchantment/Charm and Illusion/Phantasm schools.  Most dragon lords learn the spell dragon mastery when they reach an appropriate level.

Special Hindrances:
· Despite their skill at taming dragons, a dragon lord can never have more than one tame dragon, unless he has tamed a mated pair (dragons are much too territorial ever to share close proximity with a competitor or a member of another draconic sub race).  Attempting to keep two dragons soon results in a death match, often with plenty of collateral damage.  Such dragons deliberately kept from fighting each other soon waste away, frustrated and enraged by the lack of opportunity to destroy a hated rival.

· Dragon lords cannot and do not take treasure from the hoards of those dragons they tame.  If they do so, they immediately lose any control they might have established over that beast.

Wealth Options: Like beastmasters, dragon lords are generally poor.  They begin with 1d4 x 10gp.
Distinctive Appearance: Dragon lords never wear any part of a dragon (claws, hide, and so on), but they often decorate some of their equipment (such as staves or maces) with a draconic theme.

New Priest kits 

Shukenja (Oriental Cleric)

Shukenja are humble priests from Oriental lands who have taken up lives of hardship and poverty in order to serve their communities.  To become an impartial judge and servant to all communities, the shukenja has cut all ties to family and home.  A shukenja’s life is a hard one, wandering the land giving aid and comfort with only a few possessions carried along, but he accepts this with dedication and good cheer.  Typically pacifists, shukenja can be roused into becoming fearsome opponents when protecting their charges.  He must be of good alignment, although he can be lawful, neutral, or chaotic.  This kit cannot be abandoned.

Role: Unlike sohei, shukenja do not build temples.  Instead, as they wander the land giving aid and instruction to those who need it, they show their religious beliefs and dedication by their daily living.  Shukenja are much more visible and accessible to the general public than the martial sohei in their fortress like temples.

Along with the sohei and fighting monk, shukenja form the third part of the Oriental religious triumvirate.  Sohei build temples to a particular deity and cater primarily to the influential.  Monks and their monasteries are typically dedicated to fulfilling a particular cause or mission rather than handling society’s religious needs.  Shukenja fulfill the need of the common man for religious instruction and ceremonies.

Allowed Faiths: Although Tyr and Illmater are most common, all faiths and variance are allowed, except for any whose portfolios include: Death, Disease, Evil, Mischief, Trickery or War.
Kit Requirements: A minimum of 12 WIS and 9 CON.  He must be of good alignment, although he can be lawful, neutral, or chaotic.  This kit cannot be abandoned.

Weapon proficiencies: All shukenja must choose one of the unarmed combat styles (punching, wrestling, or martial arts).  Other proficiency slots may be spent as the character wishes.  Some recommended weapons are bo stick, chain, nunchaku, staff, and tetsubo.

Nonweapon proficiencies:

· Bonus: Religion.

· Recommended: Artistic ability, Direction sense, Etiquette, Healing, Herbalism, Read/Write, Spellcraft, Weather sense.

Armor/Equipment: This priest may not wear armor.  Also, shukenja are limited to the amount of equipment they can comfortably carry with them.

Special benefits: Before beginning their wanderings, shukenja receive training in three rituals that translate into these benefits:

1. First, a shukenja has a 5% chance per level of lifting curses on any person, place, or item.

2. Second, the shukenja learns to meditate.  By entering this state of intense concentration, the priest regains his internal energy levels.  While meditating, the shukenja is oblivious to hunger, thirst, heat, or cold.  He is, however, still conscious of his surroundings.  One hour of meditation is as good as two hours of sleep.  This state cannot be maintained for more than four hours at a time.

3. Finally, a shukenja can focus his internal energies to improve any saving throw by +3.  He can do this a number of times per day equal to his level.

Special hindrances: As stated before, a shukenja cannot wear armor or own more than he can carry on his back.  In addition, a shukenja must live by certain religious rules.  He cannot eat meat and must avoid excessive eating and drinking.  A shukenja must also avoid violence whenever possible.  Breaking any of these restrictions results in a special punishment to be determined by the DM.

Wealth options: The shukenja gets the usual 3d6 x 10gp at the game’s start.

Races: The majority of shukenja are human.  Typical demi-human exceptions are the gentler elf and halfling races.

Sohei (Oriental Cleric)

Sohei are religious soldiers who protect large monasteries or temples in Oriental campaigns.  In medieval Japan, several large temples, such as the one on Mount Hiei during the 11th and 12th centuries, maintained armies of warrior-priests for use against rival temples, or to advance their political views in the outside world.  Sohei were formidable warriors but untrustworthy allies, as they always put the best interests of their temples first.

Role: Almost as much warrior as priest, a sohei receives limited religious training.  Nonetheless, he will defend his temple with a fervor unmatched by any other type of priest.  These temples are dedicated to a single god, force, or philosophy, and are too esoteric for the common people to be comfortable worshiping there.

Because of his role as a temple guardian, it is unusual but not unheard of for a sohei to leave his temple grounds.  Occasionally, fleeing enemies must be tracked down, plots against the monastery uncovered and ended, or exploration for new temple sites undertaken.

Allowed Faiths: All faiths and variance are allowed, except for any whose portfolios include: Peace or Prosperity (Wealth).
Kit Requirements: A minimum of 13 STR, 10 CON, and 10 WIS.  Due to a sohei’s total dedication to his temple, this kit cannot be abandoned.

Weapon proficiencies: Military training allows the sohei to select a weapon of choice.  Thereafter, the sohei gains a +1 bonus on both attack and damage rolls when using that weapon.

· Required: none.

· Recommended: bo stick, chain, dagger (tanto), hand axe, long sword, mace, pike, sai, short sword, spear, tetsubo, two-handed sword.  Historically, sohei were famous for their use of the naginata.

Nonweapon proficiencies:

· Bonus: Local history.

· Recommended: Healing, Herbalism, Religion; (warrior, two slots each) Blind-fighting, Endurance, Running.

Armor/Equipment: None.

Special benefits: All sohei possess a religious fanaticism that can cause them to become filled with an almost berserk energy they can use to increase their combat skills.  This fanaticism lasts for one turn and can be used once per day.  While in this frenzied state, a sohei gains the following bonuses: 

1. an additional + 1 on attack and damage rolls

2. an additional attack per round

3. armor class improves by 1

4. dodging or deflecting non magical missiles by making a successful saving throw vs. breath weapon.

Further, the sohei’s fanaticism allows him to fight on even after he reaches zero hit points. If already fighting in a fanatic state, he can continue to fight until he reaches -10 hp or the enemy is defeated, whichever comes first.  At that point, the sohei collapses and dies.

Special hindrances: Limited religious training means that the sohei can only select spells from the Charm, Combat, Guardian, Protection, and Wards spheres.

A sohei must also live by certain religious principles.  He must refrain from eating meat and from excesses in personal behavior, such as gluttony, lust, expressions of pain, etc.

Finally, the character gains full experience points only for defeating opponents in the cause of defending or upholding his monastery goals or any task assigned to him.  All other cases earn the sohei half experience points.

Wealth options: The sohei gets the usual 3d6 x 10gp starting money for priests.

Races: Normally a sohei must be human.  A DM may make exceptions in a campaign, the most likely exceptions being for dwarves and half-elves.

The Crusader (Cleric)

Crusaders, of times called “holy warriors” are the militant arm of the faiths.  Their title is deceptive, since they are, in fact, a sub-class of priests rather than a sub-class of warriors.

DMs should take care not to allow crusaders to degenerate into pious fighters with the best skills available to both the priest and warrior classes.  Role-playing a crusader is a demanding thing, since the character is a paragon of the principles and standards of his god or goddess.  The crusader must share in the same likes, dislikes, and ideals as that god.  Due to the aggressive nature of this sub-class, DMs may wish to limit the number of different deities’ crusaders in a party to a maximum of three.

Restrictions: Although each deity has a specific set of limitations for their respective crusaders, there are restrictions that apply to all crusaders regardless of who they worship.

· Ability Scores: All crusaders must be strong enough to take up arms in the god’s name, tough enough to endure those rigors, and wise enough to be well-versed in the deity’s doctrines.  Hence, all crusaders must have a score of 14 or better in STR, CON, and WIS scores.

· Alignment Restrictions: In order to take up arms in a god’s name, the crusader must act in a manner that closely mirrors his god’s.  Thus, a crusader’s alignment must match that of the god he serves exactly.

· Dual- and Multi-Class Characters: of their respective faiths. Single-minded in their service to their gods, the crusaders have been trained since childhood by their temples to serve loyally and serve without question.  As mentioned in the prelude, crusaders are the fanatics.  Therefore, due to this slavish devotion to one mindset and one faith, there are no multi-class or dual-class crusaders.  A holy warrior must be trained from childhood, so the warrior could not be some other class first.  Furthermore, there is no such thing as a “former” holy warrior – The only way to leave this devout occupation is to die in its service.

· Level Advancement: Crusaders advance levels at the same rate as clerics, but they do not gain a 10% experience point bonus for exceptional prime requisite scores.

· Followers: Crusaders do not attract followers, nor can they build a temple or stronghold at higher levels.

· Temple: When a crusader reaches 7th level, he must select one temple or shrine that serves as his main source of guidance.  He must also swear to defend the place from all harm, coming to its aid whenever needed.  See “Holy Disgrace” below for information if a crusader should fail in his duties to a chosen temple.

· Spellcasting: Crusaders cast clerical spells at one level less than they would if they were “normal” priests.  Due to the holy warrior’s primary emphasis on combat, crusaders also do not get spell bonuses for high WIS scores.

Racial Requirements: Crusaders are open to any race unless stated otherwise.

Hit Dice and Hit Points: Unless the individual god calls for otherwise, all crusaders use the same eight-sided dice that priests use for hit points.  Some crusaders enjoy the warrior class’ +4 maximum hit point bonus for exceptional CON scores, but this is highly rare.

Proficiencies: Crusaders begin with and gain WPs and NWPs just like regular priests.  However, they can choose from the General, Priest, and Warrior lists.  There are special exceptions that grant access to the Rogue and Wizard skills as well, depending on the god.

Combat: Being a subclass of priests, crusaders make their attack rolls and their saving throws on the same tables that normal priests use.  They can wear any type of armor and shield.  Since combat is their strong point, they can use any weapon they choose, rather than just blunt weapons.  Some deities have a preferred weapon, which the crusader must select. In this case, a crusader must be proficient in the use of his deity’s preferred weapon.

Magical Abilities:

· Turning or Commanding Undead: Unless the description under “Special Abilities” forbids the turning of undead, the crusader can turn undead as a priest of the same level. If the crusader can command undead, this will also be mentioned.

· Due to the direct duties performed for his deity, a crusader can cast augury once per week per level.

· At 5th level, the crusader can cast divination once per week for every five levels.

· At 7th level, a crusader can cast commune once a week. These are special gifts to keep them on the correct path intended by their gods.

Special Abilities: The special abilities of a crusader depend on the deity.  Consult the list below for each deity’s benefit to their respective crusader.  If a deity has no entry, they do not count crusaders among their faithful.  Note that the crusaders listed are for the main faiths only.  The Variant Faiths do not have crusaders.

· Auril NE: Auril’s crusaders gain a +1 saving throw bonus vs. any cold attacks.  In the hands of a crusader of Auril, a frost brand +3 sword also grants the wielder a 50% magic resistance.  These crusaders cannot turn undead.

· Azuth LN: Crusaders of Azuth gain a +2 bonus on saving throws against any forms of magic.  They cannot cast wizard spells, but they can read spells off of wizard scrolls and use them as well. They cannot turn undead.

· Beshaba CE: Once a day, crusaders of Beshaba can make one NPC’s attack roll, proficiency check, or saving throw fail. They cannot turn undead.

· Chauntea NG: Chauntea’s crusaders are granted one additional spell per spell level from the Plant sphere.  These crusaders also gain a +1 bonus on saving throws vs. poisons. They also cannot turn undead.  In the hands of a crusader of Chauntea, a staff of the woodlands also gains the additional abilities of a staff of striking.

· Cyric NE: Cyric’s crusaders cannot turn or command undead. Due to Cyric’s recent reduction in power, the only benefit his warriors get is the ability to make a surprise backstab like a thief of equal level.

· Deneir NG: Crusaders of Deneir have a 10% chance per level of identifying a non-magical rune or glyph, and gain a +2 saving throw bonus against the effects of glyphs.  All crusaders of Deneir must have at least an INT of 14, and they cannot cast Combat spells.

· Gond N: Crusaders of Gond can find concealed or secret doors on a roll of 1-3. They cannot turn undead, but they do get a free engineering NWP.

· Helm LN: Helm’s crusaders are surprised only on a 1, and gain an extra Guardian sphere spell per spell level.

· Ilmater LG: Crusaders of Ilmater are immune to fear and can cast remove fear on one person per level once a day.  In addition, they never fail morale checks. These crusaders cannot turn undead.

· Lathander NG: If he sleeps for at least four hours, an injured crusader will awaken at dawn with 2 hit points restored per level.  Lathander’s crusaders cannot turn undead.

· Loviatar LE: Loviatar’s crusaders must be proficient in the scourge.  They radiate a pain aura in a 10’ radius for 1d6 rounds once per day; all within its radius must save vs. spells or suffer a-2 penalty to attack rolls and any dexterity-related proficiency.  They cannot turn undead and have no access to the Healing sphere of spells.

· Malar CE: Once per day, the crusader can transform into a clawed, fanged beast-man (#AT 3, Dmg 1d6/1d6/1d8 plus STR bonuses) and attack with a feral fury.  In this form, the warrior gains a +4 against all mind-affecting spells. The change lasts for one round per level of the warrior.  They cannot turn undead.

· Mask NE: Crusaders of Mask must have a DEX of 14 or better.  They gain thieving abilities as a thief of the same level.  Crusaders of Mask cannot turn undead or cast spells from the Combat or Sun spheres.

· Mielikki NG: All of Mielikki’s crusaders have the ranger’s bonus NWP of tracking without the -6 penalty. They cannot turn undead.

· Mystra NG: When they first begin their careers, crusaders of Mystra must select one school of magic. For this magic, the crusader sacrifices access to the Animal, Combat, Plant, and Weather spheres of priests’ magic entirely.  Thereafter, the crusader can gain spells from that school of magic in spell slots as if they were priest spells of the same level.  However, he or she still needs to learn the spells from wizards and use a spellbook in prayers to Mystra.

· Oghma N: Oghma’s crusaders can recite inspiring poetry, adding a +1 bonus to all party members’ attack rolls once during a melee encounter. They can also cast legend lore once per month and they can also turn undead.

· Selûne CG: All crusaders of Selûne must be female. They are immune to lycanthropy. The warriors suffer a -1 penalty to all rolls when fighting under a new moon and -5 to all rolls when in total darkness.

· Shar NE: Shar’s crusaders automatically gain the blindfighting proficiency.  They can command and turn undead.  The warriors suffer a -1 penalty to all rolls when fighting in daylight or dusk.

· Silvanus N: The crusaders of Silvanus are surprised only on a 1 when out in wilderness areas and can speak with animals at will.  However, they cannot turn undead.

· Sune CG: All crusaders of Sune must have a CHA of 16 or more.  They have a +4 bonus to all reactions with NPCs of their same race and a +2 bonus with all other races.  This bonus increases by +1 to both ratings for every three levels of the crusader.

· Talona CE: Crusaders of Talona are immune to all non-magical poisons, and they have a 10% chance per level of identifying any poison.  They cannot turn undead.

· Talos CE: Talos’ crusaders revel in chaos, destruction, and foul deeds. They gain a +2 bonus on all saving throws, and are immune to diseases. They can detect good 60’ in one direction. They radiate protection from good 10’ radius, and can turn or command undead. If a crusader of Talos finds a magical sword +2 known as a Dark Reaver, it gains all the abilities of its good counterpart, the Holy Avenger, in his hands. It also deals +10 damage against lawful good targets rather than chaotic evil enemies.

· Tempus CN: These fanatical crusaders can remain conscious and fight until they reach -10 hit points, then drop dead.  They cannot turn undead.

· Torm LG: Torm’s crusaders radiate protection from evil in a 10’ radius, and gain a +2 bonus on attack rolls against chaotic evil opponents.  They cannot cast spells from the Weather and Animal spheres.

· Tyr LG: Crusaders of Tyr enjoy the special ability to detect evil like paladins, and they can also turn undead.

· Tymora CG: Once per day, crusaders of Tymora can cancel a failed roll and succeed at the desired action. They cannot turn undead, and can only use blunt weapons.

· Umberlee CE: Crusaders of Umberlee can only turn or command undead found in the sea. They start with the swimming proficiency and, after 10th level; they suffer no combat or movement penalties underwater.

Holy Disgrace

A crusader falls into “holy disgrace” if he fails to protect his sworn temple or otherwise violates his oath to a sworn temple (after 7th level).  It also happens if the crusader undergoes a voluntary alignment change that, in the DM’s opinion, also constitutes a breach of the god’s ethical teachings.

When in holy disgrace, the crusader is stripped of all his abilities and becomes a generic cleric.  The disgraced crusader is also marked by a sigil visible only to priests of the same faith. The mark, known as anathema, bids its viewers to terminate the fallen one.

Once a crusader is considered anathema, there is no returning to grace except to get an atonement cast upon them by a specialty priest of the same god.  Naturally, this atonement will be granted only after the crusader undergoes a long and dangerous quest that must involve a particular obstacle of the faith.

If a crusader somehow changes alignment yet still maintains strict adherence to his god’s ethos, he must still work towards moving back to the mandatory alignment.  Such a priest has one month per level to return to the correct alignment, or suffer anathema.

New rogue kits

NOTE: All bard kit ability requirements are in addition to the standard requirements.

Dandy (Bard)

“What-ho Officer!  Cool night to be out, isn’t it.  My name?  Oh, I’m Kelar Bladesemmer.  You probably know my father, Taeros.  Yes?  Oh, jolly good!

“I suppose you’d like to know why I was just climbing out of that window.  No, no, good heavens, I’m not a thief or anything shocking like that.  There’s a perfectly simple explanation.  You see, my aunt, well, she’s only really a half-aunt but that doesn’t matter, anyway, my aunt says I mustn’t go out after sundown while my parents are away.  Of course, she’s not usually such a frightful old dragon, but I suppose she’s just cross that I broke her vase.  It was an ugly old thing, really, but she’s so sentimental about her china, although I probably shouldn’t have dropped it, it’s just that I was surprised, you see, when she yelled at me last night. . .

“Anyway, she locked me in my room and said I couldn’t go to the party.  I ask you, it’s just not on, is it?  She said I’d been to too many parties this week.  Since when was three too many?  So I had to climb out of the window and down the roses.  I won't do that again in a hurry – I've torn my darned chemise, pardon my language.  So if you’d just excuse me, officer, I’ll just be along to the party. Must dash.  I’ll be seeing you around then, officer.”

Description: Every medieval city has its powerful or noble families that hold great sway over the guilds or even the rulers.  Children of such families learn the skills of reading and writing, politics and diplomacy, ancient languages, and heraldry.  Many are destined to enter the nobility, and others will become prominent council members or guild leaders.  However, there are always the disappointments . . .

The dandy is one of these.  The dandy is likely to be a younger child; one who does not appreciate the nuances of the ancient languages, or is bored stiff by politics.  Whatever the reason, the dandy rebels against the dull, over-serious life of his parents, becoming a fun-loving, childish prankster.  Only tolerated by parents, the dandy lives life to the full, continually landing in all kinds of trouble as practical jokes and innocent schemes (usually concerning attractive members of the opposite sex) backfire.

Dandies dress in fancy, brightly colored clothing (usually made of expensive silks).  The typical dandy can often be found hanging around sophisticated wine bars in rich areas of cities (taverns are far too crude and rough) and is very rarely seen “doing a proper day’s work,” Dandies hate getting their hands dirty!  They are often frowned upon for their arrogance and laziness, for some dandies treat the lower classes like second-rate citizens.  Even so, it is hard to dislike a dandy, for the eternal optimism and wisecracking remarks are endearing, if perhaps a little annoying.

Dandies remain blissfully ignorant of the real world around them, living inside the protected shell of nobility. They have little concept of poverty or real danger, for these are things to which they have never been exposed. Magic is treated as an amusing toy, fun to dabble in and good for playing tricks, but not taken seriously enough to be studied in great depth.  Similarly, music and acting are enjoyed and performed by dandies, but not with such zeal as with other bards.  Dandies love to show off by playing more and more outrageous jokes on friends and acquaintances.

Note: Characters with this kit will have views on life similar to warrior and thief swashbucklers, although the dandy bard is even more foppish than the swashbuckler.  The dandy spends less time stealing and fighting, and more time just having fun (although if this can be accomplished by stealing and fighting, then so be it!)

Role: Fulfilling absolutely no useful role in society whatsoever, some dandies show contempt for the lowly working classes, as “anyone who works for a living must be common.”  Most dandies must therefore have very rich – and tolerant – parents, or have otherwise acquired a vast amount of wealth to fritter away.

Even a dandy will eventually become bored of the city life, for its thrills seem stale compared with those bragged of by adventurers.  For this reason, many dandies eventually decide to leave the comfort of their homes and venture outside the city walls (many for the first time) to experience the ultimate thrill of adventure.

Specialty: Any art form needed to flirt shamelessly with young, attractive, and rich members of the opposite sex; especially poetry, music (instruments or song), and dance.  Practical jokes and tricks are also high on the list of the dandy’s favorite pastimes.

Kit Requirements: No additional ability requirements.  Dandies tend to be innocent (but not necessarily naive), and are therefore best suited to being of a good or neutral alignment.  Dandies may be human, half-elf, or halflings.

Weapon proficiencies: Trained in the weapons of the aristocracy from a young age, dandies must choose their initial weapons from: bows (short or cross, but not long), polearms, short sword, dagger, stiletto, main-gauche, rapier, and sabre.  Other weapons may be learned later if the dandy has access to training.

Nonweapon proficiencies:
· Bonus: Dancing, Etiquette, Singing.

· Recommended: Acting, Artistic ability, Fast-talking, Gaming, Heraldry, Languages (ancient or modern), Local history, Musical instrument, Poetry, Riding (land-based), Tumbling.

Skill progression: Nothing specified.
Armor/Equipment: Dandies, unused to heavy exertion, only can wear leather, padded, or studded leather (under their fancy, voluminous clothes), and do not know how to use shields properly.  To ensure they only wear finest quality garments, dandies must spend at least twice the price on all clothes and must always pay more for equipment and armor (about 25-50% more).

Special benefits:

· Weapon of choice: Young nobles are trained to use certain weapons from about the age of seven for self-defense, pleasure, and exercise.  Favored weapons for this training (the “aristocratic” weapons from the Renaissance years) are the stiletto, main-gauche, rapier, and sabre.  Because they undergo intense and continuous training in these weapons (whether they like it or not), dandies may specialize in just one of these.  They gain a + 1 bonus on attack rolls and a +1 bonus on damage rolls.

· Bottomless coffers: The noble families of large cities are all incredibly rich compared with the “common folk.”  In theory, dandies should be able to live in luxury without working, provided for by their parents.  They start play with 5d6 X 10gp from their family’s ample coffers.  Furthermore, the DM may allow the dandy to “borrow” money from his parents to fund his extravagant lifestyle occasionally, albeit at levels that are not high enough to unbalance the campaign.  Many noble families are none too pleased by the foppish behavior of their children, and dandies could be disinherited, or lose their financial aid, by their kin if they overly abuse their privileges.

· Wit and charm: Dandies are naturally outgoing, friendly figures.  This causes others, especially members of the opposite sex, to be drawn to them.  Their natural charm, wit, and innocence will enhance the reactions of those who already feel positive toward the dandy, increasing them by one place if the dandy makes a successful CHA check with a +2 bonus.  However, on a roll of 20 or more, the dandy has offended someone – maybe as the butt of a joke – whose reaction is shifted two places worse.  Those who are already feeling negative toward the dandy begin to view him as a useless, idle lay about.  This is especially true in the case of downtrodden, hard-working peasants, who resent the dandy’s patronizingly superior tone of voice.  (Optionally, the DM could have players tell a joke when using this skill, and assign an additional +3 bonus or -3 penalty if the joke is good or bad, appropriate or unsuitable.)

· Dandy’s luck: The wild and unlikely schemes hatched by dandies seem to have an uncanny knack of working.  When everything seems to be terrible, the dandy is usually able to concoct a plan that could work . . . perhaps . . . a bit.  The DM must adjudicate this skill on a case-by-case basis.

Special hindrances: The dandy’s luck is wildly unpredictable, and can bring negative effects as well as positive.  This usually occurs when everything seems to be running smoothly, and can throw a real wrench in the works.  Again, this must be used creatively by the DM to add color and intrigue to campaigns – rules cannot be given to cover every possibility.

Outlaw (Bard)

“Well met. I am Melendrian, although more know me as The Red Cape.  Some call me a thief, but I prefer to think of myself as a redistributor of wealth, and corrector of social unfairness.  I also get a tremendous thrill when I pull off a major haul!  I relieve the wealthy of their valuables, and donate much of my income to charities and churches.  Although many realize where this portion of their income is coming from, they do not worry themselves over how it is obtained.  Why should some suffer in poverty when others have so much, and do nothing useful for it?  That is why I steal.

“In this respect, I think of myself as doing good for the community, but unfortunately, others do not share my view.  I blame those rogues who keep all their earnings for themselves – pirates and bandits especially.  They abuse their talents for greed, and give me a bad name.  I can do nothing to prevent them, however, for they outnumber me fifty to one.

“Anyway, I can’t stop here.  That fellow across the street is looking at me suspiciously.  I’ve got another job to pull before dawn, and I’m in no mood to be followed tonight. Fare you well.”

Description: The outlaw bard (also called the brigand bard) is more inclined toward thieving than other bard characters.  While most bards enjoy performance and artistry for their own sakes, outlaw bards need to feel the rush of excitement when burgling houses, and to “perform” for themselves.  Some outlaws will even go so far as to leave cryptic clues as to their identity, playing a cat-and-mouse game with the law.  Such games gain the outlaw infamy, but also place him at great risk – but risk and thrills are the things most desired by outlaws.

The outlaw bards make full use of all their skills to “earn” money, while avoiding the law at the same time.  They have more highly developed thieving skills than other bards, for they practice and use the dexterous arts more often, and the morsels of magical knowledge that they pick up can mean the difference between a successful heist and capture.  These abilities, plus their support from the commoners (who have the most to gain from the generous exploits of some outlaws), can often give these bards an edge over their thief counterparts.

Role: Outlaws are sometimes burglars who work with thieves’ guilds for personal profit, or occasionally, are members in wilderness-based bandit gangs.  Many more, however, are freelance thieves; they show loyalty to no one but themselves.  Good-aligned outlaws are most likely to be from this group; they “rob the rich to give to the poor,” whereas the evil outlaws rob the rich and poor alike, and keep all the money for themselves!

Outlaws are usually tolerated by thieves’ guilds, even those that generally dislike bards, although they tend to treat outlaw bards as “second-rate.”  Most powerful guilds are anxious to make a successful outlaw bard join their ranks, just to receive a cut of the profits.  Outlaws, with the bard’s wanderlust, rarely feel comfortable in something as rigid and inflexible as a thieves’ guild, and the powerful guilds dislike the outlaw’s love of unnecessary risks and thrills.

Specialty: Thievery, musical instruments, storytelling, and song.

Kit Requirements: To survive in the cutthroat criminal underworld, outlaw bards must be physically fitter than other bards; they must therefore have a minimum 12 STR and 14 DEX.  Outlaws are criminals, and therefore are not suited to lawful alignments.  Humans, elves, half-elves, and gnomes may be outlaws.  Halflings may become outlaws, but are able to advance to twelfth level only.  As with all halflings, they cannot cast magical spells, but do get special resistance to spells they “know” (see the CBGH pg.53 for rules on halflings resisting magic).

Weapon proficiencies: Outlaws may use any weapon.

Nonweapon proficiencies:

· Bonus: Disguise, Fast-talking, Information gathering.

· Recommended: Appraising, Begging, Forgery, Jumping, Local history, Looting, Observation, Rope use, Set snares, Tightrope walking, Trailing.

Skill progression: Nothing specified.
Armor/Equipment: Many outlaws carry a set of thief’s picks, and other gear usually only possessed by thieves. Because their activities require agility and fast movements, outlaws dislike wearing bulky armor, as do thieves.  Studded leather armor is the heaviest an outlaw may wear.

Special benefits:

· Roguish repertoire: Outlaw bards rely more heavily upon their thieving talents to earn a living than typical bards.  It is therefore in their best interest to concentrate as much as possible on learning new thief skills.  When first created, the outlaw must choose which one of the thief skills that bards do not normally possess (from “Open locks,” “Find/remove traps,” “Hide in shadows” or “Move silently”) he will choose as a bonus (it begins with 10 points assigned to it).  Once picked, this skill cannot be changed.

· Increased practice: Outlaws get much more of an opportunity to practice their rogue talents than ordinary bards, and therefore advance more quickly in expertise. At first level, the outlaw receives 35 points (instead of 20) to distribute between his thief skills, and gains an extra 20 (instead of 15) every time he advances a level.  All other rules regarding advancement apply normally.

· Underworld contacts: Being more criminally aware than other bards, the outlaw is an expert at finding contacts among local thieves.  Given an hour in a seedy tavern, and four or five gold pieces for drinks and bribes, an outlaw can find a contact – typically a thief of levels 1-4.  This contact can lead the bard to other rogues, take him to the local thieves’ guild, exchange information about possible “jobs,” or even buy stolen goods to fence at a later date.

· Entertaining: Using a combination of singing, instrument playing, storytelling, and bawdy jokes, the outlaw can entertain and influence the reactions of others.  This ability functions as the Influence reactions of the true bard (BdHB page 16).

Special hindrances: Outlaw bards may only keep as much treasure and equipment as they can carry.

Yakuza (Oriental Thief, Ninja, or Shinobi)

The yakuza is both the name for the underworld in Oriental societies as well as the name of its members.  Yakuza know all that goes on in their territories and control all illegal activities within it.  Fear, intimidation, and even an occasional helping hand are all tools that this mob-like organization uses to maintain control of its criminal territory.

A yakuza has a pattern of tattoos on his body.  This pattern tells other members of the yakuza profession all about the character’s rank, abilities, and ties within his organization.  Higher-level yakuza are often completely covered by tattoos on their backs, chests, and arms.  In order to prevent easy identification by non-yakuza, these tattoos are never placed upon the face, hands, or feet.

Role: Each yakuza belongs to a “family,” an organization of yakuza similar to a thieves’ guild that controls a particular urban area; the bigger the family, the larger its district.  Each family is very protective of its area, which is the very source of its power and income.  Within cities and towns, secret wars are often waged between yakuza families as they try to protect or usurp a particular district of the city.  A yakuza is expected to treat all criminal “family” members with the same respect as accorded to natural family members.

Although yakuza are sometimes condoned or even respected, they are still criminals and thus subject to legal action.  They all constantly risk arrest, imprisonment, and even execution to maintain their unlawful empires.

Kit Requirements: A minimum of 12 INT and 9 DEX.

Weapon proficiencies:
· Required: None.

· Recommended: chain, dagger, nunchaku, sai, short sword, shuriken.

Nonweapon proficiencies: 

· Required: Gaming, Information gathering.

· Recommended: Intimidation, Trailing.

Skill progression: As a major part of their duties includes information gathering, the thieving abilities most useful to a yakuza include move silently and hide in shadows (to eavesdrop and shadow contacts), hear noise (to make sure that they are not being tailed), and open locks and pick pockets (to get to information not easily accessible).

Armor/Equipment: None special.

Special benefits: As a benefit of their constant dealings with all sorts of people, yakuza can sense and anticipate an opponent’s offensive moves for a short time.  This lets the yakuza position himself to minimize the damage from an attack by sidestepping at the last instant or partially blocking an attack.  Although this maneuver doesn’t stop the attack, it does reduce the amount of damage the yakuza suffers by one-half (round fractions up).  The yakuza must announce that he is performing this maneuver immediately after an opponent’s successful attack roll.  This ability can be used a number of times per day equal to the yakuza’s ability level.

Special hindrances: All yakuza suffer a -4 reaction adjustment to any law enforcement personnel they meet if (accidentally or by force) their tattoos are revealed.

Races: Yakuza may come from any race, although gnomes and halflings may find the intimidation part of the job a bit difficult.

New Multi-classed Kits

NOTE: The following new kits were adapted from multi-classed kits for Half-Even characters (DRGN214 pg.10) for use by all races that can choose the appropriate multi-class option.

Arcanist (Cleric/Wizard)

The Arcanist is a character in search of esoteric knowledge, arcane lore, and spiritual enlightenment.  An Arcanist’s entire life is devoted to gaining knowledge of the supernatural.  Many Arcanists do not think along conventional lines, considering priestly magic and wizardry to be merely extensions of one another.  The Arcanist considers himself to be a practitioner of an entirely different, more pure form of magic, and hopes to eventually attain mastery of all spells.

Role: The Arcanist is a very useful addition to a party, not only for the benefits of his spells, but also for the vast knowledge of various mystical subjects this character possesses.  This character is fascinated by all forms of magic and is constantly seeking to add to his store of arcane knowledge, and will often accompany adventures just to encounter new magical items, spells, or creatures.

Schools:

· Preferred: Greater Divination.

· Barred: Illusion.

Faiths:

· Allowed: Although Oghma is the most suited this kit is open to most faiths.

· Disallowed: Cyric and Leira.

Kit Requirements: Must have a minimum of 15 INT and 15 WIS.

Weapon proficiencies: Any allowed by the priesthood.

Nonweapon proficiencies:
· Bonus: Ancient History, Reading/Writing, Religion, Spellcraft.

· Recommended: Heraldry, Ancient Languages, Astrology, Herbalism.

Armor/Equipment: Aside from spell books and religious symbols, none are required.

Special benefits: The Arcanist has an ability similar to the Bard’s magical-item identification (legend lore) ability.  The Arcanist has a 5% chance per level to identify the history and background of any magical item she encounters.

Special hindrances: 

· The Arcanist has a “spooky” feel to her, and has a -2 reaction penalty to all characters except spellcasters (wizards, priests, paladins, rangers, and bards).

· Arcanists may not wear armor and cast wizard spells.

Races: This kit is open to any race that can choose cleric/wizard.

Aristocrat (Fighter/Wizard)
Children are brought up in luxury, with the best schools and tutors money can buy.  Although almost any character may by a member of the aristocracy, not all are eligible for the Aristocrat kit.  The Aristocrat is a foppish, swashbuckling dandy who combines swordplay with lessons in sorcery.  The Aristocrat is the epitome of elegance and wit.

Role: The Aristocrat excels at three arts: fencing, sorcery, and looking good.  She prefers to use light “gentleman’s” weapons rather than the bastard swords and battle axes or barbarians.  Aristocrats’ abilities and status make them tend to feel that they are better than others.  This usually annoys other characters, but their wit and charm makes Aristocrats hard not to like.  The Aristocrat can be honorable and naive, a fun-loving prankster, or a spoiled Machiavellian conspirator.

Schools:

· Preferred: None.

· Barred: Necromancy.

Kit Requirements: Must have a minimum of 9 STR, 13 DEX, 13 INT, and 14 CHA.

Weapon proficiencies: All the Aristocrat’s initial proficiencies must be filled with the following weapons: main gauche, rapier, sabre, stiletto, and crossbow (hand or light).  The Aristocrat may specialize in one of the above weapons, and once specialized, she may never specialize in another weapon.

Nonweapon proficiencies:
· Bonus: Etiquette, Heraldry, Reading/Writing.

· Recommended: Animal Handling, Animal Training (falcon), Dancing, Riding (Land-based), Appraising, Disguise, Gaming, Tumbling, Spellcraft, Musical Instrument.

Armor/Equipment: See below.

Special benefits:

· The Aristocrat starts with twice as much money as a normal fighter.

· She may be able to demand shelter in many places (especially from other nobles).

· Aristocrats may take rogue proficiencies at the normal cost. 

· Because of an Aristocrat’s debonair charm, a bonus of +3 is given on reaction rolls to members of the opposite sex.

· When armed with the specialized weapon, the Aristocrat gets a +1 bonus to her armor class due to extensive training from childhood.

Special hindrances: An Aristocrat will not tolerate shoddy goods and services, and demands the best that money can buy.  In game terms, this relates to being charged 1.5 to2 times the normal prices for items.  Less may be accepted in an emergency, but if it becomes a habit the Benefits of this kit can be lost.  Other wealthy individuals also may demand shelter from the Aristocrat.

Races: This kit is open to any race that can choose fighter/wizard.

Crusader (Fighter/Cleric)
A Crusader is devoted to the spreading of his faith.  The Crusader seeks to defend the faithful, combat the church’s enemies, and bring his religion to the heathens.

Role: This is as close to a paladin as a demi-human can get (this is not a demi-paladin kit).  Like their human cousins, Crusaders are holy warriors who stand for a cause.  However, this cause is not always lawful good, although most Crusaders are lawful good.  Crusaders always put the interest of their faith ahead of their party.

Faiths: 

· Allowed: Although Bhaal, Cyric, Helm, Tempus, and Tyr are the most appropriate, this kit open to most faiths.
· Disallowed: Eldath, Lliira, and Sune.

Kit Requirements: Must have a minimum of 13 STR, 14 WIS, and 12 CHA.

They may not be of chaotic alignment, as chaotic people hold the individual’s freedom as or more important than the morals the Crusaders attempt to spread.  Although most Crusaders are good, some are more interested in destroying “infidels” than in protecting the faithful.  That type of Crusader may be neutral or evil.

Weapon proficiencies: The Crusader may spend his WPs as is wished.  However, a crusader must abide by the weapon restrictions of his faith.

Nonweapon proficiencies:
· Bonus: Religion.

· Recommended: Etiquette, Heraldry, Modern Languages, Riding (Land-based), Ancient History, Spellcraft, Blind-fighting, and Endurance.

Armor/Equipment: Crusaders should get the heaviest armor and most deadly weapon they can afford and that their priesthood will allow.

Special benefits:

· When in combat against a member of an opposing religion or philosophy (the DM will decide which priesthoods and creatures qualify), or in defense of their own priesthood’s followers, the Crusader gains a bonus of +1 on attack and damage rolls.

· Crusaders have a permanent +1 to all saving throws.

Special hindrances: A Crusader must serve his priesthood first and foremost.  The Crusader must try to convert or fight those who oppose his religion, and defend followers of the Crusader’s religion with his life.

Races: This kit is open to any race that can choose fighter/cleric.

Dilettante (Fighter/Wizard/Thief)

A Dilettante is a character who has difficulty finding a niche.  As a result, she becomes the proverbial “jack of all trades, master of none,” drifting from profession to profession.

Role: Dilettantes have trouble staying with one job for very long, but this is certainly not due to any lack of talent or intelligence. Along their way, they dabble in warrior, rogue, and mage skills, among others.  Dilettantes usually are from one of the upper classes, much like Aristocrats, for the lower classes are not often afforded the opportunity to drift through various crafts.  Many humans also resemble Dilettantes, but they don't have as long of a life span as demi-human, and therefore do not learn as many skills as a Dilettante.
Schools: A Dilettante is one of the rare instances of a “Generalist Wizard.”  They are unable to maintain the discipline needed to study only one school of magic.

Kit Requirements: Must have a minimum of 12 STR, 12 DEX, 12 CON, 12 INT, and 12 CHA.

Dilettantes often, but not always, lack self-discipline implied by a high WIS score.  They also lack the dedication to be of any lawful alignment.

Weapon proficiencies: Any.  Dilettantes may not specialize in weapon use.

Nonweapon proficiencies:

· Bonus: None, but see “Special benefits” below.

· Recommended: Any.

Skill progression: Nothing specified, but see “Special hindrances” below.

Armor/Equipment: No special equipment is required of the Dilettante.  They prefer goods and services of the highest quality, but this is not a requirement.

Special benefits:

· Dilettantes may choose NWPs from the warrior, mage, and rogue groups at normal cost.

· They get three extra NWP slots.

Special hindrances:

· A Dilettante may never devote extra proficiency slots to any NWP to improve that skill.

· She also may never devote more than five points (ten points at first level) per level to any single thief skill.

· Dilettantes receive a -2 penalty to reaction rolls from any serious artist or scholar, as these individuals are annoyed with the superficial dabbling of the Dilettante.

Races: This kit is open to any race that can choose fighter/wizard/thief.

Diplomat (Fighter/Wizard/Thief)

Being from two distinct cultures and having to walk the line between them, half-elves make excellent diplomats.  Although a half-elf of any class may learn the arts of diplomacy, only a Fighter/Mage/Thief is eligible for this kit, for they alone have the well-rounded abilities suited to this profession.

Role: A half-elf Diplomat’s job is to moderate disputes and attempt to keep peace between two nations (usually either human or elven).  They learn many skills to aid them in their career.  In their party, the Diplomat will be the individual to call upon to parley with monsters.  The other skills make her just as valuable an asset when negotiations fail.

Schools:

· Preferred: Enchantment/Charm

· Barred: None.

Kit Requirements: Must have a minimum of 9 STR and 9 DEX, 12 INT, and 14 CHA.  Unlike most thieves, they may be of any alignment.

Weapon proficiencies: The Diplomat should be proficient with at least one small, easily concealable weapon (dagger, knife, hand crossbow, etc.).  Diplomats may not specialize in weapon use.

Nonweapon proficiencies:
· Required: The Diplomat must purchase at least two extra Modern Languages.

· Bonus: Etiquette, Local History.

· Recommended: Fast Talking, Heraldry, Ancient History, Reading/Writing.

Skill progression: Nothing specified.

Armor/Equipment: Although no special equipment is required of a Diplomat, heavy arms and armor tend to make one look more threatening than is preferred in such a profession.

Special benefits:

· Due to his dealings with them, a Diplomat has a +4 bonus to reaction rolls for leaders or politicians of any other race.

· Diplomats occasionally may be offered “diplomatic immunity” for crimes, but this will depend on the country of operation, and possibly the crime in question.

Special hindrances:

· Diplomats do not operate with as much freedom as other characters.  They are still in the employ of and are answerable to their king or queen.

· If the Diplomat character does offend a foreign nation, the king or queen will hasten to discipline the character to keep peace.

Races: This kit is designed for half-elves, however, any race that can chose fighter/wizard/thief may be eligible.

Guild Mage (Wizard/Thief)

A wizard can be a very useful addition to a thieves’ guild.  A sleep spell on guards, invisibility, spider climb, darkness, Tenser’s floating disk, and many other spells are invaluable in pulling off a heist.  Many thieves’ guilds have therefore found it in their best interest to hire a Guild Mage or two.

Role: Many find the acceptance lacking in their communities only to find that acceptance in a thieves’ guild.  Any character that shows both magical and larcenous promise is trained to be Guild Mages.

Schools:

· Preferred: Illusion, Enchantment/Charm.

· Barred: None.

Kit Requirements: Must have a minimum of 13 DEX and 13 INT.  They may not be lawful good.

Weapon proficiencies: Any normally allowed to thieves.

Nonweapon proficiencies:

· Bonus: Information Gathering, Reading/Writing.

· Recommended: Disguise, Forgery, Gaming, Local History, Ventriloquism.

Skill progression: Guild Mages have no preference.

Armor/Equipment: No special equipment is needed by most Guild Mages.  They may not wear any armor.

Special benefits: Due to his close association with professional thieves, a Guild Mage gains a bonus of +5% to his abilities to Open Locks, Hide in Shadows, and Climb Walls.

Special hindrances: A Guild Mage is not used for petty thefts, and has a -15% penalty to his Pick Pockets skill.

Races: This kit is open to any race that can choose thief/wizard.

Military Scout (Fighter/Thief)
The Military Scout has many differences from the scout kit in the THB, not the least of which is an increased fighting ability.  This is a well-rounded intelligence gatherer, as much a spy and guerrilla warrior as a wilderness thief.

Role: Some find their niche in a standing army.  In the military, a character’s talents usually don’t go unnoticed, and their ability to combine skills makes them excellent scouts.  They are trained for reconnaissance, sabotage, and intelligence gathering, sometimes even infiltrating enemy camps.  As the opportunity for treason is high for military scouts, they are treated better than the common soldier to maintain loyalty.

Kit Requirements: Must have a minimum of 10 STR, 10 DEX, and 11 INT.  They cannot be lawful good.

Weapon proficiencies: Military Scouts must be proficient with a knife.  The other proficiencies may be filled as the player wishes.  Military Scouts may not specialize in weapon use to allow them to be proficient in the largest variety of weapons possible.  The broad weapons groups are a good option.

Nonweapon proficiencies:
· Bonus: Direction Sense, Disguise, Survival, Tracking.

· Recommended: Alertness, Fire Building, Fishing, Modern Languages, Weather Sense, Set Snares, Endurance, Running.

Skills progression: Hide in Shadows and Move Silently are favored skills.  Pick Pockets and Open Locks are the least important, but they still may be helpful in information gathering.

Armor/Equipment: Scouts usually have standard outdoor equipment: rations, a bedroll, a knife, rope, etc.  They usually take equipment specific to the mission they are on, often including a disguise kit.

Special benefits:

· When in a wilderness setting, Military Scouts have a bonus of +10% to the following thief skills: Find/Remove Traps, Move Silently, Hide in Shadows, Detect Noise, and Climb Walls (for trees and cliffs).

· Military Scouts have a patron who can provide aid, usually a standing military unit (this is mostly a role-playing consideration).

Special hindrances:

· In an urban setting, Military Scouts have a -5% penalty to all thief skills except Pick Pockets, Open Locks, and Read Languages.

· Having a patron can be a hindrance as well as a benefit.  Scouts must report to their commanders, and may be called on missions that go against the plans of the adventuring party.

Races: This kit is open to any race that can choose fighter/thief.

Prestidigitator (Wizard/Thief)

This character is similar to the bard in that they both have a talent for entertaining crowds.  The Prestidigitator, however, not only entertains crowds, but robs them blind as well.  A showman and con man, a Prestidigitator exemplifies the trickster.

Role: A Prestidigitator is a character who turned to magic as a means of getting attention, but was always a rogue at heart.  Often, mages will earn a living showing off their magical skills to entertainment-starved crowds.  A Prestidigitator combines sleight-of-hand with real magic to excel in this career.  She also can boost her income by picking a few pockets at the show, and burgling a few houses before moving on to the next village.

Schools:

· Preferred: Conjuration/Summoning, Illusion. 
· Barred: None.

Kit Requirements: Must have a minimum of  12 INT, 11 DEX, and 13 CHA.  They may not be lawful good.

Weapon proficiencies: Any available to thieves, but they prefer small, easily concealed weapons such as knives.

Nonweapon proficiencies:

· Bonus: Crowd Working, Observation.

· Recommended: Animal training, Etiquette, Modern Languages, Local History, Disguise, Gaming, Ventriloquism, and Fast Talking.

Skill progression: The Prestidigitator makes use of the Pick Pockets skill far more than any others.  All other skills are useful to help get the character out of sticky situations when luck runs out.

Special benefits: The Prestidigitator has two main abilities.

· The first is sleight-of-hand or prestidigitation.  With a successful Pick Pockets roll, the Prestidigitator can perform simple yet impressive tricks of “stage magic.”  The DM should modify this roll to fit the situation as is appropriate.  For instance, palming a small coin should be done at a +15% bonus, while making a small animal (like a rabbit) disappear should have a -15% penalty.  Obviously, making something the size of an elephant disappear, would take a lot of preparation or real magic to pull off.

· The Prestidigitator prefers spells from the schools of illusion/phantasm and conjuration/summoning.  She gains a bonus of +5% to learn spells from these schools.

Special hindrances:

· Prestidigitators suffer a -5% penalty to learn spells from any school other than the two listed above.

· Half of a Prestidigitators initial discretionary thief skill points must go to the Pick Pockets skill.

Races: This kit is open to any race that can choose thief/wizard.

Redeemer (Fighter/Wizard/Cleric)

A Redeemer is a character who combines spiritual, martial, and magical skills to help destroy a foe.  He is a serious character dedicated to bringing vengeance on a nemesis.  Generally, this foe also is an enemy of the church, and the Redeemer considers this creature to be an abomination.

Role: A Redeemer has made it his life’s purpose to hunt down and kill a specific foe. Often this is because of a childhood tragedy that the Redeemer feels compelled to avenge.  This intensity often makes the Redeemer seem to be grim and brooding.  The Redeemer will try to persuade other characters to aid this personal war.

Schools:

· Preferred: Elementalist

· Barred: None.

Faiths:

· Allowed: Azuth, Bane, Bhaal, Helm, Loviatar, Torm, Tyr.

· Disallowed: Illmater, and any deity with an alignment other then lawful.

Kit Requirements: Must have a minimum of 14 STR, 14 WIS, and 14 INT.  Must be of lawful alignment due to his intense dedication to the destruction of a specific enemy.

Weapon proficiencies: Any allowed by the PC’s priesthood.

Nonweapon proficiencies:

· Bonus: Ancient History (for specific enemy), Blind-fighting.

· Recommended: Religion, Spellcraft, Endurance, Hunting, Tracking, Weaponsmithing.

Armor/Equipment: Redeemers always carry any weapons or items specifically designed to take advantage of a foe’s weaknesses.  For example, if the enemy is werewolves, the Redeemer will never leave home without a good supply of silvered weapons.

Special benefits: The Redeemer has a special enemy of the player’s choice (or roleplaying or DM discretion).  The character has a bonus of +1 bonus on attack and damage rolls, and a -1 bonus to armor class when fighting that creature only.

Special hindrances: A Redeemer’s hatred for his enemy runs deep, and may become irrational.  If an opportunity to attack a specific enemy occurs and the player does not wish his character to attack, the character must roll under his WIS to avoid taking this action.

Races: This kit is open to any race that can choose fighter/wizard/cleric.

Rescuer (Cleric/Ranger)

Getting lost or injured in the wilderness can be a fatal experience in a fantasy campaign.  The frequency of man-eating monsters and infrequency of fellow travelers to provide aid makes such a predicament seem hopeless.  Luckily, some characters have devoted their lives to the humanitarian cause of finding and aiding those who require help, be they human, demi-human, humanoid, or animal.

Role: For religious or moral reasons, the Rescuer finds fulfillment in helping others.  Although usually a member of an organized religion, the Rescuer finds true spiritual communion in the majesty of nature rather than in a man-made church.

The Rescuer’s goals may not fit in with the party’s goals, as she feels the need to provide help to any unfortunates.  Many parties would do well to learn from the Rescuer’s example.

Faiths:

· Allowed: Chauntea, Lathander, Mielikki are preferred, but any deity with a good alignment is also allowed.

· Disallowed: Any deities with a non-good alignment.

Kit Requirements: Must have a minimum of 14 STR, 13 DEX, and 15 WIS.  Like all rangers, a good alignment is required.

Weapon proficiencies: None are required.  Weapons chosen must be allowed by the PC’s priesthood.

Nonweapon proficiencies:
· Bonus: Tracking, Survival, Healing.

· Recommended: Direction Sense, Fire-building, Rope Use, Weather Sense, Herbalist, Religion, Animal Lore, Endurance, Hunting, Mountaineering.

Armor/Equipment: A Rescuer should have standard outdoor equipment, as well as a healing kit.

Special benefits:

· The innate kindness of a Rescuer always seems to shine through, giving her a +3 bonus on reaction rolls to good or neutral beings.

· Because a Rescuer draws spiritual power from nature as well as a deity, any healing spell cast in natural surroundings receives a +1 point per die bonus to hit points regained.

· Any animal followers of the Rescuer may be trained to help locate and escort people to safety automatically after being with the Rescuer for one month.

Special hindrance:

· A Rescuer must aid any living creature in need if she is able.  This rule does not extend to the character’s species enemy, or to nonliving creatures, such as undead.  Although Rescuers will fight and kill in self-defense or in the defense of their allies, they try to heal friends and enemies alike after the battle is over.

· Rescuers may kill creatures for food to feed themselves and their allies.

Races: This kit is open to any race that can choose cleric/ranger.

Shadowblade (Fighter/Thief)
The Shadowblade is considered an elite member of the thieving community.  She is a dark and foreboding character combining the subtlety of a thief with the deadly skills of a warrior.  Many thieves’ guilds will have one or two in their employ.  Other Shadowblades hire themselves out to the highest bidder.  Whether it’s assassination, bounty hunting, enforcing, or just plain larceny, if there is a roguish job that requires some extra muscle, the Shadowblade is the person to call.

Role: As many character find little acceptance with the mainstream society, they often feel more at home with thieves’ guilds (who pragmatically appreciate their talents).  Shadowblades are well known and respected in the underworld for their fighting skills.  

Kit Requirements: Must have a minimum of 13 STR and 12 DEX.  They may not be of Lawful Good alignment.

Weapon proficiencies: A Shadowblade may spend her WPs any way she wishes.

Nonweapon proficiencies:
· Bonus: Information Gathering, Intimidation.

· Recommended: Blind-fighting, Disguise, Jumping, Tumbling, Endurance, Tracking, Weaponsmithing, and Alertness.

Skill progression: Shadowblades usually progress about equally in their thief skills.  The exception is Pick Pockets, which they tend to find unimportant.

Armor/Equipment: No special equipment is preferred. Like all multi-classed thieves.

Special benefits:

· Shadowblades are well respected in the underworld and therefore receive a +2 to all reaction rolls from thieves who know of the character’s status.

· Shadowblades also gain a +10% to Hide in Shadows, and a +5% bonus to their Move Silently skills.

Special hindrances:

· Regardless of actual alignment, Shadowblades have a notorious reputation and therefore receive a -2 to reactions from non-thieves and -4 reaction from law enforcement officials if they know of the Shadowblade status.

· Shadowblades also receive a -10% penalty to the Pick Pockets ability.

Races: This kit is open to any race that can choose fighter/thief.

Spellarcher (Fighter/Wizard)

Spellarchers belong to a fraternity of half-elves fighting prejudice and oppression.  They fight to change the rules of society with both arms and magic.  They combine the two, using their arrows to increase the range of some spells.  

Role: Spellarchers are a self-proclaimed group of half-elf freedom fighters.  They study magic in an unusual way; combining it with archery.  The method of spellarchery has so far remained a mystery to all but these half-elves.  If a Spellarcher tries to teach this to someone of another race, other Spellarchers will hunt her down and put an end to student and teacher permanently.

Schools:

· Preferred: None.

· Barred: Greater Divination.

Kit Requirements: Must have a minimum of 9 STR, 15 DEX, and 15 INT.  They must be chaotic in alignment.

Weapon proficiencies: Spellarchers must specialize with the long bow.  They may not specialize in any other weapon.  The remaining WP slots may be filled as the player wishes.

Nonweapon proficiencies:
· Bonus: Bowyer/Fletcher, Spellcraft.

· Recommended: Fire-building, Herbalist, Blind-fighting, Reading/Writing, Hunting, Running, Survival.

Armor/Equipment: All Spellarchers start out with a finely-crafted long bow (+1 bonus to hit and material saving throws) and a quiver of flight arrows free of charge.

Special benefits: Spellarchers have the ability to cast touch-delivered (range of “touch” or touch with an attack roll) spells onto their arrows and fire those arrows normally.  This allows such touch-delivered spells to affect targets out of reach of the Spellarcher.  The spell-carrying arrow must strike its target (i.e., a successful attack roll) for the spell to take effect.  All normal saving throw attempts are allowed.

Note that even if the target makes his save vs. the spell, he still takes damage from the arrow.  If the arrow misses its target, the spell is lost.  If the arrow is not fired within the duration of the spell (one round minimum) the spell is lost.

Special hindrances:

· Spellarchers may not cast spells from the school of divination.

· They may never wear any armor.

· Spellarchers must aid the cause of half-elves over the rules of elves, humans, and other races.

Races: This kit is designed for half-elves only.

Wilderness Avenger (Fighter/Druid)
When nature is wantonly abused and destroyed, those who care will try to stop it.  These people will use force if necessary.  Normally these individuals are rangers.  If the one destroying nature is very unlucky, it will be a Wilderness Avenger.  These people are similar to rangers, but rangers always show at least a little mercy toward their opponents.  Wilderness Avengers are not so forgiving.

Role: Where rangers protect people and natural creatures, Wilderness Avengers are merely trying to preserve the natural balance, and are not picky about how they do so.  They allow some hunting and harvesting of wild animals and plants (DMs: Please use common sense in determining this), but if it upsets the balance of nature, Wilderness Avengers are not averse to using militant methods to stop it.  Wilderness Avengers normally get along well with rangers, people they are often confused with.  They see the rangers’ over protectiveness of the good races as a flaw, however.  They draw their power from being in tune with the forces of nature rather than a reverence for life.

Faiths:

· Allowed: Silvanus.

· Disallowed: Any deity with a non-true neutral alignment. 

Kit Requirements: Must have a minimum of 14 STR, 14 CON, 12 WIS, and 15 CHA.


While not evil, they are more inclined to believe the end justifies the means.  Neutrality must be an element of their alignment.  They still must abide by the alignment restrictions of their priesthood.

Weapon proficiencies: Scimitar and one missile weapon (whether or not these are allowed by the priesthood).  All other WPs must be allowed by the avenger’s priesthood.

Nonweapon proficiencies:

· Bonus: Tracking, Survival, Animal Lore.

· Recommended: Agriculture, Animal Handling, Animal Training, Alertness, Direction Sense, Weather Sense, Herbalist, Hunting, Fishing, Set Snares.

Armor/Equipment: Wilderness Avengers may not wear metal armor, but may use metal shields if allowed by their priesthood.

Special benefits:

· A Wilderness Avenger gains a bonus of +1 on attack and damage rolls when fighting “unnatural” creatures.  Such creatures include those of extra planar origin, undead, golems, and artificially created beings.

· A Wilderness Avenger also gains a 5% chance to hide in natural surroundings and move silently per level.

Special hindrances:

· Wilderness Avengers are rugged and unkempt looking, thereby receiving a -3 to reactions in urban social settings.

· A Wilderness Avenger will not let an act of destruction against nature go unavenged.

Races: This kit is designed for half-elves, however, this kit may be modified for any race that can chose fighter/cleric (DM’s discretion).

New race-based kits

Avariel (Winged) Elf Kits
Dragon #233 pg.15
The following new kits are designed particularly for Avariel characters 

Courier (Fighter, Thief or Fighter/Thief)

The courier is often dismissed as nothing more than a glorified messenger, but such a description belittles the commitment and training required to fulfill the difficult duties of these avariel.
Role: The courier has been trained for many miles of uninterrupted flight to deliver messages (or even rare packages) between various avariel communities and has learned to endure hours of flight, which may be otherwise painful to most avariel, including through foul weather.  Couriers are hardly mere messengers; they are often individualists, rugged and unique, able to survive – and enjoy – days of solitary travel.  Most couriers belong to their own guild, which ensures training as well as fair payment policies.

Kit Requirements: A minimum of 13 CON.

Weapon proficiencies: Wing sword, short sword, dagger, spear, crossbow: weapons that are either easy to carry or useful in survival conditions.

Non-weapon proficiencies:

· Bonus: Endurance.

· Required: Reading/writing Heah Ælf.

· Recommended: Direction sense; reading/writing, Ūtlander Ælf, Tradesman; local history; navigation; survival (mountains, forests).

Skill progression: Nothing specified.
Armor/Equipment: Couriers learn to travel light, so each item that one carries either has multiple purposes or is absolutely necessary.

Special Benefits: In times of great need, Couriers make their livelihood by travel, and they have learned to overcome the painful limitations of flight.  When traveling, they can travel for four hours before making a CON check, and need only rest a half-hour for every two hours traveled when such a check is failed.  If speed is an issue, then they can travel at faster speeds (Movement 24), but every two hours they must make a CON check according to standard rules.

Special hindrances: Couriers are loners and do not often interact well in groups. Although they are able to cooperate with others, they find it hard to listen to any authority other than their own experience.  Furthermore, as members of an active guild, couriers must be prepared to be sent on missions at any time, regardless of their own current activities.

Skywarden (Fighter, Cleric or Fighter/Cleric)
Skywardens are self-appointed protectors of the skies, the mountaintops, and anywhere that the avariel might travel.  They are also known to help wingless ones who are lost or injured when in their domain.

Role: The skywardens are another group of individualists in avariel society, who feel compelled to live apart from their own people in order to protect their natural environment.  They are the closest to rangers that avariel can find, and they often cooperate well with rangers, since their missions and duties often overlap. Some particularly devout Skywardens like to play upon their exotic appearance and allow people to believe that the avariel are the chosen messengers of the gods.  Skywardens are often accompanied by any number of avian companions.  

Faiths:

· Allowed: Any good or neutral-aligned faiths and variants are allowed, however, Mielikki is the most common.  Chauntea–Lifewarden, Silvanus, the Elemental Cult goddess Akadi (CG), and Helm are also common.

· Disallowed: Any Evil faith.

Kit Requirements: A minimum of 10 CON, 13 WIS, and 13 CHA.

Weapon proficiencies: Any allowed by class.

Nonweapon proficiencies:

· Bonus: Animal lore, animal training (birds).

· Recommended: Direction sense, herbalism, healing, local history, navigation.

Armor/Equipment: Like couriers, Skywardens tend to travel light, with the equipment only necessary to accomplish their job.

Special Benefits: Skywardens have limited empathy with avian creatures.  They have the same relationship with birds that rangers do with most natural animals; see the description of rangers in the PHB for a full detailing of this ability, but remember that it applies only to birds.  Furthermore, at 8th level, they gain 2d4 birds (or other flying creatures) as followers.  The DM can roll 1d6 to determine each follower or come up with a unique list:


Roll
Result
Roll
Result
Roll
Result


1
falcon
3
hawk
5
raven


2
eagle
4
dragonne
6
owl

Special hindrances: Skywardens can never willingly allow anyone to suffer in their domain, provided they are aware of it. They must minister to wounded animals as well as humans, demi-humans, and humanoid visitors to their lands.  While skywardens may live for a while in cities, they prefer isolated homes in the heart of their protected domains.

Finally, skywardens must be of a good (lawful, chaotic or neutral) alignment.  If any of these criteria are broken or ignored, they lose their special benefits.
Talon (Fighter)
Talons are elite warriors, trained in the defense of Myrravin and other aerie-cities.  Even communities that are composed entirely of intellectuals and aesthetes tend to have a number of Talons stationed for their defense.  They are marked by their uniform appearance, wearing distinctive leather harnesses from which hang a number of weapons.

Role: Talons represent the ideal avariel warrior, specialists in the military arts.  Membership in the Talons is a common goal for many young warriors, but only the best are accepted as full members, rather than just employees.  Their education is arduous, involving years of combat instruction and character-building exercises as the young Talons-in-training are forged into professional warriors.  Each individual’s tenure among the Talons varies; for some, it is a lifetime (and a family heritage), while for others it is merely training for a lucrative mercenary career.

Allowed Classes: This kit is exclusively for fighters.

Kit Requirements: A minimum of 13 STR, 12 CON, and 13 DEX.

Weapon proficiencies:

· Bonus: Specialization in either eagle-claws or wing sword.

· Required: Proficiency in whichever of the previous options is not specialized in, as well as crossbow.

Nonweapon proficiencies: Recommended: Blind-fighting, navigation, etiquette.

Armor/equipment: All Talons wear a distinctive dark leather harness, at the center of which is a crest indicating rank and unit (reduced to +1 for ex-Talons).

Special benefits: All Talons are automatically proficient in the player’s choice of any two of the special combat maneuvers: swoop, grab-and-drop, ground-fighting wing buffet.  Talons are well-respected among other avariel, especially the warrior class. Talons receive a +3 reaction modifier when encountering any avariel.

Special hindrances: Talons are members of a guild that operates very much like a military force, and they are forced to obey the chain of command as well as a strict code of conduct. Anyone who is drummed out of the Talons suffers a –3 reaction modifier.  They can be rather difficult to work with, automatically expecting every group to function like a well-oiled fighting machine – which simply is not always the case.  Furthermore, because of the extensive training that Talons are required to pursue, they receive one less non-weapon proficiency at first level.
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